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uct from Quantum Learning Tech-
nologies, Inc.. It combines the best of
scientific research in literacy and cog-
nitive development in a format that is
fun, engaging and relevant to young
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Students enter school with varying
degrees of familiarity with reading.
Some students can read already. Some
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to level the students and ready them
for reading in the early grades!
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initial pre-iteracy level to basic word
reading and comprehension.
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Learning Technologies
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Reading Skills

"5DPSV 7R 5HdeelogsJspecifi
reading skills that help your studen
meet or exceed DIBELS benchmarks
other standard tests.

X blending / segmenting

X phonics / soundetter mapping /
sound fluency

X decoding

X identifying letters that look similar
pattern recognition

X rehearsal of auditory information

X spatial relationshipgreversals / rota-
tions)
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the basic keyboard layout when they
log in.
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to develop a true mastery of skills so
that they can be applied and transferred

to other academic areas.

It includes several builtin levels of scaf-
folding, or support, in each level of the
3@2& TW |@Irn%r gcgwrss skills in a

lop e sequence,
moving rtvév?ég]her evgi jély §f32r pre-
requisite skills are mastered.
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Thinking Skills

"5DPSV 7R 5 HkDtlel qnhlyuearly

lvP_

B RPSY TRpSHDGLQY

early readers!

We designed "5DPSV 7R 5H
specifically to help preK through 2™
grade students develop skills required
for early literacy and overall cognitive
functioning.
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familiarity!

Students learn how to use the mouse
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reading program that develops the ne
essary cognitive subkills required fo
reading.
X attention / resistance to distraction
X memory
X using speech as a rehearsal strateg
X planning/executive functioning
X sequential processing
X simultaneous processing
X visual scanning
X visualization skills
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Skillful teachers have always devel-
oped creative ways to make learning

fun and entertaining for students.

Students remember these learning
experiences more vividly than any
others.

It is not enough to replace the tradi-
tional worksheet and text book with

a computer screen and call it
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Games must be Dynamic. They must
be designed by gamers for gamers.

Educational games must provide
more than a question and answer
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experience. They should be fun and
engaging, provide multiple reading
levels, and multiple formats for prac-
tice and skill development.
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X Developing the use of speech as a
rehearsal strategy

Another attribute of computer gam-
ing that proves that students enjoy

An advantage of computer games to  this format is that they willingly vol-
help deVelOp the fundamentals of unteer to pracuce a lesson!
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dent. Several games in "5DPSV 'PFQ harnessing the natural power of

5HDGLWXQ@H WKH VWXGH@3Ney ip Eepraingychidegn are en-
gaged in stealth learning: they work

harder and longer and get smarter
because they are immersed in activi-
ties that are fun, meaningful and
highly effective.

X Mapping sounds to letters

X Blending sounds and decoding
words
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