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Introduction
The competitive analysis is a review of competitive and comparative websites similar in objectives and content to the proposed Keyboarding for Kindergarten (Key Seekers) curriculum.  Existing projects will be compared to each other on how well those projects meet the objectives and goals outlined below for the Keyboarding for Kindergarten.
Instructional activity is more than a multimedia response to a learner’s gesture.  It is interaction that actively stimulates the learner’s mind to do those things that improve ability and readiness to perform effectively.  

Specifically examining the instructional activity and creative strategy of each site in regards to context, challenge, physical activity, and feedback will help define and design the goals for the project while ensuring a pleasant, informative and meaningful experience to the learner.
Objectives
In cooperation with Herman Wood, Cobb County Technology Integration Specialist, an interactive learning tool and support materials would be developed to introduce the concepts of keyboarding and initial strategies for kindergarten children.  The basic premise: as children are learning their letters, they can also learn recognition of those letters on the keyboard and learn what hand is used to input those letters.  
Goals 
Primary Goal for Kindergartner Keyboarding:

The student should be able to recognize the letters of the alphabet on the keyboard and use the correct hand to strike the key.
Secondary Goal for Kindergarten Keyboarding:

Incorporate elements of literacy expectations into the program to make the experience more meaningful for the learner.

The following documentation was used to define the specific goals for the project.

Kindergarten Cobb County School District Criteria/Curriculum—Language arts

http://www.cobbk12.org/~schoolimprovement/curriculum/langarts/kinder.htm
Kindergarten Cobb County School District -  Technology

http://picasso.cobbk12.org/cobbcurriculum/curriculum/ParTIGrKCR005688.HTM
Technology based goals

The following standards should be introduced during kindergarten:
· The learner will be able to recognize and use the letters and function keys on the keyboard with teacher guidance.
· The learner will be able to demonstrate an understanding of standard keyboarding techniques and correct fingering techniques.
Student Literacy Expectations for Kindergarten

· Use words that signal sequence relationships such as first, next, and last.
· Distinguish sounds in the environment. 

· Distinguish sounds of letters and words. 

· Follow one and two part directions.
· Classify by characteristics such as color, size, shape, structure, and function.

· Use  illustrations to retell or gain information 

· Phonics (letter/sound relationships): 

· Develop phonemic awareness. 

· Begin to identify letters by sight and sound. 

· Begin to point out letters that are the same. 

· Begin to point out a capital and lowercase letters. 

· Begin to hear initial/ending consonant sounds. 

· Begin to focus on letter sounds in own name. 

· Begin to segment/blend words orally. 

· Begin to use phonics to decode  

· Begin to recognize own name in print. 

· Begin to use phonetically spelled words. 

· Begin to use appropriate initial consonants. 

· Begin to write upper and lower case letters. 

· Identify upper and lower case letters out of sequence. 

· Use left to right pattern of writing. 

· Copy simple shapes, designs, numerals, and letters. 

· Print name, self-selected words, and letters of the alphabet. 

· Follow print left to right, top to bottom. 

It is important to keep in mind that this interactive project will only encompass the kindergarten introduction to keyboarding.  Correct fingering would prove to be a difficult physical task at this age.  It is hopeful that additional activities will assist the children in identifying correct fingering.  Again, this project is an introduction of the keyboard. It is also intended as a supportive tool to phonics and letter recognition curriculum.  A more defined picture of user skills and assumptions will follow in the User Definition and Requirements Document.) Research is still being conducted in this area)
The challenge for the project is to combine both the goals of the school district with good, effective instructional interaction that is age appropriate. Age and skill levels have been defined above. We also need to define effective instructional interaction.  

Keys to effective interactive learning software:

1. Build on anticipated outcomes

2. Select the right content

3. Use an appealing context

4. perform multi-step tasks

5. provide intrinsic feedback

How well does each of the comparative sites incorporate these key elements, and the above defined goals?

Comparative Goals Measured
It is important to understand what is being measured in this analysis. Each site will be reviewed specifically for how the site meets the following goals:
1.  Site provides opportunities for – rehearsal, repetition, practice

The process of learning uses rehearsal to strengthen the forming relationships for later recall and application. Certainly none of these programs were designed to be the only tool to teach children phonics, letter recognition, or keyboarding skills.  However, using a keyboard effectively will increase a child’s ability to communicate and share ideas using technology. How well does the program meet literacy expectations?
2.  Engage Learners

Age and skill level play an important role of this goal.  Is the software enjoyable?  Is it easy to use? Do the multimedia tools used in the project make sense? Are there features that keep the child interested?
3.  Build needed competencies – right hand /left hand
The needed competencies for proposed program are somewhat defined in both the technological and literacy goals defined above. Do these programs help to enforce keyboarding skills; specifically, how is the correct hand or fingering position addressed? 
Measurement Criteria
Context:  Is the context age and skill appropriate?  Is there a story line? Are the colors appealing to the age group? Is there educational value within the context?  How does the concept relate to the framework? 

Challenge: Are the problems presented age or skill level appropriate? Are there multiple levels of challenge?  Is the challenge presented appropriate for the age group? Are the instructions clear and understandable? Is there a method of measurement for the challenge?

Physical Activity:  Does the physical effort necessary to produce the desired response distract from the desired response? How is the child encouraged or guided to use the appropriate hand for keyboarding or the appropriate finger? 

Feedback: Is the feedback age appropriate?  Is there feedback?  Is there feedback for incorrect answers?  Is help available? What types of multimedia are used to incorporate feedback?
Measurement Criteria for MARTA – If we get the blurbs worked out it will give us a concentrated and more focused analysis goal…
Navigation: blurb
Content: blurb
Usability: blurb
Terminology blurb
Quality: blurb
Identified Competitors/Comparators

(swap these out for MARTA )
There are numerous typing and phonics software programs available.  Here is a small sampling of programs that use a variety of those programs geared toward children.  All these examples incorporate a combination of multimedia rich content (animations, illustration, sounds).  As these programs are being analyzed partly on their basis of interactivity, it is recommended that the sites be visited to experience the interactivity first hand.  All attempts will be made here in the document to describe the interactions.
· DanceMat

· http://www.bbc.co.uk/schools/typing/
· Kiddonet

· http://www.kiddonet.com/gb/flash/phonics/Intro.html
· Learning Planet

· http://www.learningplanet.com/act/fl/aact/index.asp
· GameGoo

· http://www.cogcon.com/gamegoo/games/frieda/frieda.html
Scoring Method –
The key symbol  [image: image1.png]


  will be used to visually display how well a site accomplishes the goal stated at the top of each page.  The more keys the better the site meets the goal.  .
Values range from 0 – 5.  0= does not meet the stated goal     5 = meets the stated goal best
I was thinking maybe we could use a MARTA token as a scoring symbol?
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The next section looks at the specific goal and how each site scores on that particular goal – an overview – then each individual site is evaluated  ( I think this is the “one page” type effect Dara is referring to??)

  NOTE the page orientation changes!!!  From printing experience – I recommend we format the

Entire document in landscape!!! Be sure to leave a large enough margin at the top to allow for binding or hole punching, etc….
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Site Goal:  1.  Site provides opportunities for – rehearsal, repetition, practice
This section speaks a little bit to the goal and provides a little bit of insight as to what may need to be addressed.
The process of learning uses rehearsal to strengthen the forming relationships for later recall and application. Certainly none of these programs were designed to be the only tool to teach children phonics, letter recognition, or keyboarding skills.  However, using a keyboard effectively will increase a child’s ability to communicate and share ideas using technology. How well does the program meet literacy expectations?

Values range from 0 – 5.  0= does not meet the stated goal     5 = meets the stated goal best
DANCEMAT – Site Goal:  1.  Site provides opportunities for – rehearsal, repetition, practice
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	Context:
Provided many instances of repetition rehearsal and practice at different levels.

Consistent color usage throughout the exercises. Good use of repetition for colors on the key board. Each color represents a finger.  Uses keyboard configuration. Characters and storyline are consistent throughout practice sessions.  Shows correct finger placement prior to the beginning of the practice using animated characters hands. This could be effective approach for proposed program.  


	Challenge:

Too advanced for the age and skill level of kindergarten children.  Makes the assumptions that a child will know how to escape from the application to repeat a particular lesson. Multiple levels of challenge are incorporated, but the entry level is too advanced for children of the targeted group. Does not address any beginning literacy skills.  Assumes literacy level is high enough to recognize letters and words. Sight and sound are used for instructions.

	Physical Activity:
The physical activity needed to accomplish the levels correctly is too advanced for the level of kindergarten children.  


	Feedback:
The feedback on this application is remarkable.  Sight and sound are used for instructions.  There are audible reminders for correct hand and posture positioning. The use of sound and sight for the appropriate key hit are effective.  When an incorrect key is pressed during practice there is an audible and visual response and guidance to the correct key.




KIDDONET – Site Goal:  1.  Site provides opportunities for – rehearsal, repetition, practice
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	Context:
Provided simple instances of repetition rehearsal and practice 
Consistent color usage throughout the exercises. Very simple. Uses both Upper and lower case letters for recognition. Does NOT incorporate the keyboard. There is no point system or additional level. The concept is appropriate for literacy, but not for keyboarding.

	Challenge:

Some literacy challenges are addressed here. Recognizing the letter, recognizing illustrations. Understanding letter sounds and applying the letter to the correct picture. Click on the pictures that start with the letter. NO KEYBOARD RECOGNITION is used.

	Physical Activity:
The physical activity needed for this application to meet the repetition goal on the keyboard is not met.  The child only needs a mouse.  Using the keyboard yields no results
	Feedback:
The feedback on this application is mostly visual. When a correct answer is clicked on the illustration appears in color and there is a slight animation. Very age appropriate. Sound is used for instructions.  There is no feedback for incorrect answers.


LEARNING PLANET – Site Goal:  1.  Site provides opportunities for – rehearsal, repetition, practice
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	Context:
Provided simple instances of repetition only.
Very simple. Uses both Upper and lower case letters for recognition. Does NOT incorporate the keyboard. Concept is too simple for literacy expectations. However animations and illustrations are appropriate.

	Challenge:

There is no challenge here.

	Physical Activity:
Too simple – no real opportunity for thinking here. Point on the letter, see a picture and hear the letter name. 
	Feedback:
This is basically the letter names associated with pictures.  Not very effective literacy tool. Click a letter see the picture that starts with that letter and hear the letter name. 


GAME GOO – Site Goal:  1.  Site provides opportunities for – rehearsal, repetition, practice
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	Context:
TOO BUSY.  The level is too advanced but some features are worth investigating.  Does display a keyboard but only for a very brief moment. Too noisy – constant loop in the background – distracting.  Not much repetition but does use keyboard instead of mouse.  Characterization may not be thing kindergarten children would identify with. Children are asked to type what they hear. Too much action for the learning process to be effective. Quit is displayed as is a replay button to hear the word again.

	Challenge:

This program offers some level of keyboard challenge and some literacy challenge as well. A lot is assumed of the “player.” The repetition is not a core element here.  Child must already have an idea of how to spell the word.  

	Physical Activity:
Children must already know the letters they are looking for on the keyboard.  Some of the phonetic sounds are not clear. 
	Feedback:
There is a score keeper device employed for feedback.  It’s not intrinsic.  You don not know if the correct key was hit. If you incorrectly hit keys, the skater falls. Not appropriate reward system, does not help learner get back on track if mistake is made. 


Site Goal:  2.  Engage Learners

Values  range from 0 – 5 .  0= does not meet the stated goal     5 = meets the stated goal best
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Age and skill level play an important role of this goal.  Is the software enjoyable?  Is it easy to use? Do the multimedia tools used in the project make sense? Are there features that keep the child interested?

DANCEMAT – Site Goal:  2.  Engage Learners

	Context:
Provided many instances of repetition rehearsal and practice at different levels.

Consistent color usage throughout the exercises. Good use of repetition for colors on the key board. Each color represents a finger.  Uses keyboard configuration. Characters and storyline are consistent throughout practice sessions.  Shows correct finger placement prior to the beginning of the practice using animated characters hands. This could be effective approach for proposed program.  


	Challenge:

Too advanced for the age and skill level of kindergarten children.  Makes the assumptions that a child will know how to escape from the application to repeat a particular lesson. Multiple levels of challenge are incorporated, but the entry level is too advanced for children of the targeted group. Does not address any beginning literacy skills.  Assumes literacy level is high enough to recognize letters and words. Sight and sound are used for instructions.

	Physical Activity:
The physical activity needed to accomplish the levels correctly is too advanced for the level of kindergarten children.  


	Feedback:
The feedback on this application is remarkable.  Sight and sound are used for instructions.  There are audible reminders for correct hand and posture positioning. The use of sound and sight for the appropriate key hit are effective.  When an incorrect key is pressed during practice there is an audible and visual response and guidance to the correct key.




KIDDONET – Site Goal:  2.  Engage Learners

	Context:
Provided simple instances of repetition rehearsal and practice 
Consistent color usage throughout the exercises. Very simple. Uses both Upper and lower case letters for recognition. Does NOT incorporate the keyboard. There is no point system or additional level. The concept is appropriate for literacy, but not for keyboarding.


	Challenge:

Some literacy challenges are addressed here. Recognizing the letter, recognizing illustrations. Understanding letter sounds and applying the letter to the correct picture. Click on the pictures that start with the letter. NO KEYBOARD RECOGNITION  is used.

	Physical Activity:
The physical activity needed for this application to meet the repetition goal on the keyboard is not met.  The child only needs a mouse.  Using the keyboard yields no results
	Feedback:
The feedback on this application is mostly visual. When a correct answer is clicked on the illustration appears in color and there is a slight animation. Very age appropriate. Sound is used for instructions.  There is no feedback for incorrect answers.


LEARNING PLANET – Site Goal:  2.  Engage Learners

	Context:
Provided simple instances of repetition only.

Very simple. Uses both Upper and lower case letters for recognition. Does NOT incorporate the keyboard. Concept is too simple for literacy expectations. However animations and illustrations are appropriate.


	Challenge:

There is no challenge here.

	Physical Activity:
Too simple – no real opportunity for thinking here. point on the letter, see a picture and hear the letter name. 
	Feedback:
This is basically the letter names associated with pictures.  Not very effective literacy tool. Click a letter see the picture that starts with that letter and hear the letter name. 


GAME GOO – Site Goal:  2.  Engage Learners

	Context:
TOO BUSY.  The level is too advanced but some features are worth investigating.  Does display a keyboard but only for a very brief moment. Too noisy – constant loop in the background – distracting.  Not much repetition but does use keyboard instead of mouse.  Characterization may not be thing kindergarten children would identify with. Children are asked to type what they hear. Too much action for the learning process to be effective. Quit is displayed as is a replay button to hear the word again.


	Challenge:

This program offers some level of keyboard challenge and some literacy challenge as well. A lot is assumed of the “player.” The repetition is not a core element here.  Child must already have an idea of how to spell the word.  

	Physical Activity:
Children must already know the letters they are looking for on the keyboard.  Some of the phonetic sounds are not clear. 
	Feedback:
There is a score keeper device employed for feedback.  It’s not intrinsic.  You don not know if the correct key was hit. If you incorrectly hit keys, the skater falls. Not appropriate reward system, does not help learner get back on track if mistake is made. 


Site Goal:  3.  Build needed competencies – right hand /left hand
Values  range from 0 – 5 .  0= does not meet the stated goal     5 = meets the stated goal best
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The needed competencies for proposed program are somewhat defined in both the technological and literacy goals defined above. Do these programs help to enforce keyboarding skills; specifically, how is the correct hand or fingering position addressed? 

Effectiveness of this goal requires supervision and physical guidance at this level.

DANCEMAT – Site Goal:  3.  Build Needed Competencies – right hand/left hand

	Context:
Provided many instances of repetition rehearsal and practice at different levels.

Consistent color usage throughout the exercises. Good use of repetition for colors on the key board. Each color represents a finger.  Uses keyboard configuration. Characters and storyline are consistent throughout practice sessions.  Shows correct finger placement prior to the beginning of the practice using animated characters hands. This could be effective approach for proposed program.  


	Challenge:

Too advanced for the age and skill level of kindergarten children.  Makes the assumptions that a child will know how to escape from the application to repeat a particular lesson. Multiple levels of challenge are incorporated, but the entry level is too advanced for children of the targeted group. Does not address any beginning literacy skills.  Assumes literacy level is high enough to recognize letters and words. Sight and sound are used for instructions.

	Physical Activity:
The physical activity needed to accomplish the levels correctly is too advanced for the level of kindergarten children.  


	Feedback:
There are audible reminders for correct hand and posture positioning. The use of sound and sight for the appropriate key hit are effective.  When an incorrect key is pressed during practice there is an audible and visual response and guidance to the correct key. 



KIDDONET – Site Goal:  3.  Build Needed Competencies – right hand/left hand

	Context:
literacy context good. Keyboard non existent
	Challenge:

mouse only  audible instruction only

	Physical Activity:
mouse only
	Feedback: none appropriate for the goal



LEARNING PLANET – Site Goal:  3.  Build Needed Competencies – right hand/left hand

	Context:
Some literacy context – no keyboard context

	Challenge: mouse only
no audible instruction

	Physical Activity: 

	Feedback:  too simple
none appropriate for the goal




GAME GOO – Site Goal:  3.  Build Needed Competencies – right hand/left hand

	Context:
Did at least introduce the keyboard and showed a brief example of how to find the letters

	Challenge:

This program offers some level of keyboard challenge and some literacy challenge as well. A lot is assumed of the “player.” Might work for first graders.

	Physical Activity:

	Feedback:
none appropriate for the goal




Conclusion
Here I tallied up form all the individual evaluations and gave a grand overview for all the goals combined

As is exhibited in this analysis, each site has its specific strengths and weaknesses. Some sites are more effective in literacy goals while others exhibit strengths in interactive instructional goals.  
Below is an overall rating of the sites based on the aforementioned criteria.
Values  range from 0 – 5 .  0= does not meet the stated goal     5 = meets the stated goal best
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Recommendations for Proposed Interactive Project
This analysis has revealed some interesting guides and design features they should be incorporated into the interactive keyboarding project. These recommendations will be used when creating a prototype providing a sound basis for technical and design decisions.

· Images can communicate to us more rapidly and with more fidelity than verbal descriptions, while animations can act as a reward for correct answers or guidance for incorrect answers – use lots of effective illustrations.  The use of story telling also helps the learning process. Do not overuse animations or storytelling to distract from the learning goals. Appropriate characters may play a positive role in the learning process.
· Challenge – stimulus to action within the context—(reward of animation with correct answer – include reminders of correct hand position) Different or more challenging levels may not be appropriate at this level of introduction. Keep it simple. 
· Activity – physical response to the challenge (simulate real life) Display a keyboard on the screen and a visual representation of the correct hand or finger position to be used.  Use color to designate which hand or which finger is to be used (good example … DanceMat)
· Feedback – reflection of the effectiveness of the learner’s action – feedback provides reward of fun activity….good feedback reflects the different outcomes of specific actions (right and wrong answers). Use of visual and audible feedback and instructions.
· Seek assistance with word choices – make certain content is appropriate and meets Cobb County School District expectations. 
· Combine effective elements of DANCEMAT with simple animations similar to KIDDONET to create effective interactive introduction to keyboarding for kindergarten children.
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� Allen, Michael, Michael Allen’s Guide to e-Learning, p240


�  Allen, Michael, Michael Allen’s Guide to e-Learning, p157
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