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SPELLING TRAINING IN 1ST GRADE WITH THE DIGITAL APPLICATION ECRIMO:
The impact of tablet use and of gamification on children’s spelling performance
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1 Univ. Grenoble Alpes, CNRS, LPNC, 38000 Grenoble, France; 2 Univ. Grenoble Alpes, LaRAC, 38000 Grenoble, France.

Introduction \

New technologies have a positive small effect on learning Educational applications are often gamified.
(e.g., Chauhan, 2017 ; Haller et al., 2016 ; Jamshidifarsani et al., 2019 ; Sung et 9 But the moderate positive effect Of gamification on
al., 2016).

Iearning (Bai et al., 2020 ; Sailer & Homner, 2020) has been
rarely tested with young children.
Does gamification bring a gain to spelling training ?

- But very few studies compared the effectiveness of an
application to its paper equivalent.
Does the tablet device add value to spelling training?

Method = |

Spelling on Ecrimo basic Spelling on Ecrimo gamified Spelling on paper Business as usual
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TEST 1 14 sessions, 2/week, during 20 min TEST 2
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fﬁl Participants Measure
* 25 first grade classes, N = 311 students, [|[|[| * Student performance in spelling (word
Mean age = 7.27 years dictation task with a score per correct letter)

g Results |

Students' spelling scores on Test 2, depending on their level on

. Test 1 and the version (gamified or basic) they used.
spelling performance.

\ * No significant effect of the tablet on
- Training on tablet = training on paper
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- For medium and high level students: 10 . gamified
gamified = basic 0

Spelling score on test 2

—> For low initial level students:

Low level Medium level High level
Spelling level on test 1

O conclusion \ ___________________________________________________________________________________________________________________________________________________________________________________________________________

Does the tablet device add value to spelling training? Does gamification bring a gain to spelling training?
Comparable effect of the training on tablet in autonomy and on The gamified version reduces the gap between weak and strong
paper with the teacher. students compared to the basic version. It seems to be more favorable

to low initial level students.
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