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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 a chance for learners 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 3-5 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 3-5

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. 
●  The games in daily quizzes and challenges are not segregated by grade.
● 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 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 and their solutions 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 comprehensively covered as recommended by the 
national standards.

C5. Curriculum alignment
The content is partially aligned to the targeted board curriculum. 

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 3-5): 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 a few motivational features, however, they are not well integrated to 
motivate  all types of learners.

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 interface provides an easily interpretable view of the learners performance and current 
status, but information on topics that need effort is missing.

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

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

T9. Setting up the game environment
The game clearly communicates the 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.
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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. The game rules are  
unambiguous. 

 

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

10
EdTech Tulna: Building Blocks Evaluation Report, Mathematics Grades 3-5, October 2022
Not to be reproduced/ copied without permission

        Illustrative example: Topic: Fractions, Grade 4

In the following activity, the learner was asked to first divide the cake and then divide the 
resulting pieces based on fractions shown next to the characters. The representation used for 
this is accurate and the resulting slices of cake are equal in shape and size. 



Detailed Review: Content Quality
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        Illustrative example: Topic: Comparison, Grade 3

In the following activity, the learner has to measure the weight of the object on the left side 
of the scale by putting the weights on the right side of the scale. Here the water bottle 
shown on the left is shown to have some liquid filled in it and when the weights are kept on 
the right side, the scale moves accordingly and tilts to the heavier side, accurately 
representing a real-life weighing scale. Moreover, the blue 10g blocks are made up of 10 
smaller cubes which look equivalent to the yellow 1g cube. 

Language comprehensibility (C3) is rated Exemplary. Across all the activities, the 
language used was easily understandable by the intended learners from  grades 3 to 5. Short 
sentences with easy vocabulary and phrasing were used. Additionally, the instructions in 
voice-over were in Indian accent, making it easy for the learners to understand.



Detailed Review: Content Quality
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        Illustrative example: Topic: Comparison , Grade 3

In the following activity the instruction in the audio is “Form a 3-digit number with the given 
digits, place the smallest number formed below the mouse and the biggest below the 
elephant.” The audio is in Indian accent, the phrasing and vocabulary used is also easily 
understandable by the intended learner of grade 3. 

        Illustrative example: Topic: Fractions, Grade 5

In the following activity the instruction in the audio is “Drag the blocks into the grid to 
represent the decimal value. Write decimal value in fraction”. The sentences are short and 
easy to understand.



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 reviewers observed that the sampled 
learning units covered the skills that are intended for this grade range. The overall Mathematics 
skills required for Grades 3-5 as recommended by NEP 2020 and NCF 2005, include 
understanding the connections between the logical functioning of their everyday lives to that of 
mathematical thinking, computational skills or arithmetic - numbers and number operations,  
understanding shapes and their properties, identifying, expressing and explaining patterns 
involving shapes as well as numbers, and data handling.

Curriculum alignment (C5) is rated Valuable. The reviewers found that not all topics and 
sub-topics under the intended curriculum for grades 3 to 5, are covered. For example, 
conversion problems liter to milliliter, meter to centimeter, gram to kilogram and vice-versa are 
not covered in the activities. Also under the topic shapes, the area is not covered.

4.1.3. Inclusivity in Learner Representation

Inclusivity in the representation of learners
(C6)

Inclusivity in the representation of learners (C6) is rated Valuable. Across the learning 
units sampled, the reviewers observed that an attempt has been made to  represent various 
sections of society across gender, and skin color; however, representation across religion 
and socio-economic groups is missing.
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        Illustrative example: Topic: Time 

In the following activity, learners had to map the activity to the time of the day. The activities 
are shown using human characters, representation from both genders are included, In 
addition, characters with dark skin as well as fair skin are included. 



Detailed Review: Content Quality
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        Illustrative example: Topic: Fractions, Grade: 4

A girl is shown in the activity, however her outfit remains the same in all the questions and in 
multiple activities. This limits representation across religion and social groups, for example, a 
boy wearing a turban or taqiyah could be included, the girls could be wearing jeans, 
salwar-kurti etc.



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 sciences theories, and design principles to create a 
meaningful learning experience. 

Pedagogical 
Alignment

    Valuable

15

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 game activities 
and challenge levels provide good opportunities to learners to make sense of the concept on 
their own. There is a well-sequenced set of multiple examples and activities for most of the 
topics. In the practice mode, the product allows multiple attempts to the activities, so the 
learners can reflect, revise and  experiment, which enables them to construct understanding 
of the topic on their own. However, this provision for multiple attempts is missing in the 
challenge mode.

        Illustrative example: Topic: Weight, Grade 3

In  activities from the topic “weight”, the learners had to use the weight blocks and measure 
the weight of the object kept on the balance. As shown in the screenshot below, the size of 
the blocks increases with their weight, the balance moves as the blocks are put or removed 
from the left pan, there is a small sound effect indicating the weight of object on left side is 
equal to the weight on of the blocks on the right side, but the learner can still experiment by 
adding more blocks and the balance would start tilting to the left side. After achieving the 
balance, the learner has to calculate the total weight and enter in the input boxes given 
below, at any point the learner can correct their mistake and attempt the activity again. 

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.  In some of the 
sampled learning units, game activities provide opportunities to the learner to identify the 
common learning gaps or alternate conceptions, however effective redressal is missing.  

        Illustrative example: Topic: Comparison, Grade 3

In the following activity, the learner has to compare the pile of coins to find out which pile 
represents the larger number. Here the learner can perform a hands-on activity, in which 
they can transfer coins one by one from the red tray to the gray tray, helping them count the 
coins and compare with the trays on the other side. This helps them understand which pile 
represents a larger number.
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Detailed Review: Pedagogical Alignment
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        Illustrative example: Topic: Length , Grade 3

One of the important points to note while measuring the length of any object is that 
measurement should start from the zero mark on the scale and not from the tip of the scale 
or measuring tape. In the example shown below, this learning gap is being addressed.

        Illustrative example: Topic: Shapes, Grade 4

In the following activity, the learner has to move along the boundary of the figure shown and 
count the number of blocks covered to measure the perimeter of the figure, but the product 
allows movement only in the clockwise direction, however, the learner needs to understand 
perimeter can be calculated by measuring in either directions.
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Detailed Review: Pedagogical Alignment
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Social learning (P16) is rated Potential to Improve. There was no means for the learners to 
interact with each other to build their knowledge, seek help, or provide peer feedback. The 
reviewers didn’t observe any opportunities for social learning such as competition, team play  
or forums to collaborate with other players in the product.

Learner agency (P17) is rated Exemplary. The product provides adequate learner agency 
by enabling the learners to make choices or decisions regarding topics and activities within, 
thereby helping them shape their game world. 

        Illustrative example:

Learners can attempt challenges from topics of their choice.
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        Illustrative example: Topic: Number Sense, Grade 4

Learners can select the subtopic and activity they want to attempt under a topic.

        Illustrative example: 

Learners can create multiple avatars and personalize the app to enable feeling of being part 
of the game world.
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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.  Reviewers observed that everyday objects like 
balls, cakes, eggs, fruits, scissors, shoes, flower pots, cars, water bottles, clocks, animals, 
coins, currency notes, lockers etc. are used to set the context for the activities. The scenarios 
used in the product are devoid of violence, combat, gambling or stereotyping. The examples 
used in the product are also appropriate for the  local context of the intended learner.

       Illustrative example: Topic: Fractions, Grade 5

For an activity on decimal fractions, the product has used currency notes and coins - Rs. 10, 
Rs. 1 notes and 10 paisa and 1 paisa coins.
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Detailed Review: Pedagogical Alignment

      Illustrative example: Topic: Comparisons, Grade 3

The screenshot shows  activity on comparisons of numbers; the product has used a scenario  
of a boy wanting to climb the tree. The audio instruction here says, “Help the boy climb up the 
tree by arranging the numbers in ascending order by placing the smallest number at the 
bottom.”

 

Learner Scaffolding (P4) is rated Valuable. The reviewers observed that the product 
attempts to provide learners with scaffolds that can help the learner in their learning process. 
Instructions for each activity are available, there is repetitive voice assistance. However, in 
some learning units, the scaffolds provided are not adequate for the learner to come out of a 
stuck situation or achieve the learning goal.

      Illustrative example: Topic: Multiplication, Grade 3

The activity shown here starts with a simple multiplication problem. If the learner does not 
know the answer or needs help understanding it, they can click the hint button to open a 
10x10 grid and eggs. The learner can drag the eggs from bottom to the tray and the 
corresponding mathematical expression is also shown on the left side, scaffolding them to 
complete the activity while creating a correct mental model.
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      Illustrative example: Topic: Number Sense, Grade 4

In the activity to identify the pattern followed in the series,  no hints or guides are  provided to 
learners on how to solve the presented problem. 

Cognitive Engagement (P5) is rated Valuable. Visual cues are present for engaging the 
learner in performing the activity, however audio instructions for performing the activities 
lack a conversational style approach. Phrases like “let us now …”, etc. can be used to 
effectively engage young learners. 

         Illustrative example: Topic: Place Value, Grade 4

In the activity shown below the instruction says “arrange the number in descending order by 
looking at the thousands place value”. After the learner has completed this step, the next 
instruction is “now arrange the numbers by looking at thousands and hundreds value.” Both 
times, a hand is pointing at the corresponding place value and that column is highlighted 
while the other digits are grayed out.
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         Illustrative example: Topic: Shapes, Grade 3

In the activity shown below, the audio instruction is “Drag and arrange the tangram pieces to 
form the given image”; this lacks conversational style, an instruction like “let us arrange the 
tangram pieces…” or “can you arrange the tangram pieces….” is preferred for engaging the 
learners.
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 Motivational Features (P6) is rated Valuable. The product has a few motivational features 
like coins, stars, and performance-based unlocking of activities in challenge mode. Few 
activities also have sounds and visuals, however they are not well integrated to prompt the 
learners to further interact with the content and are also not inclusive of different kinds of 
players. 

c

 

        Illustrative examples: Topic: Sequence, Grade 3

In the beginning of the activities for selecting a meaningful sequence of numbers, the 
caterpillar has a faint smile, but on answering the question correctly, the caterpillar is 
laughing or crying, depending on the answer given by the learner.



26

Detailed Review: Pedagogical Alignment

EdTech Tulna: Building Blocks Evaluation Report, Mathematics Grades 3-5, October 2022
Not to be reproduced/ copied without permission

c

c

 

        Illustrative examples: 

Different types of learners have been shown to get motivated by different types of 
motivational features in a game environment. Therefore, a game should include multiple 
types of motivational features. Few types of motivational features missing from this product 
are:

●     The product does not include mastery levels or badges like familiar, master,    
proficient in that topic.

●     There are no motivational messages, when a learner gets a right or wrong 
answer.

●     Visual progress of the learner is not visible while selecting the activities.  



27

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 assessment 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: Length (Daily Quiz)

In one of the activities, learners have to measure the length of a car in terms of the length of 
a rope. The activity ensures that the learner applies the skill of measuring length of an object 
relative to another object. In order to complete the activity, the learner will have to drag the 
rope to its next position taking care that the last end point will be the new starting point and 
count the number of rope pieces needed to cover the length of the car.  

EdTech Tulna: Building Blocks Evaluation Report, Mathematics Grades 3-5, October 2022
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        Illustrative example: Topic: Number Sequences, Grade 3

The activities for number sequence cover simple number sequences such as increasing or 
decreasing by one, for e.g. - 19, 20, 21, __. and 55, 54, __, 52 , requiring Lower Order 
Thinking Skills (LOTS). Number sequences involving skipping by more than one or sequences 
of odd or even numbers are missing. 

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 and some of the 
important HOTS relevant for the topic are missing.
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Detailed Review: Pedagogical Alignment

Feedback quality (P11) is rated Potential to Improve. Reviewers observed that the 
feedback provided to the learners across sampled learning units is not constructive in nature. 
It only tells the learner if the answer is right or wrong. However, it does not contain 
explanations or suggestions on how to improve understanding. 
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        Illustrative examples: Topic: Data Handling, Grade 4

In the following activity, the learner has to make a graph based on a given  table and click on 
the tick button to check their answer. If The answer is wrong, as feedback there is a vibration 
sound and the elements on the screen shake, but there is no provision to know  which bars on 
the graph are wrong, instead, as shown in the screenshot below, only one of the bars is 
shaking which does not help improve understanding of the learner. 
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Detailed Review: Pedagogical Alignment

4.2.4. Teacher Support 

Teacher Support (P14)

Teacher Support (P14) is rated Potential to Improve. There is no teacher support provided 
in the product. There is no guidance provided to teachers on how to effectively integrate and 
implement the game activities in the classroom.
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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 overall interface was 
intuitive to use. Important buttons for achieving desired functions were clearly visible. The 
interface is consistent i.e. it follows rules allowing similar operations and using similar 
elements for achieving similar tasks. The learner can easily find the visual elements and 
functions required to do the given task. 

        Illustrative examples: 

The main screen also has an instructional video explaining how to use the app. 
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Detailed Review: Technology and Design
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Interface design: Assess consequences of an action (T2) is rated Valuable: Reviewers 
observed that the product provides feedback to learners’ action to some extent but does not 
facilitate error handling or reversal of actions.

        Illustrative examples: 

●        The vibration effect when a learner gives a wrong answer sometimes leads to 
alignment issues of the input boxes and other components of the activity.

●        If the learner switches to another application, resolution and interactivity issues are 
seen on some platforms.

●        If an activity is closed by mistake, the learner's progress is not saved.

.
        Illustrative examples: Topic: Division, Grade 4

In the following screenshot, as a first step to divide 99 by 4, the learner needs to divide 9 at 
tens place by 4 and write the quotient of tens place, for this the learner can use the abacus, 
they can divide the 9 chips across 4 abaci, on entering a wrong answer and clicking the 
submit (tick) button, the app gives a vibration sound as a feedback and the visuals also shake. 
However, in a few cases, the input box alignment is disturbed after the feedback, and in this 
particular case the box has shifted from 10’s to 1’s position which will create confusion in the 
minds of learner. 
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Learner  navigation & pace (T3) is rated Valuable: Reviewers observed that the learner has 
partial control over their learning path. For example, in the challenge mode, learners can select 
any topic but they can not attempt any challenge level of their choice. The learners can easily 
navigate across the topics and select the activities, however, navigation within an activity is 
limited.  

        Illustrative examples: 

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

.
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Universal Design (T4) is rated Valuable: The reviewers observed that the product 
implements some of the recommendations related to operability and understandability. The 
reviewers observed that many important features of Universal Design according to the Web 
Content Accessibility guideline (WCAG)design principles were missing. 

        Illustrative examples: Topic: Shapes, Grade 5

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

.

        Illustrative examples: 

●       The content appears and operates in predictable ways.

●       The activities give students enough time to interact with the content.

●       The games demand reasonable physical dexterity from the learner. Learners need not 
press too many buttons or do any unreasonably quick actions to complete the 
activities.

        Illustrative examples: 

All the activities have a voice-over but do not have any captions associated with the 
voice-over, posing a barrier to diverse learners. 

.
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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 Valuable. The product provides analytics for 
learner progress, it is easy to interpret  but there is no guidance on identifying where the 
learner needs to put in more effort or where additional help is needed for improving the 
understanding of concepts.

Tools to support Problem solving (T6) is rated Exemplary.  Reviewers found that sufficient 
tools that learners would need to solve the given problems are provided in the product. Tools 
like  balances and weights, calendar, clock, graphs, protractor, measuring tape and scale, etc. 
are available to the learners as required for performing the activity.

        Illustrative examples

The following screenshot is from the learner analytics. It shows the topics attempted in both 
Practice and Challenge mode, and also indicates how much total learning time the learner 
has spent. However, there are no indications of accuracy or mastery level achieved by the 
learner, hence it does not give insights to where the learner needs to put in more effort.

EdTech Tulna: Building Blocks Evaluation Report, Mathematics Grades 3-5, October 2022
Not to be reproduced/ copied without permission



35

Detailed Review: Technology and Design

        Illustrative examples: Topic: Shapes, Grade 5

In the following example, the learner can measure the angle using the protractor.
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        Illustrative examples: Topic: Shapes, Grade 4

In the following activity, the learner has to measure the diameter of the wheel and for this, 
both horizontal and vertical scales are provided, the learner can move the wheel around, 
taking any point as reference.
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Setting up a game environment (T9) is rated Exemplary: The game clearly communicates 
the game goals, rules, and status to the learner. 

        Illustrative examples: 

Every activity starts with a short video describing how to play the game, the possible 
interactions and the question for the game. Following is an example - the hand icon is used to 
demonstrate the interactivity of the game, while the audio explains the actions and the 
question. The following screenshot is from one such instructional video demonstrating how to 
perform the activity. 

        Illustrative examples: 

The activities have a button for replaying the instruction audio, which can be clicked at any 
point of time to listen to the question of the game.
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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. The reviewers observed that relevant 
interactivity features are included in all the observed game activities/challenges. Also 
superfluous interactives are avoided.

        Illustrative examples: Topic: Data Handling, Grade: 5

Interactive graphs are used for the topic data handling. The activity starts with classifying 
objects according to their shape or color by dragging them to appropriate columns, after 
which learners have to count and input the number of objects in each column in the input 
boxes. The next part of activity is creating a graph for the data, the “+” and “-” can be used to 
increase or decrease the height of the bars on the chart.    
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Content type - Technology alignment (T8) is rated Exemplary. The visualizations used in the 
product map suitably to the content type. 

         Illustrative example: Topic: Shapes, Grade 3

In the following activity, a map is used for an activity on directions and the learners have to 
navigate according to the instructions.
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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/

