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1. What Does This Report Contain?

The section, 'Overview of the Product', provides a brief description of the product 
and its key features to give the context for the evaluation. The two sections 
following that present the findings from the evaluation. The Executive Summary 
provides the overall rating and offers implications in terms of benefits and 
limitations for teachers and learners. The Detailed Review section provides an in
-depth evaluation of the product, categorized under three dimensions (or constructs) 
– Content Quality, Pedagogical Alignment, and Technology & Design. For each 
dimension, the product is reviewed on the criteria along with explanations for the 
rating, and grouped into clusters. Specific examples have been provided in this report 
to support and elaborate on the evaluation ratings.

The terms, ‘Exemplary’, ‘Valuable’, and ‘Potential to Improve’, used in the report refer 
to the rating scale for evaluating the product. 

‘Exemplary’ indicates that the product has been designed as per 
recommended learning theories and research-based evidence. 

‘Valuable’ indicates limited adherence of the product’s design to the 
recommended learning theories and research-based evidence. 

‘Potential to Improve’ indicates unsatisfactory or lack of adherence of 
the product’s design to the learning theories and research-based 
evidence.

2. Overview of the Product

Building Blocks is a game-based learning solution that lets children practice math 
concepts learnt at school. Developed by Akshara Foundation, it offers 250+ math games 
for the grade range 1-5 in English and 8 other Indian languages. Building Blocks has two 
modes: Practice and Challenge. Practice mode has been designed to reinforce concepts 
learnt at school whereas the Challenge mode is to assess levels of learning.  There are 
daily quizzes that give learners a chance to explore different activities. It is designed to 
work on the most basic-level smartphones, online and offline. The English version of the 
learning solution for the grade range 1-2 is considered while writing this report.
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Potential limitations of this product

3. Executive Summary 

Potential benefits of this product 
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Executive Summary

Building Blocks  | Mathematics | Grades 1-2

Content Quality
Exemplary

Pedagogical Alignment
Valuable

Technology and Design
Exemplary
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Learners will likely be able to:

● Construct their own understanding of Math concepts via activities that encourage 
practice, exploration and interaction. These activities meaningfully integrate 
mathematical concepts with game goals.

● Stay engaged as the activities are short, and involve real-life scenarios and relevant 
contexts .

● Assess their level of understanding through the gamified challenge mode.
● Easily use the product as it adheres to user-centered design. The visualizations used are 

suitable for the content that is likely to enhance the learning experience for the learner. 
● Explore new activities every day through daily quizzes, which are from diverse topics.

Teachers will likely be able to:

● Demonstrate the activities to the children in the class.
● Instruct students to practice the activities based on the concepts taught in the class.

 

Learners will likely face the following issues:

● Basic features such as textual prompts in captions and transcripts are missing making it 
inaccessible to learners with special needs.

● Absence of explicit hints may hinder learners from coming out of stuck situations.
● Games in the daily quizzes and challenges are not  segregated according to grade. A 

second-grade learner can get a fourth-grade daily challenge.
● There is no scope for social interaction, which is an important aspect of game-based 

learning.  The product lacks standard features of game-based learning such as 
leaderboards, competitions (synchronous or asynchronous), team play. Hence 
opportunities to collaboratively build knowledge,  seek help and provide peer feedback 
are limited.
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Executive Summary
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● The interface design does not facilitate error handling and reversal of actions. 

Teachers will likely face the following issues:

● The product does not support any dashboard for teachers. The absence of Teacher 
support features could hamper the effective integration of the product into the 
teaching-learning process.

 



Pedagogical Alignment: Valuable
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C2. Correctness and clarity in assessment
Assessment questions are factually correct and unambiguous.  

C3. Language comprehensibility
The language used in the voice over is easily understandable by an Indian learner.

C4. Mathematics skill coverage
Grade-appropriate mathematical skills are covered as recommended by  national standards.

C5. Curriculum alignment
The concepts are aligned to the target curriculum and learning units are sequenced logically.

C6. Inclusivity in the representation of learners
An attempt has been made to include representation across gender and skin colour, however 
there is  inadequate representation of religion, socio-economic class,  looks etc.

P1. Constructivist approach
The game activities allow learners to construct, test and revise their own understanding.

P2. Addressing learning gaps and alternate conceptions
Potential learning gaps have been identified and addressed in some topics but are missing in 
others. 

P3. Content in context
Relevant and sufficient context has been provided, and the scenarios do not include  violence, 
combat, gambling or stereotyping. 

P4. Learner scaffolding
There is an attempt to provide scaffolds. However,  they are inadequate to enable learners to 
come out of a stuck situation and achieve a particular learning goal.

P5. Cognitive engagement
The content is cognitively engaging to some extent but some recommended features are missing.

Building Blocks  (Grades 1-2): Summary of Review 
Ratings by Criteria

Content Quality: Exemplary

Executive Summary
Summary of Review Ratings by Criteria
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Technology and Design: Exemplary
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P6. Motivational features
The product includes some motivational features, however, they are not well-integrated to 
motivate learners to further explore the content.

P8. Learning objective – assessment alignment
All learning objectives have correspondingly aligned game activities or challenges.

P10. Cognitive levels covered
Higher Order Thinking Skills(HOTS) are addressed to some extent. 

P11. Feedback Quality
Feedback provided to the learner is not constructive, that is, it does not contain explanations or 
suggestions on how to improve understanding. 

P14. Teacher support
There is no teacher support provided.

P16. Social learning
There are no opportunities for social interaction. 

P17. Learner agency
Learners have adequate agency to make various types of choices or decisions and thereby 
helping them shape their game world.

T1. Interface design: Enable intuitive use
The product interface satisfies the user-centered design principles to facilitate the learning 
process.

T2. Interface design: Assess consequences of an action
The content provides appropriate feedback on the action of the learners but does not facilitate 
error handling or reversal of actions.

T3. Learner navigation & pace
Learners can move between learning units but they cannot navigate within an activity nor have 
any control over pace. 

T4. Universal Design
Some of the essential features of universal design, like captions are not present which would 
make it difficult to be used by diverse learners.

T5. Analytics for learners’ progress
The analytics information provided is easy to interpret but not sufficient to identify where the 
learner needs to put in effort.

Executive Summary
Summary of Review Ratings by Criteria
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T7. Meaningful interactivity
Necessary interactivity features are  included in the game activities for meaningful  learning.

T8. Content type - Technology alignment
The visualizations in the activities match suitably with the learning content.

T9. Setting up the game environment
The product communicates game goals, rules and status.

Executive Summary
Summary of Review Ratings by Criteria

*Only relevant criteria have been included in the evaluation
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T6. Tools to support problem solving
The product provides adequate tools that are needed for problem-solving.



9

4. Detailed Review

4.1 Content Quality
Content Accuracy and Clarity ………………............................................ 

Alignment to National Standards ………………...................................... 

Inclusivity in Learner Representation ................................................. 

4.2 Pedagogical Alignment
Learner-Centred Approach ................................................................... 

Enhancing Learner Experience ............................................................. 

Assessment of Learning ........................................................................ 

Teacher Support ………….......................................................................... 

4.3 Technology & Design
User Interface Design ............................................................................ 

Affordances that Facilitate Learning ...............................................

Technology for meaningful learning ................................................

10

12

12

13

18

24

27

28

32

34



4.1.1. Content Accuracy and Clarity 

Correctness and clarity in assessment (C2) is rated Exemplary. The reviewers observed that  
the assessment questions and their solutions are factually correct and unambiguous. The 
wording of the assessment questions conveys the intended meaning and clearly states what is 
expected from the learner. 

Language comprehensibility (C3) is rated Exemplary. Almost all activities used vocabulary 
and accent that can be easily understood by the intended learners of grade 1 & 2. Some 
activities had long sentences in the instructions. In such cases, there was an option to repeat 
the instructions. All the instructions were verbally given making it easy for the learners to 
understand.

 

Language 
comprehensibility (C3)

Correctness and clarity in 
assessment (C2)

4.1 Content Quality
Content Quality measures the accuracy and content/skill 
coverage for the grade targeted and the specific domain. This 
dimension focuses on content accuracy and clarity, alignment to 
national standards, and inclusivity in content representations. 

Content Quality
Exemplary

Detailed Review: Content Quality
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        Illustrative example: Topic: Sequence , Grade 2

In an activity to identify sequences, two caterpillars were shown with numbers on their body. 
The learner has to touch the caterpillar having numbers in sequence. The instruction says, 
‘Select the caterpillar that is displaying the numbers in sequence’. 



Detailed Review: Content Quality
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        Illustrative example: Topic: Place Value , Grade 1

In an activity on ‘Place Values’, the learner has to answer the question ‘How many cubes make 
20 rods?’ The learner has to drag and drop the cubes on the tray. When 10 cubes are dropped, 
it converts into a rod. The learner has to count the number of cubes required to make 20 rods 
and answer the question. The dragging option is shown by a hand visual. The audio question is 
a simple statement: ‘How many cubes make 20 rods?’



Detailed Review: Content Quality
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4.1.2 Alignment to National Standards

Mathematics Skill coverage
(C4)

Curriculum alignment
(C5) 

Mathematics skill coverage (C4) is rated Exemplary. The mathematics skill coverage is 
evaluated based on the skills recommended by NCF 2005, NEP 2020. For the intended grade 
range, this includes skills like learning through play, making simple comparisons and 
classifications, identifying shapes and symmetries, making connections between word games, 
counting and quantity etc. The reviewers found that the sampled learning units covered the 
skills intended for this grade range. 

Curriculum alignment (C5) is rated Exemplary. The reviewers found that most of the topics 
suggested by the intended curriculum have been covered. The learning units in the learning 
path are logically sequenced to aid in conceptual understanding.

4.1.3. Inclusivity in Learner Representation

Inclusivity in the representation of learners
(C6)

Inclusivity in the representation of learners (C6) is rated Valuable. An attempt has been made 
to include representation of learners with diverse skin tone and gender. However some sections 
of society such as caste, socio-economic class, religion etc are missed out. 
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        Illustrative example: Topic: Time, Grade 1 & 2

In the activity, the learner has to arrange the pictures in the order of activities carried out from 
morning till night. There is representation of learners in terms of gender and skin tone. Here, all 
learner groups like disabled learners have not been represented.



4.2 Pedagogical Alignment
Pedagogical Alignment focuses on learner-centered pedagogy, 
enhancing learning experience, assessment of learning, and 
teacher support. It measures the extent of alignment of the 
pedagogical strategies with national educational policies, 
learning science theories, and design principles to create a 
meaningful learning experience. 

Pedagogical 
Alignment

    Valuable
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4.2.1 Learner-centered Approach

Constructivist approach
(P1)

Addressing learning gaps
(P2)

Detailed Review: Pedagogical Alignment

Constructivist approach in pedagogy design (P1) is rated Exemplary. The product provides 
sufficient opportunities for learners to explore activities on their own. The activities are well 
sequenced and allow multiple attempts and have provision for the learner to revise their 
answers via eraser tool. 

        Illustrative example:Topic: Sequence , Grade 1

The first activity in the set asked the learner to select the caterpillar displaying numbers in 
sequence from a group of caterpillars that have numbers already arranged in a sequenced or 
jumbled manner along their body. The learners had to follow the numbers and select the 
caterpillar that has numbers in sequence. The next activity asked the learner to arrange a given 
set of numbers in sequence on a caterpillar’s body. Here the learners had to enter the numbers 
manually.

Activity 1

Social learning 
(P16)

Learner agency
(P17)
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Detailed Review: Pedagogical Alignment
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Addressing learning gaps / alternate conceptions (P2) is rated Valuable. The reviewers found 
that many of the activities have questions designed to elicit various learning gaps that might be 
present among the learners. However, there is no redressal of these alternate conceptions in 
some activities. 

Activity 2
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Detailed Review: Pedagogical Alignment
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        Illustrative example: Topic: Fractions, Grade 2

In the activity for selecting  objects divided into equal parts, different shapes and various ways 
of dividing them are displayed. Multiple questions depicting circles being divided into 3 parts in 
various ways were included . However, an effective resolution is not seen when the learner 
selects an incorrect circle.
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Detailed Review: Pedagogical Alignment
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Social learning (P16) is rated Potential to Improve. Social learning includes providing 
opportunities to the learners to achieve their learning goals through social interaction via 
collaboration, competition, team-based play etc. The product does not provide any such 
interactions where learners could interact with each other to build their knowledge, seek help 
and provide feedback.

Learner agency (P17) is rated Exemplary. The product provides adequate learner agency by 
enabling the learners to make various types of choices or decisions thereby helping them shape 
their game world. The reviewers observed that the product allows the learners to choose topics, 
subtopics and activities associated within each topic. It also allows them to create an avatar as 
shown below. 

Illustrative example:

The learner can choose between various topics at a grade level and within each topic, the 
player  can choose between various activities to practice. The following two images depict the 
topics available for grade 1 and some of the activities under ‘Number Operations’.
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Detailed Review: Pedagogical Alignment
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Detailed Review: Pedagogical Alignment

4.2.2. Enhancing Learner Experience

Content in 
Context

(P3) 

Learner 
scaffolding

(P4) 

     Cognitive     
  Engagement

(P5) 

     Motivational   
         features

   (P6) 

Content in Context (P3) is rated Exemplary. The reviewers noted that most of the activities had 
relevant real-life examples that can appeal to the intended learners. The examples used do not 
depict violence, combat, gambling or stereotyping.

       Illustrative example: Topic: Shapes, Grade 1

In an activity on the topic ‘Shapes’, various real-life objects were used. The objects, for example, 
bottle, tyre, egg, ball, bread etc. would be familiar to most of the learners. The learners had to 
identify whether a given object slides or rolls.
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Detailed Review: Pedagogical Alignment

      Illustrative example: Topic: Weight, Grade 2

The goal of the  activity on subtopic ‘Weight’ is to identify an object that is either heavier/lighter. 
In this activity, the objects used, such as,  ball, pen, eraser, screwdriver,  cup, shoe etc. are  
familiar to most of the learners in this grade range. 

Learner Scaffolding (P4) is rated Valuable. The reviewers observed that the product attempts 
to provide scaffolds that can help the learner in their learning process. However, in some 
learning units the scaffolds provided are not adequate for the learner to come out of a stuck 
situation. 

      Illustrative example: Topic: Time, Grade 2

In activities related to subtopic ‘Time’, the learners had to arrange the pictures of daily chores in 
the order they are carried out from morning to night. The learner has to drag and drop the 
images in the correct order. The images have a clock/Sun to indicate the time of the day that 
acts as a scaffold.
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Detailed Review: Pedagogical Alignment

        Illustrative example: Topic: Sequence, Grade 1

In an activity to identify ‘Sequences’, the learner has to touch the caterpillar that has numbers 
arranged in a sequence on its body. There are only two caterpillars shown. When the learner 
touches the incorrect caterpillar, it just vibrates and its face turns sad.

It does not guide the learner or provide any hints that can help them come out of a stuck 
situation; that is, no guidance or support is given to the learner in understanding how to find the 
correct sequence. 
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Detailed Review: Pedagogical Alignment

Cognitive Engagement (P5) is rated Valuable. The reviewers found that most of the activities 
had appropriate visual and verbal cues to engage the learner’s attention in the relevant parts of 
the presented content. However, a conversational style in delivering the content required for 
enhancing cognitive engagement was missing from all the evaluated activities.

         Illustrative example: Topic: Subtraction, Grade 2

The activity on the topic of ‘Subtraction with carry’ uses a coin vending machine. The machine 
has different slots for units, tens and hundreds valued coins. When a learner has to enter a coin 
to subtract there is a different slot and when a user has to exchange (carry) a tens coin with 10 
units coins there is a different slot. These slots show visual cues at the exact point during the 
problem solving when that operation is needed (subtraction or exchange). However, the 
instructions are made in a formal style. 

 Motivational Features (P6) is rated Valuable. The reviewers found that the product has a few 
motivational features like stars accompanied with a sound after completion of each question in 
a set of activities.
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         Illustrative example: Topic: Multiplication, Grade 2

The activity on the topic of ‘Multiplication’ uses formal speech. The instruction does not use 
active voice to convey the information. For example phrases like ‘What is the product?’ is used 
instead of a conversational style of ‘let us see’ etc. 
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Detailed Review: Pedagogical Alignment

 

        Illustrative examples: Topic: Length, Grade 2

The activity is to arrange the given list of objects from tallest to shortest. After completion of the 
activity the learners  earn a star and a pleasant chime is heard. Also, the color of the star 
progress bar at the top changes. 
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However, these features are not well integrated to motivate the players to explore the content 
further. 
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Detailed Review: Pedagogical Alignment

 

        Illustrative examples: Activity Dashboard, Grade 2

Under each subtopic, stars are visible under each activity set but they do not change based on 
the completion of activities within. Visual progress of the learner is missing in the learning unit. 

EdTech Tulna: Building Blocks Evaluation Report, Mathematics Grades 1-2, October 2022
Not to be reproduced/ copied without permission



24

Detailed Review: Pedagogical Alignment

4.2.3 Assessment of Learning

Coverage of 
cognitive levels

(P10) 

Feedback 
quality
(P11)

Learning objective - 
assessment alignment

(P8)

Learning objective - assessment alignment (P8) is rated Exemplary. Most of the learning 
objectives in the sampled learning units had aligned game activities or challenges, which are 
often the implicit way to do assessments in game-based learning. Also, the game rules are 
designed in a way such that learning is made essential to progress in the game. The game 
goals and learning goals are aligned with each other. 

        Illustrative example: Topic: Number Sense, Grade 1

In an activity to identify numbers, the number names are told and the learner has to touch the 
image having a corresponding number of objects.
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        Illustrative example: Topic: Division, Grade 2

The activity to understand division lets the learner distribute a given number of carrots among 
rabbits and then count the number of carrots with each rabbit and the remaining carrots if any.

Cognitive levels covered (P10) is rated Valuable.. The activities are present at various cognitive 
levels going from recall and understanding to the application level. However, in several LUs the 
activities are only at the level of recalling or identifying.
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Detailed Review: Pedagogical Alignment

        Illustrative example: Topic: Comparison, Grade 1

The activities related to comparison sufficiently capture the relevant HOTS for that topic.  The 
activity lets the learner compare quantities followed by comparing the number symbols, as 
shown in the below screenshots.
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Detailed Review: Pedagogical Alignment

Feedback quality (P11) is rated Potential to Improve. The feedback provided in most of the 
activities is not adequate and constructive in nature. That is, the learner is informed whether a 
submitted answer is correct or incorrect. However, the feedback does not contain an 
explanation as to why a submitted answer is incorrect, and lacks guidance for improving the 
understanding of the learner.
 

        Illustrative examples: Topic: Subtraction , Grade 2

The activities on subtraction give practice on the basic procedure of subtraction. However, 
problems of the type 5 - __ = 3 are missing.
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        Illustrative examples: Topic: Division, Grade 2

The activity is to divide a given number of fish into separate  tanks. The learner has to drag and 
drop the fish into the tank, count the number of fish in each tank and enter the number in the 
specified space. When the learner enters an incorrect number in the specified space, the 
number vanishes with a buzz. But the students are not given an explanation for why the 
answer is incorrect. Also there is no feedback present if the learner drags an incorrect number 
of fish into the tank.
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Detailed Review: Pedagogical Alignment

4.2.4. Teacher Support 

Teacher Support (P14)

Teacher Support (P14) is rated Potential to Improve. The product does not provide any 
support to teachers in terms of how to effectively integrate the game activities into the teaching 
process. Nor is there any guidance provided to teachers on helping learners connect the game 
activities to the concepts discussed in the class.
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Detailed Review: Technology and Design
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4.3 Technology and Design
Technology & Design measures how well the technological 
affordances integrate with the pedagogy and content to 
promote a meaningful learning experience for all learners. This 
dimension focuses on user interface design and affordances 
that facilitate learning.

Technology and 
Design

Exemplary

Interface design
(T1 and T2)

Learner navigation and pace
(T3)

Universal design
(T4) 

4.3.1. User Interface Design 

Interface design: Enable intuitive use (T1) is rated Exemplary: The visual elements and 
functions required for doing a task are clearly visible and placed together. There are no 
extraneous distractions in the sample activities that were evaluated. The interface appropriately 
cues the learner aiding him/her to complete the activity. The product has consistent visual 
elements across different activities that simplify the tasks. The UX elements exploit natural 
mapping, ex: clicking on coins drops coins in a box. There are multiple contexts that have been 
repeated in activities related to different topics

        Illustrative examples: Topic:Number Sense, Number Operations, Grade: 1 & 2

For example, the coin vending machine context starts from number sense and has been used in 
addition, subtraction and division activities. The icons depicting various functions like the 
navigation arrow, stars to indicate progress, sound icon to hear instructions etc are all 
consistent across activities. The object in the activity that needs to be acted upon (touched, 
dragged etc) is highlighted in a consistent manner. The feedback is also similar for correct and 
incorrect responses across activities.
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Detailed Review: Technology and Design
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Interface design: Assess consequences of an action (T2) is rated Valuable: The reviewers 
found that the interface provides appropriate response to learner’s actions, but does not 
facilitate error handling in some cases. There is instant visual and sometimes tactile feedback 
depending on the learner's action. But the reviewers also noted that on some devices, when 
switching between different apps, the app freezes or its resolution changes making it 
non-interactive. It also does not save progress within the activities. 

        Illustrative examples: Topic:Number Sense, Grade 1

For example, an activity on ‘Number Sense’ contains multiple objects like flowers, balls, ice 
cream etc. When the learner gives the correct answer, the balls rotate, informing them about 
what action has been done and what has been accomplished. 

.
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Detailed Review: Technology and Design
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Learner  navigation & pace (T3) is rated Valuable: The reviewers found that the product's 
design provides partial control over the learners' learning path. The learner can control their 
learning path at a pace that they choose. They can switch between different topics and 
activities seamlessly. The dashboard has intuitive navigation options. But the product does not 
provide freedom to navigate within an activity.

However, the product lacks in terms of error handling. For example, consider a learner who 
answers 3 out of 5 questions in an activity and switches to a second activity. The next time 
he/she tries to do the first activity, they have to start from the first question.

        Illustrative examples: 

In the following screenshots, the learner can select the topic and the activity within the topic.

.
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Detailed Review: Technology and Design
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Universal Design (T4) is rated Valuable: The product helps users to navigate and find content. 
The games demand reasonable dexterity from the learners. The content on screen appears and 
can be operated in a predictable way. However, the product fails to meet most of the 
recommendations related to perceivability. Absence of textual content can be a major hindrance 
to the learners.

        Illustrative examples: Topic: Shapes: , Grade 5

However, within an activity, the learner cannot select the questions they want to attempt.

.
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Detailed Review: Technology and Design

4.3.2 Affordances that Facilitate Learning

Setting up game 
environments 

(T9)

Tools to support 
problem-solving

(T6) 

Analytics for learners’ 
progress

(T5)

Analytics for learners’ progress (T5) is rated Exemplary. The product provides a basic 
analytics dashboard. The information provided by the interface is easy to interpret for the 
intended user. However, it does not provide sufficient guidance on identifying where the learner 
needs to put in effort or where additional support should be provided to make progress. It does 
not provide grade specific progress information either. 

Tools to support Problem solving (T6) is rated Exemplary. The product provides sufficient 
tools required to solve a problem in most of the activities. Some of the examples include a 
ruler/scale to measure the length of an object, a weighing scale to measure the weight of an 
object.

        Illustrative examples

For example, the screenshot below shows that the progress for the topic ‘Addition’ is 4/7. But 
this is a combined value for all the grades where ‘Addition’ activities appear. 
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Detailed Review: Technology and Design

        Illustrative examples: Topic: Weight, Grade 2

An activity on weights provides a weighing scale to the learners. The activity is to select the 
object that is heavier/lighter among two given objects. The learner can drag and place the 
objects on the weighing scale and check which one is heavier/lighter.
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Setting up a game environment (T9) is rated Exemplary: The product clearly communicates 
the game goals, rules and game status to the learners. This is done by having an instructional 
video at the beginning when the learner does the activity for the first time. There is always an 
instruction icon available. In most of the activities, on clicking this icon, the learner can listen to 
the game goals whenever required. 

        Illustrative examples: Topic: Addition, Grade: 2

The activity introduces the working of a coin vending machine in the context of addition. The 
rules and goal of the activity, including what actions to perform in the machine are explained in 
a video that appears the first time a learner does the activity.
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4.3.3 Technology for meaningful learning

Content type - Technology 
alignment 

(T8) 

Meaningful 
Interactivity 

(T7)
 

Meaningful Interactivity (T7) is rated Exemplary. All required interactivity features are included 
in the game activities/challenges in the product. The interactivity features like input boxes, drag 
and drop etc. included within the game activities serve the learning purpose in the sampled 
activities. 

        Illustrative examples: Topic: Division , Grade 2

The goal of this activity is to divide the coins into ‘x’ number of trays given. The ‘tens’ coins are 
to be divided first. If there are any more coins left which cannot be divided further into ‘x’ trays, 
then each ‘tens’ coin can be exchanged with ten ‘ones’ coins. All these are drag and drop 
interactions. Then the students have to count the number of coins in each tray and the 
remaining coins in the vending machine. A number pad with input boxes are provided to enter 
the numbers. 
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Content type - Technology alignment (T8) is rated Exemplary. The visualizations chosen in the 
activities are suitable for the corresponding learning goals. When there are facts involved, the 
visualizations used are mostly images. When there is a procedure, more interactive animations 
are used. 

         Illustrative example: Topic: Number sense, Grade: 1 

In this activity, the learner has to select the number that is ‘more’ by clicking on one of the two 
objects shown.
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         Illustrative example: Topic: Multiplication, Grade 2 

The goal of this activity is to give practice to learners that multiplication is repetitive addition. 
Here the students have to drag ‘n’ number of eggs ‘m’ times and place it in the designated place 
to find out the product of ‘m’ and ‘n’. 
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Appendix
How does the EdTech Tulna evaluation work?

FRAMEWORKS

EdTech Tulna frameworks define a set of standards for quality design of EdTech products. A rigorous and 
research backed process is established and applied for the creation of various nuanced frameworks. These 
frameworks are use-case specific to enable transparent and precise, high stakes decision making. The 
process includes considering existing research literature, feedback from the ground on multiple stakeholder 
needs and an appreciation for the quality of solutions currently supplied in the ecosystem.

The frameworks are categorized along the three dimensions of Content Quality, Pedagogical Alignment, 
and Technology & Design to capture a holistic view of the quality of the product design. The frameworks 
are also made available at varying levels of depth for varying stakeholder needs and range from 
supporting governments and institutions in making high stakes, rank based, adoption decisions, to 
providing a brief overview of the key criteria to be considered while designing a product.

TOOLS

Each Tulna framework is accompanied by a toolkit that is specifically designed to guide experts to 
evaluate EdTech products. These toolkits are customized to the type of EdTech solution, grades, subjects, 
to drive meaningful and nuanced evaluations. The tools are informed by research as well as iterative 
empirical study and tested for inter-rater reliability and validity. A typical toolkit consists of rubrics and 
reviewer guidelines to enable evaluators to interpret the framework and conduct unbiased evaluations. 
Each criterion within the framework is rated along a three-point rating scale - ‘Exemplary’, ‘Valuable’, and 
‘Potential to Improve’ - indicating the level of alignment with expectations laid out in the framework. 
Toolkits include supporting materials - videos, templates, and example illustrations - to guide experts while 
conducting evaluations.

PROCESS

Each product goes through a rigorous review process that takes approximately 160 hours for four grade 
ranges K-2, 3-5, 6-8, and 9-10. Each review team is designed to be independent and neutral. A typical 
expert review team consists of 3-4 members who are subject matter experts, instructional designers, 
user-interaction experts, user-experience design experts, and professionals with experience in teaching 
and implementing EdTech in field settings. Each review team has an anchor of at least one experienced 
evaluator.

Each member of the expert review team undertakes a two-week long intensive training on understanding 
the frameworks and the subsequent application of its toolkits to conduct evaluations. For each product, the 
review team applies a systematic sampling strategy and decides the representative learning units that will 
be reviewed. The team collectively reviews a subset of the learning units to check for convergence and 
establish inter-rater reliability. Team members then individually review the remaining learning units. The 
team finally meets to synthesize key points and takeaways of each review and elaborates their reviews 
into an in-depth report, which is overseen by the experienced evaluator. 

The role of the product company is limited to an initial demo which supports the review team to deepen 
their appreciation of the intended use of the product, and its scope. The product company is then provided 
the final reviews and their unedited responses are published alongside the expert evaluations on the Tulna 
evaluation center.
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Website: https://edtechtulna.org/
Contact us at: Tulna.Help@gmail.com

https://edtechtulna.org/

