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A highly researched literacy app for learning the
fundamentals of reading: decoding & phonology

14 language versions incl. English, French, Chinese,
Spanish, Portuguese etc.

Why use GraphoGame?

Based on brain research. Academically studied. Works
without the internet. Proven to have an impact.

Who is it for?

Benefits all children aged 3-9 as a remedial & drilling
tool

graphogame.com
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Who is GraphoGame for?

e Designed to be effective for all
children learning reading & spelling

(ages 3-9)

GraphoGame is VERY effective

© ith child who struggle with
literacy or have dyslexia

GraphoGame teaches children
to pronounce words they have
never seen before




= English

GraphoGame

Researched by neuropsychologists in
University of Cambridge Centre for
Neuroscience in Education

Cambridgeshire study: 4oo children & 15
schools.

“The app, GraphoGame, has been shown to
as effective as one-to-one teacher support

be

but any number of children can be playing at

the same time” — University of Cambridge
research

Source: www.cam.ac.uk/youngminds# -2.- ling-with-labels-vF36uqiG41

graphogame.com


https://www.cam.ac.uk/youngminds#group-2.-struggling-with-labels-vF36u9iG41
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The app, GraphoGame, has been shown to be
as effective as one-to-one teacher support
but any number of children can be playing at
the same time

Source: www.cam.ac.uk/youngminds#group-2.-struggling-with-labels-vF36uqiG4a
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What is the Research & Evidence-Base
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Evidence-Base

HumMAaN

TECHNOLDGY
An Interdisciplinary Journal on Humans in ICT Environments ISEN: 1795-6880
www. humantechnology.jyu. fi Volume 10(1), May 2014, 39-60

THE GRAPHOGAME METHOD: THE THEORETICAL
AND METHODOLOGICAL BACKGROUND OF THE
TECHNOLOGY-ENHANCED LEARNING ENVIRONMENT
FOR LEARNING TO READ

Ulla Richardson Heikki Lyytinen
The Agora Center The Agora Center and
University of Jyvdskyld Department of Psychology

Univer, -

GraphoGame Rime publicatiOnS

Reading
Resea rCh Testing a computer programme designed to

improve pupils' literacy through teaching phonics

Quar'[el‘|y via “rhyme analogy” 1 7

thesis papers
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http://humantechnology.jyu.fi/articles/volume10/2014/Richardson_Lyytinen.pdf

English
GraphoGame

Developed by neuroscientists in University of
Cambridge Centre for Neuroscience in

Education

Cambridgeshire study — 400 children & 15
schools: teacher group = GraphoGame group

G Reading Test Scores

e Spelling Test Scores

+13%

+17%
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GraphoGame in India N FrvasivLan vuorsTo

UNIVERSITY OF [YVASKYLA

An award winning master thesis by University of

e Jyvaskyla researcher, Priyanka Patel shows GraphoGame
suitable for supporting the development of English
letter-sound knowledge in Indian children

Firontiers S e Children in study — 7 year olds, English at

® pre-grade 1 level -

e
-

GrapholLearn India: The (y
Effectiveness of a -+
Computer-Assisted Reading Letter-sound knowledge 31 0
Intervention in Supporting Struggling

Readers of English

s, Minna Torppa®, Mikko Arc’', Ulla Richardsan® and Hedkdd Lyytinen**

iy Word recognition +20%

India, a country with a population of more than 1.3 bilion ndividuals, houses the wordd's
second ‘argest educational systern. Despite this, 100 of millons of indviduals in India are
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TYVASKYLAN YLIOPISTO
UNIVERSITY OF [YVASKYLA

Evidence-Base: Spanish

Researched by University of Jyvaskyla &

Centre for Inclusive Technologies, Catholic
University of Chile

e Auracania Study: 122 children & 6 schools.

G
G

4 month intervention, go minutes
GraphoGame exposure per month (360 total)

Intervention Group learned to read: 81.8%
Control Group learned to read: 62.7%

International, INC.

+30%
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Features

Fun with Phonics - in 30! Customise your avatar
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Early Literacy Game Made by Scientists

oooooooooooooooo

2 B Get it from > GETITON
& App Store | ’ W Microsoft P> Google Play

15K Cyber One Mall Eastwood City Bagumbayan, Quezon

City, Metro Manila Philippines 1110
Contact# +632 86338536 / +632 53101839
Email Address: marketing@zharbiz.com

graphogame.com



