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School Year: 2013-2014 

PLT Title 

iPads: More than “Just a Game” 

 
Blurb for PLT Conference Brochure 

Are you looking for ways to improve the language skills of your students?  Are you looking for 

improved vocabulary and grammar?  This group of English Language Learner teachers and 

Speech and Language Pathologists chose three language-based apps to build students’ 

language skills.  Pre- and post-tests were administered to determine the effectiveness of each 

app, and recommendations for use will be available along with suggestions of ways to 

incorporate them into your day. 

 

 
Contact Information (Write * next to facilitator’s name.) 

Name School Grade Level or Subject 

Michelle Caffrey* Wellington/Burbank ELL K-4 

Lindi DeLorio Butler/Burbank ELL K-4 

Katie Peterson Winn Brook ELL K-4 

Alex Boudette Butler Speech and Language Pathologist  K-5 

Rene Magier Burbank/Chenery Speech and Language Pathologist K-4 

   

   

   

 
PLT SMART Goal  

By the end of the year, we will have identified, implemented, and evaluated the effectiveness of three to five iPad apps 

to increase students’ language functioning. 

 
Key Actions 

1. We will collect and organize relevant resources pertaining to iPad apps for language development. 

2.  We will research 12-20 apps related to specific language areas. 

3. We will identify apps to implement and determine a method of measuring their effectiveness. 

4. We will implement these apps into language lessons and assess their effectiveness using the decided  

     method of measuring from #3. 

 
Findings  

 
 
 



Language Empires 

Student Pre Test 

Score 

Post Test 

Score 

Change Frequency of Use  

A 52% 60% ↑8% Four 15-minute sessions   

B 28% 68% ↑40% Four 15-minute sessions   

C 76% 92% ↑16% Four 15-minute sessions   

D 12% 64% ↑52% Four 30-minute sessions  

E 52% 80% ↑28% Three 30-minute sessions   

F 24% 60% ↑36% Two 15-minute sessions  

G 16% 32% ↑16% Four 25-minute sessions  

H 64% 88% ↑24% Four 25-minute sessions  

I 28% 40% ↑12% Three 20-minute sessions  

Average increase: ↑26% 

Grammaropolis 

Student Pre Test 

Score 

Post Test 

Score 

Change Frequency of Use Grammar Focus  

A 20% 100% ↑80% Five 15-minute sessions  Pronouns  

B 10% 100% ↑90% Five 15-minute sessions  Pronouns  

C 0% 90% ↑90% Five 15-minute sessions  Pronouns  

D 0% 80% ↑80% Five 15-minute sessions  Pronouns  

E 30% 50% ↑20% Two 30-minute sessions Verbs  

F 60% 80% ↑20% Two 30-minute sessions Verbs  

G 80% 70% ↓10% One 40-minute session Verbs  

G 50% 50% n/a Two 30-minute sessions Nouns  

H 30% 90% ↑60% Two 30-minute sessions Nouns  

H 100% 90% ↓10% One 40-minute session Verbs  

I 60% 60% n/a Two 25-minute sessions Nouns  

J 40% 80% ↑40% Two 25-minute sessions Nouns  



K 60% 60% n/a Two 25-minute sessions Nouns  

L 10% 70% ↑60% Two 25-minute sessions Nouns  

M 20% 70% ↑50% Two 25-minute sessions Nouns  

Average increase: ↑34% 

Articulation Scenes 

Student Focus 

Sound 

Pre Test Scores: 

Initial/Medial/Final 

Positions 

Post Test Scores: 

Initial/Medial/Final 

Positions 

Change Frequency of Use  

A /l/ 72%/17%/40% 100%/52%/68% ↑28%/35%/28% 3 Sessions  

B /z/ 92%/95%/63% 100%/100%/100% ↑8%/5%/37% 6 sessions  

C “th” 46% 100% ↑64% 3 sessions  

D /g/ 100%/58%/95% 100%/100%/100% ↑0%/42%/5% 7 sessions  

Average increase: ↑25% 

 
 
Overview:  Use of the Language Empires App resulted in an average score increase of 26% from pre-test to post-test.  
Use of the Grammaropolis App resulted in an average score increase of 34% from pre-test to post-test.  Use of the 
Articulation Scenes App resulted in an average score increase of 25% from pre-test to post-test.  Frequency of app 
usage varied.   
 

 
Recommendations / Next Steps  

Below is a list of pros and cons for each app in our trial.  Refer to the recommendations of use below each 
app section.  Next Steps can be found below.   
 
Articulation Scenes 
PROs 

- Serves well as a ten-minute supplement, but not as a whole lesson 
- Can be used to practice target sounds in single words, phrases and “running speech” 
- Kids enjoy it 
- Keeps data for you 
- Has audio recording feature and you can e-mail the recording to parents   

 
CONs 

- Would be helpful to have more iPads so students aren’t playing one at a time  
- Not all the sounds have the same number of words 
- Limited number of picture scenes per sound 
- Does not teach actual articulation 
- Supplementary only 

 
Recommendations For Use 



 
 
Grammaropolis 
PROs 

- (Most) Kids seem to like it 
- Changes between video, quiz, and reading so it’s not too repetitive 
- Nice to learn parts of speech so separately 
- The songs are fun 
- Kids liked seeing the characters that they learned about in other songs/videos (“Hey, there’s the noun 

guy!”) 
 
CONs 

- Many big/unnecessary words 
- Subcategories of parts of speech extensive (nouns covers 6 types of nouns) so that it’s higher-level 

than merely learning about basic nouns 
- Kids did not master the grammar concept from it – they needed more direct instruction 
- Identifying parts of speech in sentences is not as authentic as writing using the different parts of 

speech, so the students have difficulty transferring the concept into their writing 
 
Recommendations For Use 
 
 
Language Empires 
PROs 

- Breaks out some areas of focus into levels (Vocabulary Empire has Levels 1 and 2) 
- Choosing own avatar personalizes it 
- Earning trophies encourages students to get correct answer on the first try 
- Teacher can choose for questions to be read to students or not (questions remain visible in text either 

way) 
- Teacher can choose how game responds to an incorrect answer (remove that item or keep it there) 
- Game keeps track of each player’s time on game and accuracy of each level 
- Game is helpful when practicing for MCAS because it is multiple choice and students can be asked to 

explain their choice 
- Post-test shows kids did learn the words from the app   
- Good graphics 
- Good as a supplemental tool 
- My kids did not like the repetitiveness of the Vocabulary Empire, but really like all of the other 

language foci in Language Empires  
- Kids like it 
- Many different Empires to explore with different skills in each Empire 

 
CONs 

- Game doesn’t remember which player answered incorrectly so student doesn’t get the question 
repeated to him/her 

- Game doesn’t keep data on which specific words/questions a player has trouble with 
- Game cannot be saved so the entire game must be played in one session 
- Too repetitive—it would be nicer if they had more than one question for each word.  The kids started 

memorizing which choice the answer was instead of internalizing the meaning of the words. Some 
students became bored and frustrated  



- Not sure how target words were chosen—developmentally based? Grade based? Seems random 
- Limited number of vocabulary words—just 25 per level 
- Only one method to teach them—use context to figure them out  
- Use as basic supplement only 

 

Recommendations For Use 
- Best when used with higher-level 2nd graders to 4th graders. 
- Create multi-level groups to play a game since teacher can choose Level 1 or Level 2 for each player, as well as 

choosing different language areas for different students, within the same game. 
- Use this as a class reward that still serves an educational purpose.  
- Implement use prior to MCAS and have students explain why they chose an answer before hitting “submit” so 

that other game players can hear the rational behind the decision.   
- Teachers can play with a group of students who specifically need test-taking strategies so that the teacher can 

better understand why a student is choosing wrong answers and then provide the student with specific, 
individual advice for taking multiple-choice tests. (“You seem to be able to explain it to me, but then choose 
the wrong answer option, so try answering it in your head first and then read your options.”  “You seem to 
jump at the possible answer as soon as you read it, but you’re not reading all the options and choosing wrong.” 
“You do a great job of reading all the options but try eliminating them one by one.” Etc.) 

-  
 
OVERALL RECOMMENDATIONS  
Despite the appeal of technology, students lose interest if an app is overused, so frequency of use should be 
considered.  iPad apps are limited in scope and content and therefore should only be used as a supplement to a lesson.   
 
NEXT STEPS 
To further assess the apps’ effectiveness, this group of teachers will consider setting consistent frequency guidelines 
for more comparable data.  New apps can be considered for the next experimental round.   

 


