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1. Executive Summary

The implementation phase in Vienna took place between July and October 2014,
which was slightly later than the other partners. Due to the uncertainties surrounding
the ICEM project budget, namely the eligibility of staff costs, it was decided to reduce
the number of people involved in the implementation to a more manageable number,
without influencing the quality of the results. In total, six teachers and fours parents
were involved with implementation of AlphaEU digital books. It should be pointed out
at this stage that the implementation was done primarily in private-run institutions, as
such projects may not be carried out in state-run facilities without the express
permission of the state authorities and would have been significantly more
complicated with regard to logistics and expenses.

In general the AlphaEU books and activities were very well received and the
participants enjoyed working with the materials. Many of them had experience in
teaching young children in a bi/multi-lingual environment. The parents involved had
young children and were keen to introduce other languages to them in a playful
manner. The educators involved all believe that such materials complemented their
own curriculum very well and, although there is still the problem of the availability or
shortcomings of the technical infrastructure, will continue the materials after the
project has finished. There is indeed a general eagerness to follow on this project
with a more “up-to-date” solution — namely adapting the materials to work as an
application on touch-screen.

In addition to being well received, the parents and teachers involved were also
inspired to recommend some improvements that could be made to the books and
activities, and developed some lesson plans to go with them.

There were of course some concerns regarding the overall use of technology at this
age, i.e. the issue of managing the total ‘screen time’ pre-school children are
exposed to, which many parents feel should be limited to no more than one hour per
day for children up to the age of 6. There were also issues regarding the content of
the books, the suitability of certain words, the placement of objects, the quality of the
sound, the ease of navigation, the pronunciation of various sounds etc. Many of
these matters arose during the initial training phase, and while some had been
addressed, many others were still open and were ongoing causes for discussion. It
was concluded that the project group did not spend enough time on the pedagogical
design of the books and the selection of the words.

All-in-all the implementation went very well, and the people involved are continuing to
use the materials and create/develop/share concepts for additional activities and
lesson plans. The group expressed a keen desire to hold a follow-up project!
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2. Introduction

This document presents an overview of the implementation phase of the Alpha EU
that took place in Vienna, between July and October of 2104. The main focus was
on use, appliance and suitability of the Alpha digital books in working with children
aged 3-7 years. In total, six teachers and four parents were involved with
implementation of AlphaEU digital books, with two teachers and one parent then
providing additional material for case studies.

This report is based on the implementation guide provided by the project partners
and explains the processes and outcomes of the implementation of the project in
Vienna. Various tools and templates used in the collection of the data for this
report can be found in the annexes or as separate documents. The majority of
these documents were translated into German for the convenience of some of the
participants and for those who intend to use the materials after the project has
finished. ICEM itself plans to hold more training sessions in 2015 to carry on the
momentum of the project and utilise the data and experiences gained over the
past months.
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3. Objectives of the Implementation

The main objective of the implementation phase of this project was to have those
individuals who took part in the training to use and test the digital alphabet books and
activities in a learning environment on a regular basis. The purpose of this was to
gather information about the effectiveness of the materials and get hands-on reports

on...:
How well the books were received by everyone

How well the book/activities were integrated into the curriculum

How the children reacted to the materials

What challenges the educators were facing when using the materials
What improvements could be made to the materials
Recommendations for the pedagogical approach

O 0o o o o o

Naturally, the implementation was carried out on a local level. Each partner created
their own implementation report, which then should ensure that all the languages of
the project are covered and that the final almalgamated report will provide an
overview of the effectiveness of the books on a multicultural level.

tgg'r?;‘r? This project has been funded with support from the European Commission.
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4. Participant profiles

After attending Adult Mediator Training in the spring, several participants
expressed their will to join and were hence recruited. All participants, including
most of the parents had a rich background in teaching, pre-school as well as other
ages. Little motivation was need therefore for them to consider best ways to test
the AlphaEU digital books. Some parents have two or three children, at various
ages, so the difference in suitability and application was recognizable immediately.
Some teachers tested the material in kindergartens they were teaching in at the
time, but also during their private lessons elsewhere in individual classes.

The participants originally had the bigger part of June and July to get familiar with
the material and complete the implementation. However, since that time span
collided with summer holidays some of the testing continued later on in the year.

Once the implementation phase was finalized a short meeting was organized with
all participants in order to exchange experiences. Since some of the participants do
not live in Vienna, some of the feedback was done on Skype, via e-mail or over the
phone. No longer meeting was necessary since almost all participants know each
other due to the fact that almost all of them belong to a wider ex-pat network, or
have already been connected due to previous arrangements.

Name of Participant | Profession/Role

Jacob Moss Teacher
Carol Mc Laughlan Teacher
Charles Howard Parent/Teacher
Marija Sundic Parent/Teacher
Alba Torres Teacher
Blagica Petacka Teacher
Francesco Menconi Teacher/Parent

Azeezat Egberongbe Teacher/Parent

Olaide Muinat Mogaji | Teacher

Bettina Polzbauer

Ulrike Dolezal
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5. Format of the implementation

How often were the materials used during the implementation phase?

This report covers the implementations conducted between July and October.
Naturally there was not so much activity during the summer months, so the majority
of the implementation was done in September and October. As mentioned earlier, the
educators were from various (private) institutions, but most of them had regular
access to computer so as to carry out the on screen tasks. The introduction of the
offline version of the books made life that little bit easier, since internet connectivity
was not always guaranteed, and this often hindered the lesson.

However, even with the technical infrastructure (meaning one or two computers), the
educators reported that the books could really only be used effectively in small
groups of three or four. The use of a projector and screen made it possible to use the
digital material in larger groups, but only for short periods of time or for a “general” or
“introductory” exercise.

While some teachers had more limited access to the digital material, of majority of
them used the AlphaEU materials (i.e. digital or print activities) at least twice a week
in their institution, and in most cases more often in their private lessons. However, it
must be said that almost of the implementation participants stated the degree of use
of the AlphaEU materials would have been higher, if it had been available as an
application for a touch screen device. It can therefore be concluded that there would
have been a much more frequent use of the material if it had been available in a
different format. While this may seem to be a critical remark, it does point out that the
materials used on the AlphaEU platform were indeed of high pedagogical value,
despite the various technical and design shortcomings mentioned earlier. One could
also argue that this oversight, coupled in some cases with the lack of proper
infrastructure, was one of the inspirational driving forces behind the multitude of
lesson plans and activities that arose from this implementation phase.

The parents involved had the advantage of being more mobile with the use of the
Alpha materials, i.e., normally dealing with only one or two children, and doing so in
the home or less formal environment. Since all of them had laptops to use the
materials, the issue of mobility was of less importance, as too was the issue with
internet connectivity. Nevertheless the issue of tablet accessibility arose again and
again, as did the issue of the child being used to a touch screen environment.

Parents therefore generally used the (digital) materials more often, up to five times
per week, but usually for shorted periods of time. However, the most common and
popular use of the materials by parents/learners at home was actually acting out the
role Alpha and Zara and exploring the house (with a camera and a dog) in search of
various items that begin with a certain letter.

In one case, the parent and child actually placed dog biscuits beside or near one
item in each room that began with a certain letter, and then let their (real) dog

tg:'r?;‘r? This project has been funded with support from the European Commission.
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in the house to see if it (Zara) could find the right object.

Such exercises are detailed in the appendix of this report.
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6. Alphabet Book selection/frequency

Which books were used most, and why?

The focus of usage of the particular books depended highly on the age of children
being taught. Younger learners usually prefer "'Home™ and "Farm™ because those are
things that are either already familiar or attractive (generally because of the animals).
Children liked the simplicity of the images and colours. Although many of the
words/names were completely new, they were still attractive because of the images
presenting them (e.g. butterfly — difficult to pronounce, caused laughter but children
liked it because they’ve seen it already).

As anticipated, teachers reported that the older learners tend to like the "Farm’, "City”
and “School” books, again most likely because of the familiarity of the objects/images
mentioned in the respective books. These groups usually will have been / are going
to the farm, go to the city on regular basis, and are about to attend school — which
represents an “adult” stage in the eyes of younger children, or indeed are already
attending school and are familiar and comfortable with the environment. In such
cases there was more of a challenge to hear/learn words in another language, look
for them in the picture or recognize them.

The books on the countries were considered too abstract for younger learners and in
some cases slightly complicated to grasp for the older ones. Those that travell to a
different country for their holidays tend to explore more easily then those who do not.
Austria was the most interesting part of the book because most of the concepts,
words or pictures have already been heard or seen.

tife'of‘g This project has been funded with support from the European Commission.
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7. Activity selection/frequency

Which activities were used most, and why?

Due to the age of children that took part in implemention they were mostly attracted
to the memory game that is offered. Most of them have been introduced to the
concept of a memory game by their parents, which is why the game was originally
chosen as an interactive activity in the first place. Those few that had not played the
game before or any variation of it, quickly realized what they had to do and how it
works.

It is best used as a repetition or a revision of letters/words that have already
appeared in books. Children are happy and proud when they manage to recognize
what the pictures show, and of course when they know the word for it in the foreign
language they have been introduced to.

Spelling was attractive for the few that already know some letters but it proved to be
too difficult to keep their attention for a longer period of time. Other than that, some
kindergartens prefer when all children come without the advanced knowledge of
letters because they have a specific program/method of teaching. Some teachers did
mention that this obstacle came about when spelling was mentioned while working
with kindergarden groups.

Finally, the task of succesfully moving a mouse to the required position proved to be
demanding so children needed the assitance. Some are already comfortable with
touchscreens (tablets and phones) and like to be independant, therefore the inability
to do something on their own somehow ruins the game and takes the fun out of it.

tg:'r?;‘r? This project has been funded with support from the European Commission.
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8. Implementation outcomes

How were the materials actually used?

As discussed during the training and the frequent informal meetings with Ivana
Ostojic, the teachers and explored the AlphaEU materials and resources in
accordance with the infrastructure available to them and the theme/topic the class
was exploring at any given time. It was not pre-determined which language book or
pair would be used, but it was decided that the teachers would not use more that
three languages in any given group. In most cases, due to the numbers in the
classes, the actual screen time per group and session was quite low, usually no
longer than 10 minutes, and so only a few pages were completed, or just one online
(digital) activity was done. More time was then spent on follow-up or spin-off activities
such as the ones listed in the annex. These usually involved continuing the theme of
Alpha and Zara in an activity that involved cut-outs, role-plays, dressing up etc., i.e.,
usually in a more active way (physically or mentally).

Again, the teachers reported that if they were in a room with more computers/screens
etc., then the amount of actual screen time could be increased and the online/digital
material could be exploited further. As it stood however, the teachers used the given
material to develop and explore lesson plans that they then used to complement their
own official curriculum, either as a source of introductory material, or as a
supplement.

The ages of the students also played an important role in how the materials/activities
were used. The younger students for example were most exposed to the audio
aspect of the books, and played games or did exercises accordingly, while the older
children were looking at the letters and shapes too.

Although the teachers and parents were not working in the same institutions, the
level of communication, and hence collaboration, during the implementation phase
was quite high, and this was a reflection on the enthusiasm of the participants
towards the AlphaEU materials. It should also be mentioned here that many people
were quite keen to be involved in such a par European project on such professional
level, as they do not often get the chance to explore their ideas or collaborate on
such a platform. .
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How much were the materials integrated into the curriculum?

It is difficult to assess how much the activities were intergrated into the official
curriculum. Since most of teachers work in private institutions or used the materials in
their own private lessons, their curriculums vary and/or are more flexible than that of
a state-run facility.

Early language learning is becoming, or perhaps has become at this stage, quite a
popular trend in pre-school education, i.e., many institutions have to react to the
demands from parents to include it in their curriculum, particularly in private ones.
However, the use of digital materials is still hindered by the lack of infrastructure (and
training), making the integration of such materials into an official curriculum more
difficult.

The majority of teachers in this project used the AlphaEU materials to complement
their own “themes” or activities that that were being implemented at any given time.
For example, when a trip was planned to visit a farm, two of the teachers used the
English and German farm books and activities for two days before the trip. In this way
the AlphaEU materials were used as introductory information, creating a red line for
both during and after the trip. It should alse be mentioned at this point that this
particular institution uses a lot of bi-lingual (German and English) material in their
curriculum, even though it is officially not a bi-lingual kindergarten.

tgg'r?;‘r? This project has been funded with support from the European Commission.
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How much development in the language awareness was witnessed?
While it is difficult to acrruately ascertain the development in the language awares of
the learners in such a short period of time (for the educators), the overall reaction to
the materials was very positive. The parents involved were able to give a more
detailed account of the language awareness development, since they simply had
more contact and were concetrated on one child, rather than 25 in a kindergarten.

Again, the reaction to the materials was very positive in the home environment,
though some parents stated that it is perhaps too early to determine the real
developments in the learner's awareness. Certainly, the (home) learners repeatedly
used words and sounds learned as a result of their interaction with the books and
materials, and this was even more evident in small groups of two or three children.

tgg'r?;‘r? This project has been funded with support from the European Commission.
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9. Feedback

From Educators

During the implementation phase, the Interviews were conducted with the educators
to gather feedback on the various experiences with the materials. As mentioned
before, the overall impression of the books and activities was very good, aside from
the afore-mentioned technical and pedagogical shortcomings. The educators were
acutely aware of the fact that some institutions do not want children to learn the
alphabet/letters before attending (their) school, and were a little apprehensive about
how the materials would be received, but in general were very pleased with the
reactions of their children, their peers, and their supervisors.

One of the main feedback points was the adaptability of the materials and that, in a
way, it was an advantage that this was a pilot programme because it encouraged
those involved to experiment and develop further ideas and lesson plans for anyone
wishing to use the AlphaEU materials.

Another key element that added to the value of the materials was the concept of the
characters, Alpha and Zara. Most educators involved found some way of creating or
replicating the characters in the physical form, which proved to be a very useful
methodology, particularly in larger groups. Indeed, some reported that Alpha and
Zara should have a larger presence in the overall project.

The size of the group was also an issue for the effective use of the materials (digital),
though this was not seen as a problem specifically related to the AlphaEU project
itself. It is a common occurrence today that many facilities simply do not have the IT
infrastructure (or training) to work with large groups of children and digital materials.

The preschool teachers identified that it is important to have all the words translated
because if they want to work with a language they don’t know the object isn’t always
obvious. The same applies to the country alphabets: the information should be
translated into all languages.

tg:'r?;‘r? This project has been funded with support from the European Commission.
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From Parents

Aside from the technical (App) and content glitches already mentioned in this report,
parents found the books to be predominantly quite useful and attractive for children.
Again, it was more about what the characters Alpha and Zara represent that kept the
interest alive in the learners, rather than the actual books themselves. Most parents
found that the actual screen time involved was quite short (10 minutes) and that the
concept of playing Alpha in real life was much more interesting.

It is difficult to ascertain if this specific to the AlphaEU materials themselves or if it is
a common theme with educational (digital) media aim at this age group. Certainly, the
commercial products available do extensive research in this field and purposely
design their activities to gain maximum screen time on their product. Some parents
reported that the AlphaEU products lacked in design regarding children using the
books on their own. They felt the child should be able to explore the books more on
their own, without having to have a mediator there to guide them.

Overall therefore the general attitude towards the books was quite positive, and the
people involved were pleased to be a part of the project and its development.
Although there were plenty of points to be reconsidered, the number of positive
reactions from parents certainly outweighed the negative one.
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10.

What

Recommendations for improvement

aspects of the books and activities could be improved?

In order to provide a complete overview of the improvements that could be made to
the AlphaEU books and activities, it is important to categorise the recommendations
into two main areas, namely with regard to:

O

O

Technical design and functionality
Pedagogical suitability of the contents

Technical design and functionality

The issue of technical design and functionality has been an ongoing work-in-progress
since the initial creation of the books. It was of course made clear to the participants
of the adult mediators training sessions, and indeed those who got involved at a later

stage,

that the books were prototypes and that every effort would be made to

incorporate the outcomes of the various reviews and comments made by the
participants. Although many of these changes were implementated throughout the
course of the last six or seven months, there are still several points that should be
addressed, either in a follow-up project or, if possible, within the scope of this project.

The fo

llowing is a summary of the main technical design and functionality points that

arose from feeback the teachers and parents:

O

Lifelong
Learning
Programme

Touchscreen App

When the project was intitially planned some years ago, the degree and speed
of changes in the widespread use of touchscreen deveices such as tablets
and smarthphones could not have been foreseen. There is now therefore the
urgent need to update the technical aspect of the content to make it available
for touch screen devices, as many participants reported that the children
would ofter touch the object on the screen, expecting something to happen.

Sound quality

The difference in the quality and the inconsistencies in the volume and
background noise etc, did lead to some irritation in the use of the books. This
is most likely a result of the various sound recordings coming from a variety of
sources, without being universally filtered or processed before being
implemented. A recommendation would be have all the recordings done
again using a single source, or where possible, to apply a universal

This project has been funded with support from the European Commission.
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filtering programme to harmonise the quality across the entire range of
recordings.

Sound delays/speed

Several people also commented on the delays that sometimes occur upon
clicking on a particular item. While this can also be simply a local hardware-
related problem, it is sometimes a result of inconsistant lead times in the
recordings themselves. While these are often too long, it also happens that the
lead time is too short, and the recording is simply to fast for the child to
understand clearly in one go.

Object size/location

Some teachers and parents made remarks on the location and size of the
particular objects in question, i.e. the object to be found is often quite small
and difficult to make out, or is not in the most suitable location on the page.
One particular comment that arose was that the books sometimes look like
they were obviously designed by an adult — meaning that a child would not
apply the same logic with regard to size and location of an object as an adult
would, e.g. the apple or bird would be larger and in a more central position.
One possible alternative would be to have the ojbects expand with the
mouseover so that they become more visible and have more impact.

Pedagogical suitability of the contents

Some
books

comments also arose surrounding the suitability of the contents (objects) in the
themselves. This problem was anticipated during the period when the project

team had the tedious task of finding the most suitable vocabularly for six countries
and languages. It was explained to the participants during the mediators training that
this task was no easy one, given that the six lanuages also come with six different
cultures and schooling systems. As usual, in a project such as this one, there are
technical and bugetary constraints that mean that the perfect solution is simply not
always feasible. Nevertheless the following general points were raised concerning
the overall pedagogical suitability of the materials:

Lifelong
Learning
Programme

Choice/lack of vocabulary

As explained earlier, one of the most difficult tasks was chosing the right vocaublary
for the books and activities to cover as many languages as possible, thereby reducing
the workload for the graphic designers. Unfortunately this lead to the use of some of
vocabulary/objects that are

0 perhaps not commonly found in a particular country, therefore not really known
to the learners or mediators, e.g. olive grove in Ireland
0 are simply too long or complicated for the younger learners (too many
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Lifelong
Learning
Programme

sylables or difficult to pronounce)
0 inaccuratly depicted or confusing in their graphic form, leading to frustration
when the child tries to select the object e.g. orange and mandarine.

Once again the recommendation from the participants in this respect would be to
review the words and images again and perhaps find some new ones, or simply not
try to cover all the languages at one time, but rather just three or four.

Objects not activated

Another sometimes frustrating point was that there were some objects that were
visible on the page that began with the corresponding letter, but were not activated,
meanthing that a child would click on the object but there would be no reaction. This
issue should be addressed promptly to avoid further confusion or frustration,
particularly among the old learners.

Lack of feedback

Another point of recommendation would be to introduce more feedabck for the
learners, both acoustically and visually, such a “reward star’ or applaus when the
object is selected. While this may not be necessary for every individaul object, both
teachers and parents considered this to be an important part of the learning effect,
particularly at a younger age. This point was rasied among the project team earlier in
the project, but again time and budgetary constraints made the universal
implementation of some improvements simply not feasible with the given timeframe.

AlphaEU Website and activities

As mentioned in the previous sector, the website itself should be adapted for touch
screen devices. In addition to this point however, many teachers felt the overall
appearance of the site should be a little more child-like and that the database of
(printable) activities should be greatly expanded to include all the ideas and lessons
plans developed by the participants in all six countries. It was also stated that there
should be more interactive online activities to correspond with the books themselves.
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Annex 1 Typical interview response

Implementation interview

Researcher’s notes:

Date: 26/09/14 Time/Duration: 20 min / Face to face

Researcher’s name: lvana Ostojic

Name of School and region (if applicable): Vienna

Teacher’s/Parent’s name: Olaide Mogaiji

Class/Level taught (if applicable) or age of child: 4-7

Questions for the Interview

1. Please briefly describe the lesson/series of activities that was carried out

during the implementation (which books/activities were used most, why)

| am still more or less in the research phase concerning this project so I'm not
entirely sure how to implement it fully and what to do with all the materials. |
have successfully used parts of the Farm books in English and German, and
overall | feel the books were welcomed by the children. Access to computers
is a problem, as | teach in two small private kindergartens and this does
restrict the use of the digital materials somewhat. | think | will focus more on
the printable activities and lesson plans that some of the other teachers have
already developed and successfully implemented. | have used a few of the
activities and they did go very well indeed, but it is difficult to use them with

larger groups of children.
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2. In your opinion, how well was the material received by the group/child?

We have not had the chance to explore all of the material yet, but generally
the concept of the books came across were very in that the children liked the
idea of Alpha and Zara exploring. | need to explore the materials more myself
to see how can | introduce them in the limited (computer) time that | have with
the children.

3. How were the digital alphabet books and activities integrated in your

classroom’s curriculum/thematic unit/in your home activities?

4. What do you feel worked well? Why?

So far it is the “real life” aspect of the materials that seems to work best i.e. not
screen time but activities and playing Alpha and Zara in some form or another.
These are the things that | also feel more comfortable doing, though some
parents have told me that they have also started some of the activities online
at home with the children and they seem to like it very much, as long as the

time is not too long (about max 15 minutes).

5. What challenges did you face in integrating the digital alphabet books and
activities in your lesson/at home? Why?

| do know that many parents are quite reluctant to see computers and
computer activities used in the classroom at this age. Although | have not yet
spent so much time with these materials actually on the computer, | am
sceptical about how the parents will react when then hear about the activities
in more detail. | believe it is better to limit actual screen time and focus more

on the Alpha and Zara story in the physical world.

6. What would you do differently / How would you modify the lesson/series of

activities?

At first glance | would definitely say there should be more printouts and

practical applications, something that the less experienced teacher can
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actually use in the beginning with confidence. This would encourage teachers
to further utilise the materials and of course adapt them to suit their own
needs. It is a little daunting for “newbies” who usually don’t include ICT in their
daily work to suddenly start using computers correctly. This is where a longer

training session on the Alpha materials would have been more helpful.

7. Do you think there are any advantages in using digital alphabet books and
activities in teaching and learning? Do you feel that digital alphabet books
and activities add any value to teaching and learning? Yes / No and why?

| believe this answer is different for every class/teacher. It is a matter of what
methodology you are used to teaching with and what infrastructure you have.
If you regularly use technology in your curriculum and you have the right tools
for it, then | believe these materials can be incredibly useful. If however, like
many institutions, you don’t have regular access or a lot of experience in ICT,
then the “real world” activities (printouts and games) are much more

beneficial, as the screen time could be in danger of becoming a distraction.

8. What would you say to a colleague/parent to convince them to use the
AlphaEU digital alphabet books and activities in their teaching/at home with
their child?

Again, if it's an experienced teacher with the right infrastructure | would say
they should definitely go ahead and use it and explore its potential. To the
less-experienced teacher | would say they should read through the mediators
guide carefully, talk to some other colleagues who have used it before, and

then slowly try to integrate into their environment.
9. Is there anything else that you would like to add?

Just that I'm looking forward to exploring the materials further with the

children.
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Annex 2 Interview guide (German)

Zweck dieser halb-erstellten Richtlinie ist es, die zum Ende der Umsetzung mit den
Lehrern bzw. Eltern/Erziehungsberechtigen zu haltenen Gruppendiskussionen
anzueiten. Die Richtlinie sollte jeweils der entprechenden Zielgruppe angepasst
werden. Sie ist ein Ausgangspunkt fir die begonnene Diskussion, aber dem
‘Forscher” steht es naturlich frei, auch andere Fragen zu stellen, die sich
maoglicherweise wahrenddessen ergeben kénnten.

10.  Was sind die Reaktionen auf die AlphaEU-Bucher und Aktivitaten? Bitte
erklaren Sie Ihre Angaben genau und seien Sie so konkret wie mdglich - wenn
sachdienlich, fihren Sie Beispiele an.

11. Was sind lhrer Meinung nach die Starken/positiven Aspekte dieser
Blcher und Aktivitaten? Bitte fihren Sie Ihre Angaben naher aus.

12. | Was sind lhrer Meinung nach die negativen Aspekte dieser Bicher
und Aktivitaten? Welche Probleme kommen auf? Bitte fihren Sie dies naher
aus.

13.  Wie konnten diese Bucher und Aktivitdten in den Schulalltag integriert
werden? Wie konnen sie in der Klasse/zu Hause tatsachlich genutzt werden?
Bitte geben Sie konkrete Beispiele an.

14. In welcher Weise konnen diese digitalen Alphabetbicher und -
aktivitaten Folgendes verbessern/steigern?

a. Kognitive Entwicklung?

b. Sprachentwicklung?

c. Phonologisches Bewusstsein?

d. Kulturelles Bewusstsein und Ausdruck?
e. Interkulturelle Kompetenz?

15.  Wir bitten um lhr Feedback zur Verbesserung der AlphaEU Bucher und
Aktivitaten! Bitte erklaren Sie Ilhre Argumentation.
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Interview-Richtlinie

Zweck dieser halb-erstellten Interview-Richtlinie ist es, die zum Ende der Umsetzung
mit den zur Beobachtung ausgewahlten 2 Lehrern und 2
Eltern/Erziehungsberechtigten durchzufihrenden individuellen Interviews anzuleiten.
Die Richtlinie sollte jeweils dem interviewten Teilnehmer angepasst werden. Sie ist
ein Ausgangspunkt flr die begonnene Diskussion, aber dem “Forscher” steht es
naturlich frei, auch andere Fragen zu stellen, die sich mdglicherweise

wahrenddessen ergeben kdnnten

Anmerkungen des Forschers:

Datum: Zeit/Dauer:

Name des Forschers:

Name der Schule und Region (falls zutreffend):

Name des Lehrers/des Elternteils:

Unterrichtete Klasse/Stufe (if zutreffend) oder Alter des Kindes:

Ziel des Intervies ist es, gute Referenzen/Aussagen, Kommentare, Meinungen und
Hinweise zu den Erfahrungen der Lehrer/Eltern in Zusammenhang mit den folgenden

Schlusselfragen zu sammeln:

! Wie koénnen die digitalen Alphabetblicher und -aktivitaten im Klassenraum

und/oder zu Hause aul3erhalb des Lehrplans integriert werden?

tffe'or_‘g This project has been funded with support from the European Commission.
oo This publication reflects the views only of the author, and the Commission
cannot be held responsible for any use which may be made of the

information contained therein.




%

1 Welchen Wert sehen Lehrer/Eltern in der Integration von digitalen

T

T

Alphabetbiichern und —aktivitaten in Lehrtatigkeiten bzw. zu Hause?

Welche Probleme missen von den Lehrern/Eltern bei der Integration von

digitalen Alphabetblichern und —aktivitaten in Lehrtatigkeiten bzw. zu Hause

bewaltigt werden?

Wie kénnen digitale Alphabetbiicher und —aktivitaten genutzt werden, um das

frihe Erlernen einer (Fremd)Sprache sowie die Verbesserung des

interkulturellen Bewusstseins zu fordern?

Mogliche Fragen fur das Interview

Lifelong
Learning
Programme

1.

Bitte beschreiben Sie kurz die Unterrichtsstunde/Abfolge von Aktivitaten,

die wahrend der Umsetzung durchgefiihrt wurden.

Wie gut hat lhrer Meinung nach diese Unterrichtsstunde/Abfolge von

Aktivitdten funktioniert?

Wie wurden die digitalen Alphabetbicher und -—aktivitaten in den

Lehrplan/den Themenschwerpunkt/die h&uslichen Aktivitaten integriert?
Was denken Sie hat gut funktioniert? Warum?

Welche Probleme mussten Sie bei der Integration der digitalen
Alphabetbiicher und —aktivitdten in lhren Unterricht/zu Hause bewaltigen?

Warum?

U Bitte um mindestens 2 konkrete Beispiele (wirklich detaillierte
Beschreibung, was im Klassenraum/zu Hause passiert ist) zur

Veranschaulichung der aufgetretenen Schwierigkeiten.

U Ermutige zu einer genauen, ganz detaillierten Beschreibung, was

geschehen ist.

U Bitte um direkte Zitate der Gesprache mit Schilern/Kindern, wenn

maoglich.
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10.

11.

12.

Was wuirden Sie verandern / Wie wirden Sie die Unterrichtsstunde/Abfolge

von Aktivitdten abwandeln?

Haben Sie das Gefluhl, die gesetzten Lehrziele erreicht zu haben? Ja /
Nein und warum? Glauben Sie, Ihr Schiler/Kind hat heute etwas gelernt?
Woher wissen sie das? Bitte untermalen Sie Ihre Meinung durch konkrete

Beispiele!

Wie hat Ihr Schuler/Kind auf die digitalen Alphabetbicher und -aktivitaten

reagiert? Warum?

Welche Empfehlung wirden Sie abgeben, um die

Unterrichtsstunde/Abfolge von Aktivitaten zu verbessern?

Glauben Sie, die Nutzung von digitalen Alphabetbiichern und —aktivitaten
innerhalb des Lehrens und Lernens hat Vorteile? Haben Sie das Gefuhl,
dass das Lehren/Lernen dadurch an Wert gewonnen hat? Ja / Nein und

warum?

Wie wirden Sie einen Kollegen/Elternteil von der Nutzung der digitalen
Alphabetbiicher und —aktivitaten innerhalb ihrer Lehrtatigkeit/zu Hause

Uberzeugen?

Mochten Sie noch irgendetwas hinzufiigen?
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Annex 3: Evaluation — Educator

“It has been a pleasure to be represented to the Alphabet Books”, was an immediate
reaction by one of the parents. After doing a couple of initial tests with her 4.5 year
old daughter, she continued to describe the offered digital activities as anything but
helpful and resourceful support in the Second Language acquisition.

AlphaEU activities provided valuable educational resource, but also a creative and
stimulating game. The AlphaEU books and activities would usually be tackled in the
evening hours, after a day spent in the kindergarten, hence activating the contents
Mina (the child) would acquire with her kindergarten friends. In that respect, found the
perfect means for introducing the German language in family conversations were
established in a playful and natural way.

There are some very positive impressions about AlphaEU books but also a number
of suggestions, which might help improving the illustrations and marking the objects
to be detected in the pictures.

To begin with the positive points regarding the Alphabet Books:

The idea to be consequent at employing two main characters in the digital Books, the
girl Alpha and Zara the dog is crucial to strengthening the connection between the
areas to be explored in the Second Language, hence learning a number of foreign
words. Children build strong emotional relationships with their heroes and illustrated
animals likewise, which has played a significant stimulant in this case. The child was
eager to be “tested” and to spend her time playing with her “two new friends”.

Moving on to some further positive impressions regarding the Alpha Book “House”,
using the exact phonetic pronunciation is actually one of the crucial assisting
methods in the Second Language acquisition. This was something that is missed in
the first kindergarten year. Children would simply hear the words interpreting them in
their own way, without being corrected (which is quite natural in this sort of
interactions) and as a result, the words were pronounced phonetically incorrect. But
this exercise represents a valuable step towards helping the children hearing and
subsequently pronouncing the words correctly.

The Book “Country” was represented beautifully, reflecting perfectly one of the main
objectives of the Course: spreading multicultural awareness and contributing to
strengthening the sense of self-esteem of the minority groups in the EU area.

Also the role of the auditory support displayed in the ,Test your memory“ activities is
remarkable. Pictures are logically related to the corresponding word. Children would
memorize the words (English/German) quite easily despite the fact that they were
new to her (the terms such as "Gasthaus"/guest-house are not commonly used
in the kindergarten linguistic context. Nevertheless, the new words are learned
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extremely fast, which could be accredited to the auditory and visual connection
between the words and pictures, but also to the specific design of the games: a child
could operate it independently, therefore more actively. This definitely contributed to
the faster learning.

Naturally, some words and notions were more attractive, they would be detected
immediately. For example, the word "das Insekt"/insect.

Regarding some negative points of the Alpha Books, illustrations often fail to show
the connection between the object, which is to be found and the corresponding
meaning. For instance, in the letter "J" illustration-"Jeep"”, Zara is not positioned
next to the jeep; hence, connection between the dog and the object is not made. It is
a great idea to use non-verbal techniques (as they are naturally superior when it
comes to the pre-school children teaching) but they must be obvious and simple.

In the case of letter "K": "Finde ein paar Worte mit K", it is not really natural to
relate the dog with the concept of the word: a dog should be looking for a bone, or a
cat. Rather use this exercise for the letter "B" illustration instead. The same applies
to the letter "N"-"Nest", where the German word "Kuble" -"bucket" is used, Zara is
not clearly placed in a direct contact with the bird's nest. Alpha should perhaps ask
Zara where the bird lives and Zara's task would be to come close to the nest. The
linguistic message in the child's mind would be less ambiguous and easier to follow.

Furthermore, illustrations e.g. in the Alphabet Book “House” could be made more
straightforward. To be more particular, letter "J"- "Jacke" (jacket) is usually not
being perceived as an object immediately related to a living room. The same implies
for "M"-"Medizin" (medicine), it simply does not fit in the children's room, or "S"-
"Schuhe" (shoes) are difficult to be associated with a bathroom from the child's
perspective. Finally, the items for the letters "Y", "Q" and "Z" cannot be detected
and that causes frustration and anger in a child.

Turning to some possible improvements of the ,Test your memory“ unit, it was
noticed that children react strongly to the auditory stimulations in the game, however
some additional support (an applause or some kind of loud cheering) would be more
rewarding for the child. Somehow the thrill and excitement after a successfully
completed task was diminished simply because the game has been too abruptly
finished. In one case a child even started singing as a memory card was correctly
connected, as she probably expected some kind of a sound climax.

Finally, a suggestion that children would be able to play and participate more easily if

the exercise was also designed for the touch screen devices: children are simply

more used to them nowadays. Also, it was noticed that mouse clicks only had a

disruptive effect on m y daughter and at times she really got annoyed. Mina was so

eager to continue the game and learn some new words, always wondering what

a new memory card might be hiding, that she really got angry because she /4 5
tg?r%?r?g Thi_s proje_ct h_as been funded v_vith support from the European Commi_ssi_on. T '

This publication reflects the views only of the author, and the Commission

Programme . ;
cannot be held responsible for any use which may be made of the
information contained therein.




%

was not used to using the computer mouse.

Both Alphabet Books and Test your memory activity could be perfectly implemented
in the home environment. It was simply fun to use them; all the tasks were easily
explained and engaging attention. The games were flexible, interesting and would be
used over again.

In one word, excellent blending of entertainment and education, perfectly applicable
in every household coping with the Second language learning challenges.

Excellent exercises if cognitive development is concerned: designed for an
independent employment by a kindergarten child, supporting active learning and
concentration. In linguistic terms, digital books could introduce bilingual children to
the contents with great potentials. Also, excellent support for parents willing to work
with their children at home in order to expand their vocabulary with notions that they
cannot get in touch with in the kindergarten. As mentioned before, Alphabet Books
offer phonetic pronunciation for each letter, which has helped my daughter to hear
the sound precisely as it should be pronounced. Finally, by depicting some of the
non-German/non-English speaking EU countries, AlphaEU supports the national
identity in a child’s mind. We have been shown that national varieties and differences
could be nothing but beautiful and worth to get acquainted with.
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Annex 4: Evaluation — Parent

Being delighted with the effect of digital Alpha Books on my daughter’s willingness to
expand her German vocabulary in the home environment, | have focused on the
implementation of the Books/Home.

One of my daughter’s favorite toys is a little, plastic dog with a relatively long leash,
thus enabling us to take the dog for a walk or simply move within our apartment. This
actually brought me to an idea, to refer to the Alphabet Books and impersonate Zara
the Dog by naming our little plastic dog-Zara. My daughter Mina decided to name the
dog Mina Zara, while she would remain Mina: she did not like the idea of losing her
identity by changing the name into Alpha (the girl from the digital books).

In this way, Zara, one of my Mina’s favorite illustrated characters ever since we were
introduced to the AlphaEU project, became some kind of an additional family member
but with one distinctive feature: she wanted to learn some additional German words.
This feature was extremely important for me, as a parent trying to structure and direct
my child’s Second language acquisition.

To be more precise, Mina has been exposed to German only in the kindergarten, the
Serbian language playing the role of her mother tongue as the language we are
consciously using as the only means of communication within our family. | am
strongly supporting the “One Person-One Language” principle by Susanne Romaine,
1995. Bilingualism. Oxford: Blackwell and consequently the idea of exclusive
employment of the mother language in family interactions. In my daughter’s case,
however, this resulted in significant vocabulary gaps due to the fact that she easily
acquired German notions related to the kindergarten interactions, but many other
aspects (science, history, theatre, household, family) remained uncovered. Mina
simply lacks a significant amount of words, which her native German speaking peers
have fully incorporated within their vocabulary systems. Even before getting
acquainted with the Alpha EU project, | have been considering possible teaching
methods of introducing the German language to our casual family conversations in
order to enhance Mina’s Second language performance, but without disturbing the
“One Person-One Language” principle at the same time.

Zara the Dog appeared as a perfect solution to our problem, which might be
perceived as small at this point, but which could disturb my child’s linguistic skills by
the school age.

Since Mina already became attached to the illustrated version of Zara via digital
books, our Zara incorporated easily became a part of our daily routines. Mina and the
plastic dog simply went through our apartment, discovering different objects in
different rooms. This kind of implementation worked quite well, due to the fact that
Mina had an opportunity to learn some new words spontaneously and playfully, just
like she already learnt most of the kindergarten related terms. 1 finally found an
adequate way to support my daughter’s Second language learning, considering her
age. Moreover, the child insisted on playing and getting “tested” with Zara, even
inventing a role of Zara’s language teacher. Mina simply took the dog around

our home asking Zara to provide some German translations: naturally, /4
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German words were provided by me in case that Mina did not know them.

In conclusion, my daughter’s readiness to acquire new words in interactions related
to us, her parents, and in an environment other than her kindergarten improved
significantly due to the previous employment of the Alpha Books and consequently,
by incorporating Zara’s character. This was more than | could hope for.

As documented in the accompanying power point file, we managed to explore our
living room, kitchen, children’s room, bathroom and our apartment building much to
Mina’s (and Zara’s) delight. My daughter would be simply asking Zara to provide a
German word for certain objects (make up on the dressing table in our sleeping
room, my dresses in the closet or food types in our kitchen/in our fridge) etc. Zara
would often not be familiar with the German meaning, hence | provided it. Mina
repeated the newly acquired word, showing great enthusiasm and happiness that
she learnt a new notion so quickly. | have tried to ask her about the new German
words, which we covered with Zara a couple of days later, and she did not forget
them. | took this as an absolute indicator that the new concepts were fully integrated
in my daughter’s vocabulary system.

Naturally, our endeavor did not go down without challenges. It has initially been
planned to implement an exercise exactly as in the Alphabet Books. Zara would be
assigned to discover objects beginning with the letters of Alphabet: A, B, C, etc.
However, Mina did not respond to this concept well, unable do think within the
alphabetic frames. She simply could not direct her concentration to looking for
objects beginning with the given letters, so | decided to restructure our activities.

It is quite common in Mina’s case to ask about German (or even English meanings of
certain words, since she has started attending an English language course within her
kindergarten) that she has been coming across outside the kindergarten. Hence, her
task would be to take Zara for a walk and learn the words with the dog. We have also
planned to attend a theatre performance for children on 30.11.14 and bring the dog
along, but unfortunately this activity will not be comprised within this report due to the
submission deadline.

My daughter took her role seriously, acting as Zara’s teacher and a narrator, giving
the dog various explanations and asking for my support if a word was missing.

In that respect our learning objectives were fully met. Due to Zara’s presence, Mina
initialized a very active and creative learning process, which would otherwise appear
to be unnatural in a family environment. Mina learnt some new words, for instance,
“Schminke”-make up, while taking Zara for a walk in my sleeping room, or
“Schminktisch”-dressing table. Otherwise, we would be always using the Serbian
words for the above mentioned notions.

There are many advantages of using digital alphabet books, which have already
been discussed in my report prior to the implementation, but just as a short reminder:

by taking up an independent and active role in learning by playing a child becomes
encouraged to get acquainted to new verbal concepts. To put it in Mina’'s words:

“‘Mom, we must teach Zara lots of new words! This is important, mommy, Zara /4 EN
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will be able to play better and faster!”

| would interpret this perception as crucial to the objective of the digital books in the
early Second language learning.

Needless to say, value of the AlphaEU project is enormous, considering the previous
analysis and results provided by testing and subsequent implementation in the case
of my daughter.

Finally, my fellow researchers and friends coping with challenges of integrating the
Second language within their family routines can only benefit from the digital learning
system offered by the AlphaEU project, being supported by a creative, children
friendly and stimulating educational program.
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Annex 5: Lessons plans
Lesson Planl: Halloween

Halloween story

It"s Halloween. Peter and Katy go trick or treating with their little dog Sam. They
have cool costumes.

Peter is dressed like a devil. He s wearing . Katy is dressed
like a witch. She s wearing

They go to every house on the street except the last one. They are scared because
everyone knows the last house is a so they
don’t want to go in there.

Then the dog sees a cat and runs after it into the garden of the haunted house and
he doesn't come back even though the children are shouting. Finally they decide to
go into the garden and find Sam their dog. The garden is very dark with many
. They see some flying
around them and there are lots of on the ground.

Suddenly a dark figure pops out from behind a gravestone and walks towards them.
Katy screams, “Look, Peter, it's a 1>

The vampire is wearing . He comes close to them and
says, “Can | help you?”. Peter tells him that they are looking for their dog Sam.

The Vampire says, “Wait a moment, my friend Bertie will help you find him-
Bertie!!!”. Suddenly a big comes flying through the walls of the
house towards them.

“Hi, 1'm Bertie”, it says. “You must be looking for your dog- he’s in the house with
Mabel and Doris.

Come in- we re having a Halloween party!!”

The children are but they want to get their dog back so they follow
the and the into the big .

Inside the house it is dark with a few and some . They
see a making something in her by the fire. She’s
wearing . “Hello children, 1"'m Doris- you

must be looking for your dog! You can see, he s here next to my cat, Mabel”.

The children run over to their dog Sam who is sleeping next to the cat by the fire.

The witch gives them each a cup of the special juice from her __ and they
sit between the and the at the table.
They have a lovely time at the and when they tell

tg:'r?;‘r? This project has been funded with support from the European Commission.
Progranfme This publication reflects the views only of the author, and the Commission
cannot be held responsible for any use which may be made of the
information contained therein.




%

their family and friends later, none believes them.

Materials: “dress the girl for Halloween”: cut out of girl with different cut out
items of clothes etc. to put(stick) on her for Halloween/ cut outs of different
things for Halloween(e.g. witch, cauldron, bat, vampire, pumpkin etc)/ a
Halloween text about children going trick or treating and the same text with gaps.
Some cut up visuals that relate to the text(to make a picture book). A board game
with Halloween pics to finish(when you land on a pic you have to say a sentence
including that image)

1. With cut out pictures of items: Check clothes/Halloween vocabulary by asking
the child to say the items they know then say the new items and they should
repeat after you.

2. Put all the items on a tray, double checking the words then cover them and each
player takes it in turn to take one item away while the other guesses what's
missing.

3. Dress the girl for Halloween(revision of “she’s wearing..”): Take it in turns to
put an outfit on the girl and each time say “she’s wearing.. for Halloween”. Do the
same for the witch and vampire visuals.

4. Understanding text: Read the story of the children going trick or treating. Ask
the child to take the relevant cut up visuals about that part of the story and add
something themselves if necessary onto a piece of paper(so thus creating the visual
for the text).

5. Give the child the text with the missing words and ask them to read it again and
fill in the words using the pictures they did as help to remember(the missing words
should be from the Halloween vocabulary in point 1).

6. Summary: Take away the text and just looking at the pictures the child did, ask
the child what they remember about the story- they should be rewarded for
everything they say correctly (e.g. spiders/Halloween stickers)

7. Board game: Board game with Halloween visuals/dice/counters- when you land
on an image you have to say a sentence with that image(using vocal already
repeated before). Every correct sentence is awarded with a “spider” and when you
finish you get a Halloween treat.

ANALYSIS: | did this with a little girl | teach and she was very good at learning the
vocabulary especially, because she had the visuals in front of her. She loved

the story being read(very slowly!) to her first(something that could ,4
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easily be done digitally)and listened very carefully because she knew she had to
“draw the story”- | did some funny actions(to give her tips and keep her interested)
and told the story very slowly and repeated some parts whilst she had to think
about which visuals connected to which part- | did it in 4 parts(so she had to put 4
pictures together with my visuals and her own added drawings.

She didn't like the reading part as much herself but managed to remember the
words because they had been repeated so often. She was proud at remembering
the missing words but struggled to spell them when she wrote them herself(l had to
show her the written word for a few seconds- again this could be done digitally
very nicely as a helping hand).

At the end, the board game was nice and relaxing because she was aware of all of
the vocabulary. Giving her spiders instead of points made the lesson fun.

SUGGESTIONS FOR ALPHA:

1. Play a Halloween story and have a few visuals (like a mini cartoon) but do it step
by step then pause and ask questions about the part of the story.

2. After playing the story and showing some visuals, show new visuals that are
wrong and ask the child what is wrong with the visual, e.g.. the girl in the visual is
wearing a devil costume but in the story she was wearing a witch costume.

3. Give the child a haunted house visual with vampires, gravestones, witches, bats
etc and let them click on the parts and write what they remember.
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Lesson Plan2: Clothes and Accessories

Materials: “dress the girl”: cut out of girl with different cut out items of
clothes/accessories to put on her/texts about what a person is wearing(for them to
draw)/picture of an event(with a few people wearing various things for the
relevant language)and a corresponding text with gaps(for the relevant language-
i.e. clothes)

1. With cut out pictures of items of clothing: Check clothes/accessories vocabulary
by asking the child to say the items they know then say the new items and they
should repeat after you.

2. Put all the items on a tray, double checking the words then cover them and each
player takes it in turn to take one item away while the other guesses what’s
missing.

3. Dress the girl: Take it in turns to put and outfit on the girl and each time say
“she’s wearing..”(if the child is more advanced you add that “she’s wearing...
because she s going to..”. Also, here you can add adjectives if the child is able like
“she’s wearing a pretty pink dress because she s going to a party”. When the child
gets the sentences right, they get a point.

4. Reading and understanding text: Give the child 5 different texts with written

descriptions of what a person is wearing(including colours) and after reading the
text, they should draw the corresponding outfit(within a time limit and in a specific
drawing field, e.g. give them 5 boxes to draw in).

5. Matching text to visuals: mix up the different text boxes and the child’s
drawings and ask them how quickly they can match the text to the drawing- they
can then glue them together in a little personal booklet if they wish.

6. Writing: Give the child a photo(e.g.. from a magazine of an
event/party/wedding) and a text with missing words of what the people are
wearing. The child then has to read the text whilst concentrating on the picture
and write the missing words.

7. Summary: Take away the text and just looking at the picture ask the child what
they remember- they should be rewarded for everything they say correctly(e.g.
stickers)

ANALYSIS: | did this with a little girl | teach and she loves clothes and accessories

anyway so it was good fun for her. She had problems with the present continuous
so | had to explain the difference between “normally she wears” and “now

AP
tg:'r?;‘r? This project has been funded with support from the European Commission. ' '
Prograrﬁme This publication reflects the views only of the author, and the Commission

cannot be held responsible for any use which may be made of the
information contained therein.




1%

she's wearing” in very very simple terms(i.e. showing her what | was wearing now).
Digitally, you would need a pop-up that says that. She loved to copy me with
adjectives such as “a very cool skirt” or “very nice black shoes” etc.

She got a bit angry a few times when her drawings didn't work out well but | gave
her a second chance.

It was a good idea to give her most of the text and to only fill in words because she
isn't used to writing and spelling is a big problem (this could be solved digitally
where there is a pop up when you click on the item of clothing to check the
spelling).

SUGGESTIONS FOR ALPHA:
1. To do a vocab check with the “tray game”- so have a

group of clothes, listen first to the pronunciations then take one away as the next
step so that the child has to guess what is missing.

2. to do a “dress the girl/boy” by dragging items of clothing onto the figure and
then fill in missing words of what she/he is wearing.

3. To put an image of an event/party and when the child drags over the person a
voice tells them what the person is wearing(so some should be true and some
false)and the child has to say if the statement is true or false.3. A “fill in the gap”
for advanced children where they have to write in the correct word that
corresponds to the visual regarding items of clothing.
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Lesson Plan 3:Hot potato
I've used this game for a while in my teaching for kindergarten ESL. You need one
ball.

After having gone through one of the alphabet books with the kids, you get the kids
to all stand in a circle. You begin to throw the ball and each time one of the kids
catch it, they have to say one of the new words. You pretend the ball is a hot
potato so the kids try to think quickly. If one of the kids drops it or can't think of a
word quick enough (within 5seconds) they are out of the game. But always
encourage the kids to help each other and they usually do.

This acts as a good summary of the lessons or as a good revision exercise at the
beginning of the class.

Lesson Plan 4: Alphabet race
This game | created specifically for the integration of the AlphaEU into a lesson
plan. It took a bit of preparation time before but was worth it.

Split the class into two groups. Give them both a set of flash cards you have
created beforehand with the pictures of objects you have learned with them in the
AlphaEU books.

Now write all the letters of the alphabet on two white boards. Each team is
responsible for a whiteboard. What the kids have to do now is find the card which
goes with the letter on the board and stick it next to the letter with the blu-tak
that | provide for them while standing next to the two white boards. Each group of
the kids has a different set of vocabulary from different AlphaEU books to ensure
they don't just copy each other. Each team has to yell out the word when one of
the team members (they take it in turns) sticks the correct picture next to its
corresponding letter of the alphabet.

First team to finish wins.

Be sure to make sure they are sitting some space back from the white boards to
ensure they have to run from one side of the room to the other to stick it on the
board. They love the physical factor mixed with the thinking and memory skills acts
for a great mix for a game.
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Lesson Plan 5:_Alpha and Zara
A game where the kids pretend to be the girl and the dog exploring

This was a lot of fun this game which | custom made for the integration of the
AlphaEU books.

In this game, the kids imagine themselves as the explorers just like the girl in the
books. | even had them dress up from clothes from the dress up box.

They then make like a treasure hunt in which | have hidden several flashcards
around the room (pictures of a bookshop or a cow, for example). | tried this game
once with giving them a treasure map that | made and another time without where
the kids randomly went looking (outside and inside) for the flashcards.

When the kids would find the flashcards they would have to yell out 'l found a
'newspaper’, for example. This obviously takes some practice - the learning of the
phrase -' | found a ...." but didn't prove too hard to teach them due to the
similarities to the German languages equivalent translation.

Then all the kids would sit down and count there treasure after | told them that it
was all found.

Was so much fun and what they learnt during this time was astonishing considering
they had only learnt the words at the beginning of the lesson. They retained about
80pc of them.

Lesson Plan 6:_City Rainbow
Lesson plan focused on the rainbow in the city alphabet book

This lesson is very simple. First of all the kids are introduced to the word rainbow
through the AlphaEU book. Then | ask them what colours are in the rainbow. |
would then ask them what letter the colour red Begins with to emphasize the Focus
on the Alphabet learning.

Then, by sticking together several Sheets of A5 paper, we painted a rainbow (|
recommend doing this outside; it get's messy of course). Throughout the painting
Phase

Then we finished with the song 'l can sing a rainbow'

The Kids loved it and by the end of the class were they not only fluent with their
pronunciation of the letter but also refreshed with the colours in English. And of
course they knew the word rainbow.
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Lesson Plan 7:_Learning game for the city book
This games messy and takes time but is a whole lot of fun.

It begins with a craft exercise. After having introduced the Kids to the City book
and the words it includes, | had them build buildings and several other things that
relate to the book out of cardboard boxes. | let them build the buildings quite large
so that they can walk through it. | obviously helped them a lot with the assembly
process but let them go mad in decorating their Hospital and their School etc. we
made a car for a latter part of the exercise.

This we did gradually. So as we learnt a few words of the different buildings then
we would add them to our City; until we had a City that filled the whole room.

Then we would Play a game where would yell, everybody 'go to School to learn',
and all the children would seek out the School through the streets we had Setup.,
then to the Post Office to send a letter, for example.

On occasion | would ask them a question - 1st in English, then in German - for
example, 'l want to buy some shoes, where should | go?' and the kids would tell me
(with time they improved) and go there. 'How many shoes did you buy?' | would ask.
| would build a Story this way.

| would also ask sometimes, 'Is it far, should we take the car? and the Kids would of
course answer in the affirmative. So they would take it in turns pushing the car
along to the right building.

It was my favourite and the most effective game I've come up with yet that
revolves around the AlphaEU Alphabet books.
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Lesson Plan 8: for older Kindergarten children
So the game works as follows:

Most of the children were between 4-5 and absolutely had a ball with the game.

First of all, you work through the AlphaEU application for the farmyard with the
Kids.

You follow-up with the following game (yet to think up a Name):
Explain how the game works in their native language.
The game has a Focus on animals.

You divide the kids into two Groups. Max. 6 per Group.

| begin by writing a letter on the board and asking the kids - ‘what's this letter of
the alphabet' Holding my ear with my finger to indicate they have to scream it at
me.

By working together, the children yell what letter it is and on their Portion of the
divide board each Group has to tell me what animal starts with the letter (I Chose
easier letters (to encourage confidence) and they became more difficult as | went
along (when which | would help them more)) Once they have told me their animal,
one person from the group (be sure that all group members are playing a part) runs
up to the board and draws the animal they have identified with the letter.

It becomes somewhat a race, however there is no winner. The kids are kept active
by the drawing element, and they try their best as a Team to recall the animals
they have learnt Prior to the game because of the competition element involved.
They had a lot of fun!

Trialed and proven to work like a charm!
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Lesson Plan 9: The game ABC musical statues
The kids are in an empty room - best would be the gym.

Yoga mats are on the floor. On every mat there is a picture of an object - e.g. the
different objects in the alphabet books. The teacher starts the music, the kids start
walking around in the room.

With the younger kids, the teacher says a letter while the music is playing. The kids
can have a look on the pictures and find one starting with the letter.

With the older kids the teacher says the letter as soon as the music stops. The
second the music stops, the kids have to run to the yoga mat with the associating
picture and jump onto the mat. Teacher and kids are checking if everyone is on the
right mat.

The music starts again.

Due to the fact that I'm not a fan of having a single winner at the end, | propose
that the game's not about who's the fastest and slowest (the letter dropping out
every round) but to always wait for every kid to find the right yoga mat. That way,
slower kids learn as much as the faster ones instead of dropping out before they
know what's going on.

In small groups, | suggest only one object per letter, in bigger groups | suggest
multiple objects per letter.
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Lesson Plan 10: What animal am 1?

Getting up in front of the kids and acting like an idiot making animal sounds and
the Actions of the particular animals always works like a charm at any Age Group.
The idea is to inspire them to join in and therefore learn indirectly.

| began by making the sounds of the animals (in the AlphaEU Project) and
mimicking the Actions of the animal to then ask 'what animal am 1?' It's Kind of like
charades.

The difficult Thing | ran into was that the children were familiar with other animal
sound that is specific to German. | was not aware that in German a chicken makes
a completely different sound to a chicken in English. But once | learnt this |
adapted by making the English Sound for the chicken, followed by the German
Sound and explaining to them that there is a difference. They caught on after a
while.

| would then, instead of linking the names of the animals with the letters of the
Alphabet, | would link the sounds the animals make with the sounds of the
Alphabet. e.g.. Moooo (emphasizing the 'M") and writing the letter on the board.

This can last up to 1 hour this game.

I would then sing with them ‘Old McDonald'
(https://www.youtube.com/watch?v=hDt_MhIKpLM)

To carry on the sounds of the farmyard animals that they've learnt. This song is
obviously learnt over a period of several weeks. Appropriate Actions included.

They would then be given a pile of cut out colouring in squares - half of them
showing a letter and the other half with a Picture of the animal on them. | would
then help and encourage them to join the letters (which are cut in a particular
shape to match it's corresponding Piece) with the animals that make the Sound that
starts with the letter. e.g.. M goes with the cow because it makes the Sound
'MOOO'

It worked really well after a couple of weeks of repetition.
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Lesson Plan 11: Farm animals beginning with ....
Firstly, go through the farm alphabet book.

Cut out the letters of the alphabet from colourful cardboard.

Print out pictures of the different farm animals mentioned in the AlphaEU farm
book and have the children colour them in while meanwhile talking about the
different animals and their sounds in a mixture oft he foreign language and the
child’s native language.

Then cut out the animals.

Lay out the different letters on the floor and then tell the children to find the right
home for their animal by placing their coloured-in cut out next to the letter with
which it begins. Obviously help is needed in this situation but when trialed the
children tended to help each other.

At the end you can count how many sheep are by the letter s and how many cows
are by the letter c, and so forth.

Then the final part of this exercise is to have the kid stands back against the wall
on one side of the wall. When the teacher calls out ,cow‘ the kids have to race to
collect their cow. Was a lot of fun.

Lesson Plan 12: Word wall

We always have a word wall in the classroom. If the words are visible to students,
they are more likely to become familiar with them. | use an interactive word wall
in my classroom. My word wall is front and center, large and easy to see.

At the beginning of every lesson during the time | was trialing the AlphaEU books,
we sang the alphabet together while my finger pointed to each letter. This would
be a warm up after our other warm song.

Lesson Plan 13: Self-made picture books

During the time | trialed the AlphaEU alphabet books, | created my own picture
books that included the vocabulary in the digital alphabet books. The kids were
hypnotized by the stories, even though they didn’t understand most of the text. |
was sure to emphasis the beginning letters of the focus words. The pictures were
big and bold. | think the connection between the digital activity and the hard copy
book worked well.
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Lesson Plan 14: | spy

This old classic game worked well with the ,Home* alphabet book. Obviously at the
beginning it was important to explain the game to the kids in their native language.
And the game only worked well with the older kindergarten kids. You would first
give them the key sentence structure ,| spy with my little eye, something beginning
with...¢

This was done after we had just gone through the AlphaEU alphabet books.
Obviously | had brought a lot of the stuff included in the alphabet book from home
but used big laminated pictures for the larger (les transportable) articles.

Props with explanations of what can be taught

Props to teach farm animals, emotions, props for finding things in the room,
surprise box - good for repetition of different words, day/night sticks - same can be
used/done with Alpha/Zara character where kids could assume roles. There is also
the "old-school” heaven and hell paper origami game where activities can be
written as well as different items for kids to find. What would also be a good idea
is including letters on it so that kids could complete words or so. Colorful band is
great when teaching inside/out, (city, farm, animals, habitats etc.)
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