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EXECUTIVE SUMMARY
INTRODUCTION
The impact evaluation started with a process in which relevant instruments were developed.
The purpose of these instruments was to gain a fundamental understanding of the XBOX and its
possible role within the delivery of the curriculum and factors that contributed to enhance
learning e.g. joy and motivation to learn. These instruments detailed a mixed-methods
approach in which quantitative as well as qualitative questions were posed to the different
stakeholders. This impact evaluation report is based on a process of primary data collection.
The fieldwork was conducted over a period of two days. The data was analysed and the
information is portrayed throughout various tables and graphs in this report.

KEY FINDINGS
There is a marked change in the levels of competency of the foundation phase learners. A
comparison between assessment aggregates of 2010 and 2011 shows that there is a distinct
movement of learners away from Level 1 (Not Achieved). This concerns both numeracy and
literacy irrespective of grade. However, the exception is grade 3 literacy that indicates a minor
movement of learners away from Level 1 (Not Achieved).
The reading age of all learners has improved during the course of the year. However, only in
two cases (grade 3) has this improvement led to an equality of reading age with the physical
age of the learners and in one instance has the reading age of the learner surpassed the
learners physical age (grade 3). The reading scores pertaining to the reading speed of the
learners have all improved in comparison to the baseline evaluation. However, the grade
average of the reading speed highlights that no grade has attained its expected level in terms of
words per minute. The average reading speed for grade 1 was 22.2 words per minute while it
should be 63 words per minute according to September levels. Grade 2 has an average reading
speed of 40.8 while the September level is 80 words per minute. Grade 3 learners attained an
average reading speed of 70.5 words per minute against an expected September level of 115
words per minute. This correlation is based on English as First Additional Language.
The incorporation of the XBOX within the numeracy curriculum concentrated on aspects such
as number concepts, smaller than and bigger than, data handling and general reinforcement of
basic aspects such as addition and subtraction. The incorporation of the XBOX within the
literacy curriculum focuses on improving the vocabulary of the learners. Through this
improvement, learners can express themselves better which results in an improved
VES
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comprehension which in turn influences the grammar and the sentence structure of the
learners.
Two teachers, one in grade 1 and one in grade 2, have connected their private laptops to the
XBOX in their classrooms. Through this connectivity these teachers were in a position to
incorporate phonics into their lesson plans. This inclusion of phonics assists these teachers in
focussing on the basics of literacy. This increased word recognition filters into improved
grammar which ultimately improves the sentence structures of the learners. The grade 2
teacher has not only anchored the XBOX within NCS lesson plans, but has also created specific
Kinect/XBOX lesson plans. The grade 2 teacher has provided 11 examples detailing this
incorporation into the formal teaching structure. All 11 examples detail the theme with each
Learning Area (Numeracy, Literacy and Life Skills) providing detailed information as to Learning
Outcomes (LOs) as well as Assessment Standards (ASs).
An important benefit of the XBOX is seen in an increase of general knowledge of learners, a
very crucial factor taking into account the socio-economic background and the limited access
that most of these learners have concerning multi-media. The increased general knowledge is
important to these learners because it assists them in unlocking the curriculum. Through this
improved general knowledge, learners gain a better grasp of what the content of the
curriculum is trying to teach them. Their background does not provide the incentives for
attaining this general knowledge and through this omission they are at a disadvantage in
understanding the curriculum.
Both the teachers and the members of the SMT indicated that learners learn best through play.
This kind of learning increases their intrinsic and cognitive understanding of aspects of the
curriculum. The use of this gaming technology has aroused their interest and it has energised
the classroom atmosphere. This has provided the teachers with a unique opportunity of using
gaming technology as a facilitation tool to their classroom teaching. Through this dynamic use,
learners are more susceptible to learn than through the traditional, more didactic teaching
methods. It is also important to take cognizance of the fact that teachers are especially using
the gaming technology when it comes to their slower learning learners. These learners are in a
position to work at their own pace and through repeated use they are able to reinforce
concepts of the curriculum.

CONCLUSIONS
The evaluation collected both quantitative and qualitative data. The qualitative data probed
teachers’ and management’s perceptions and feelings about the intervention of the Xbox
VES
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technology. Much of the data collected, points to a generally positive perception of the Xbox
technology and its impact on the quality of learning and teaching within the school. In addition,
the qualitative research showed, by the example of a Grade 1 and Grade 2 teacher, that it is
possible to effectively incorporate the XBox into classroom teaching processes. The grade 2
teacher further illustrated that it is possible to create specific Kinect/XBOX lesson plans relating
to the National Curriculum Statement (NCS).
The quantitative data collected showed generally good improvements in both the literacy and
numeracy results for Grades 1, 2 and 3 as compared to results from the previous year. When
reading the quantitative and qualitative results together it appears, at first glance that the
implementation of the Xbox technology led to, or at least contributed to, an improvement in
learner results.
While this may be the case, this evaluation is not able to make such a claim. The reason for this
is that the teachers did not systematically embed the Xbox into the management and delivery
of the curriculum.
This evaluation, therefore, indicates that there is a possibility that the use of the Xbox
contributed to the observed improvements in learner performance but there is no supporting
foundation to state that the ascertained positive difference can in any way be directly
attributed to the use of the XBOX.

Overall findings
During the course of the baseline and impact evaluation the overall objectives of the evaluation
were expanded upon:
 Both the baseline and the impact evaluation highlight that within Lakeside Primary
School an environment was found that proved to be fertile to conduct a project of this
nature. The quantitative data was not supported by a systemic embedding of the use of
the XBOX within the management and implementation of the curriculum. However, the
qualitative data details the different attitudes and perceptions of stakeholders and
clearly highlights that stakeholders believe that the XBOX as a component of the use of
gaming technology is a suitable and appropriate technology within the South African
context. Perceptions detail that learners from disadvantaged backgrounds are in a
position to use this technology to enhance their IT skills as well as make them
enthusiastic to participate in the education process.
 The baseline evaluation detailed that teachers appreciated the training and support
provided and that they were eager to commence with using the XBOX within their
classrooms. The impact evaluation shows that the Deputy Principal took this process
VES
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forward by conducting workshops pertaining to the use of the XBOX within the
implementation of the curriculum.
Qualitative questions (open ended questions) were used during both the baseline and
the impact evaluation to elicit individual responses with the purpose of gauging the
extent to which teacher attitudes and behaviours were impacted by the use of the
games. Both evaluations show that teachers were hesitant to commence on this journey
but completed the journey none the less. Teachers’ responses detail the enthusiasm
that learners were showing for the learning process, their eagerness to improve their
general knowledge so that they could understand the context within which the
curriculum was implemented as well as the improvement of their IT skills and the
yearning for more in terms of educational programmes.
Two teachers have specifically highlighted that through the connectivity of their
personal laptops with the XBOX they were in a position to focus on phonics. Through
this focus, learners improved their grammar and ultimately their sentence structure.
Through an improved sentence structure learners were able to improve their verbal
communication with each other. This culminated in an improvement in the use of
English both as a medium of general communication but also as a medium of
instruction.
During the fieldwork of the impact evaluation, the evaluators noted that their request
during the parting meeting of the baseline evaluation had not been honoured. As such,
this evaluation indicates that there is a possibility that the use of the XBOX contributed
to the observed improvements in learner performance but that there is no supporting
foundation to state that the ascertained positive difference can directly and
unequivocally be attributed to the use of the XBOX.
The positive differences ascertained in the quantitative data suggest, that based on
ceteris paribus (all things being equal), these could be attributed to the use of the XBOX.
However, as detailed in the limitations of the quantitative research (c.f. 2.4) the
teachers omitted to anchor the use of the XBOX systemically and therefore there is
currently no supporting evidence to substantiate this suggestion.

RECOMMENDATIONS
The current base of teachers utilising the XBOX within the framework of the NCS needs to be
increased to incorporate all foundation phase teachers. The School Management Team should
request the assistance of the grade 2 teacher to assist them in empowering the other
foundation phase teachers in designing Kinect/XBOX related lesson plans anchored within the
NCS. In addition, the SMT should take ownership of the limitations of general knowledge and
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games as such and develop an annual intervention schedule per grade that commences with
games but progresses into general knowledge and culminates in educational programmes.
The SMT of Lakeside Park Primary School should extend the XBOX project into the Intermediate
Phase and start with grade 4 in 2012. Learners have benefitted from the XBOX in terms of its
value in assisting teachers to implement the curriculum. The SMT will need to develop a
schedule that will detail the inclusion of subsequent grades into the project. Learners must not
become disadvantaged due to the lack of IT equipment and the omission of multi-media.
In addition, it is recommended that the SMT manages the process in which the use of the XBOX
is systemically embedded within the management and the implementation of the curriculum. It
is recommended that additional monitoring takes place to ensure differences materialising in
the quantitative data are supported through the anchoring of the XBOX within the curriculum.
This could be done through the synchronisation of assessments through regular teaching as
well as through the use of the XBOX. This means that a topic (specified by LO and AS) needs to
be taught and assessed as it is detailed in the work schedule and then taught and assessed at a
later date based on using the XBOX. Through this parallel trajectory a detailed oversight will be
gained as to the systemic anchoring of the XBOX within the implementation of the curriculum.
As the XBOX has been implemented within one school the project could contemplate increasing
the number of schools within a pre-pilot or pilot study approach. In this regard it would be
possible for the project to start with the creation of a body of knowledge relevant for possible
roll out on a far larger scale.
And finally, as the qualitative research has indicated, learners have gained valuable IT skills.
These skills could be elaborated upon if the school was in a position to provide the learners
with access to a PC centre or other computing technology. In this regard, learners will be in an
ideal position to enhance these skills and to progress to educational programmes. It is
recommended that the SGB of the school contemplate such an endeavour based on a process
of fact-finding and sound financial principles such as a cost-benefit analysis.

VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 10

CHAPTER 1 METHODOLOGY
1.1

BACKGROUND INFORMATION

A seriously high failure rate and extremely low levels of English language competence
characterize many rural primary schools in South Africa. Microsoft wished to evaluate whether
exposure to English and numeric usage while playing games using XBOX and Kinect technology
had a positive effect on English language acquisition and concept formation in numeracy by
learners and the quality of English language instruction provided by educators.
In order to implement this pilot, Microsoft identified a primary school in KwaZulu-Natal;
Lakeside Park Primary in Vryheid. The grades that participated in this pilot were the grades 1, 2
and 3 which comprised three classes in grade 1 and two classes in grades 2 and 3 with
approximately 42 learners in each class. There are three computers in the school that are used
for administration but none that are used for teaching and learning. There are six foundation
phase teachers who were trained and whose classrooms were equipped with the necessary
equipment: flat screen monitor, XBOX and sensor; in addition security has been provided.
Appropriate games were selected and an educator manual to guide teachers on how to
mediate learning in relation to the curriculum while learners are using the XBOX and Kinect
technology was developed. An evaluation of the process needed to be conducted with
particular focus on the effect of using the XBOX on language.
This project was implemented as a pilot with a possible view of rolling it out to scale in the
future if the findings of the evaluation would substantiate such a decision. In order to establish
whether exposure to the language used in games had any impact on the language skills and the
teaching of literacy, a baseline evaluation was conducted early in the year to collect relevant
data and information with the purpose of detailing the then current situation at the school. A
subsequent impact evaluation would be conducted later in the year to evaluate the
performance of these foundation phase learners and assess any changes in terms of the
information provided during the baseline evaluation. As the objectives of the evaluation
detailed, the focus of the impact evaluation would be on literacy, numeracy and the usage of
the XBOX within the classroom environment.
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1.2

OVERALL OBJECTIVES

The overall objectives of the evaluation were:
 to provide an assessment of the suitability/appropriateness of the games and the
technologies to the South African context;
 to assess how teachers experienced and valued the training and support provided;
 to assess the extent to which teacher attitudes and behaviours were impacted by the
use of the games;
 to assess the extent to which learner attitudes, behaviours and performance were
impacted by the use of the games especially as this relates to their use of English; and
 to assess the extent to which gaming technology had affected learner literacy skills in
general; language, numeracy and digital.

1.3

EVALUATION ACTIVITIES

To this end the evaluator would engage in the following activities:
 As part of the baseline and follow-up evaluations, design and administer a questionnaire
and conduct focus groups with teachers to determine teacher profiles and assess
teacher satisfaction with training, confidence levels, creativity with using the technology
in class, as well as gauge teacher perceptions of the effectiveness of the programme in
improving learner literacy levels.
 As part of the baseline and follow-up evaluations, design and administer questionnaires
with learners and conduct and record focus groups to gauge the perceptions and
attitudes of a selected sample of learners concerning their use of the XBOX games and
school and learning in general.
 As part of the baseline and follow-up evaluations, design and administer an instrument
to measure quantitatively and qualitatively learner oral skills and basic numeracy skills.
 Conduct classroom observations in all six classes to observe, record and measure
learner’s use of English while playing the XBOX games and generally as well as the
extent of teamwork and other co-operative behaviours.
 As part of the baseline and follow-up evaluations, design and administer a questionnaire
and conduct an interview with the school principal and other senior managers to
determine their satisfaction with the programme as well as the extent of its applicability
to the learners
 Conduct an interview with the teacher trainer following the completion of the training
to obtain qualitative information on his reflections on the training process and the
teacher’s response to it.
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1.4

Analyse changes in teacher attitudes, behaviours and perception based on teacher
project diary entries.
Assess the language (accents, delivery pace and vocabulary) used in the games.
Capture, analyze and synthesis the data from all sources noted above.

CONDUCTING THE EVALUATION

The evaluation was conducted in two phases; the first phase did constitute the baseline
evaluation (detailing the situation at the school at the commencement of the intervention)
while the second phases did focus on an impact evaluation (detailing the impact of the
intervention on Foundation Phase (FP) learners).
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CHAPTER 2 FINDINGS OF THE QUANTITATIVE RESEARCH

2.1

INTRODUCTION

The quantitative research focussed on the performance of the foundation phase learners
concerning numeracy and literacy. The chapter commences with a detailed analysis of both
numeracy and literacy as to the change in the different levels of achievements between 2010
and 2011. The evaluation reflects its objectives in which the primary focus would remain on
language and literacy (based on research tabling the age/reading age of the learners, the
reading scores of the learners and the comprehension levels of these learners), while the
numeracy would concentrate on assessing a comparison between an aggregate of assessments
of the previous year with those of this year. During the baseline evaluation, the participating
teachers were requested not to utilise the exact same assessments as the previous year, but to
ensure similarity of assessments in terms of LOs and ASs so that the impact evaluation could
make use of this similarity. Teachers were made aware of this importance so that this pilot
would be in a position to ascertain whether any differences were based on the implementation
and use of the XBOX or due to the regular implementation of the curriculum.

2.2

NUMERACY AND LITERACY

Analogue to the process commenced during the baseline evaluation, this section will focus on
the numeracy and literacy competence of the foundation phase learners based on the different
level descriptors:
RATING CODE DESCRIPTION OF COMPETENCE
4

Outstanding/Excellent Achievement

3

Satisfactory Achievement

2

Partial Achievement

1

Not Achieved

During the fieldwork of this impact evaluation the foundation phase teachers were requested
to provide information concerning an aggregate of the assessments conducted in 2010 for the
period January to September with a repetition for the same period but now pertaining to 2011.
The purpose of this information was to gain insight as to the possible extent of the assumed
difference between the two sets of data. With all factors remaining constant (ceteris paribus)
the assumed difference could reflect on the use of the XBOX in class as a tool of facilitation to
the traditional method of “talk-and-chalk”. The information presented in this section will reflect
each individual grade of the foundation phase.
VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 14

2.2.1

Grade 1

2.2.1.1 Numeracy

The graph below shows the comparison between the competency levels of 2010 and 2011. It is
based on an aggregate of assessments reflecting the period January to September.
Grade 1: Comparison levels Numeracy
35
30
25
20
15
10
5
0

Level 1

Level 2

Level 3

Level 4

Assessments 2010

20

11

31

22

Assessments 2011

10

14

32

25

It is evident that there is a movement away from Level 1 (Not Achieved) to Levels 2, 3 and 4.
There are fewer learners in the Not Achieved category in 2011 (10/81 = 12%) than in 2010
(20/84 = 24%).

2.2.1.2 Literacy

Similarly an identical trend is seen with the grade 1 literacy assessment aggregates as is
presented in the graph below.
Grade 1: Comparison levels Literacy
45
40
35
30
25
20
15
10
5
0

Level 1

Level 2

Level 3

Level 4

Assessments 2010

20

18

28

18

Assessments 2011

12

16

41

12

The graph confirms a movement of learners away from both Level 1 (Not Achieved) and Level 2
(Partial Achievement) to Level 3 (Satisfactory Achievement). Specifically the graph shows a
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change in the percentage learners residing in this category; from 28 (28/84 = 33%) to 41 (41/81
= 51%). In terms of actual numbers, the graph indicates an additional 13 learners in level 3 in
2011; an improvement of 32%!

2.2.2

Grade 2

2.2.2.1 Numeracy

The graph below highlights the comparison between the assessment aggregates of 2010 and
2011.
Grade 2: Comparison levels Numeracy
30
25
20
15
10

5
0

Level 1

Level 2

Level 3

Level 4

Assessments 2010

26

20

27

11

Assessments 2011

16

23

25

14

Emanating from the graph above, it is evident there is a movement during 2011 away from
Level 1 (Not Achieved) to Level 2 (partial Achievement) and from Level 3 (Satisfactory
Achievement) to Level 4 (Outstanding Achievement).

2.2.2.2 Literacy

Correspondingly, the graph below also confirms the trend seen with the grade 2 numeracy
competency.
There are fewer grade 2 learners residing in Level 1 and Level 3 with more learners in Level 2
and Level 4. It is clear that something has happened at Lakeside Primary School during 2011
that warrants a remarkable shift in the competency levels of these grade 2 learners.
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Grade 2: Comparison levels Literacy
35
30
25
20
15

10
5
0

2.2.3

Level 1

Level 2

Level 3

Level 4

Assessments 2010

33

16

27

8

Assessments 2011

24

21

21

12

Grade 3

2.2.3.1 Numeracy

Analogue to the trend seen with the grade 2 learners, the graph below indicates a movement of
learners during 2011 from Level 1 (Not Achieved) to Level 2 (Partial Achievement), and, from
Level 3 (Satisfactory Achievement) to Level 4 (Outstanding Achievement).
Grade 3: Comparison levels Numeracy
40
35
30
25
20
15
10
5
0

Level 1

Level 2

Level 3

Level 4

Assessments 2010

36

30

17

1

Assessments 2011

23

34

19

6

The gains in Levels 2, 3 and 4 in 2011 might be minor in terms of actual numbers of learners.
The graph above illustrates, however, a major decrease in the numbers of grade 3 learners that
are not achieving; from 36 (36/84 = 43%) in 2010 to 23 (23/82 = 28%) in 2011.
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2.2.3.2 Literacy

The changes observed with numeracy do not find its reflection in the literacy as is presented in
the graph below.
Grade 3: Comparison levels Literacy
40
35
30
25
20
15
10
5
0

Level 1

Level 2

Level 3

Level 4

Assessments 2010

24

23

30

7

Assessments 2011

22

19

36

5

There are slightly fewer learners residing in Level 1 (Not Achieved) and level 2 (Partial
Achievement) in 2011 than the previous year, with a substantial increase of learners attaining
Level 3 (Satisfactory Achievement) and a minor increase in the learners reaching Level 4
(Outstanding Achievement). However, it is evident from the information portrayed in the graph
above that it is a positive movement in terms of the competency levels of the grade 3 learners.

2.3

LITERACY

This section of the chapter will revisit the aspects of the baseline evaluation as conducted at the
beginning of the year. This section will focus on the age/reading age of the learner, the reading
speed of the learner and the level of comprehension in a before-and-after scenario by the
different grades that constitute the foundation phase.

2.3.1

Grade 1

2.3.1.1 Age and reading age

The graph below provides an oversight as to the age of the grade 1 learner in relation to the
learners reading age during the Baseline Evaluation (B.E) and the Impact Evaluation (I.E). The
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graph reflects the sampling of learners in terms of the same learners and their outcomes in
both the baseline evaluation as well as during the impact evaluation.
Grade 1: Age and Reading Age
10.00
9.00
8.00
7.00
6.00
5.00
4.00
3.00
2.00
1.00
0.00

L3

Age 7.10

L8

L9

L10

L13

L15

L16

L17

L18

L19

L22

L26

L28

L38

L40

L45

8.10

8.10

8.10

7.3

7.6

7.9

7.7

7.8

7.4

7.9

8.9

7.9

7.9

8.9

8.6

B.E

4

4

4

4

4

4

4

4

4

4

4

4

4

4

4

4

I.E

5.3

5.1

5.3

5.7

5.4

4.4

5.2

5.2

5.2

4.5

4

5

5.4

4.9

5.2

5.2

Emanating from the graph above it becomes clear that of the 16 sampled learners, one did not
show any progression in terms of reading age while three learners improved slightly and 12
learners improved their reading age to above 5 years. As the Reading Centre in Vanderbijlpark1
has previously indicated during the baseline evaluation, the learners entering Grade 1 do not
have a formal reading age. As the baseline evaluation indicated, it is categorised as story
memory and entering grade 1 it is assumed that all grade 1 learners have a story memory equal
to that of a four year old.

2.3.1.2 Reading scores

The baseline evaluation indicated that the learners in grade 1 commence their school career
with theoretically no reading speed. The graph below reflects this as well as the reading speed
of the grade 1 learners ascertained at the time of the fieldwork of the impact evaluation.

1

The Reading Centre is a franchise operation specialising in supporting learners with challenges relating to literacy
and language. The centre uses nationally and internationally prescribed standards against which to measure
learner performance.
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Grade 1: Reading Speed
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The graph above presents the individual reading scores of the sampled learners that took part
in both the baseline evaluation and the impact evaluation. Indicated on this graph is the
average reading speed during the impact evaluation of 22.2 words per minute. According the
Vanderbijlpark Reading Centre, grade 1 learners should attain a reading speed of 63 words per
minute. This bench mark is based on the competencies required for English as First Additional
Language (FAL).

2.3.1.3 Comprehension

Even though the reading speed of the grade 1 learners is not what is expected, the graph below
shows that the grade 1 learners definitely do understand and comprehend above the expected
level of 75% as is seen in the graph below.
Grade 1: Comprehension
100%
75%
50%
25%
0%

L3

L8

L9

L10

L13

L15

L16

L17

L18

L19

L22

L26

L28

L38

L40

L45

B.E 100% 100% 80% 100% 100% 100% 100% 100% 100% 60% 100% 100% 100% 100% 100% 80%
I.E 100% 100% 100% 100% 100% 100% 20% 100% 100% 100% 80% 100% 60% 80% 100% 100%

VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 20

Only two of the 16 learners were unable to progress through the current grade 1 curriculum as
expected. However, during the fieldwork the evaluation team was informed that the school was
aware of the comprehension levels of both these learners. The overwhelming majority of grade
1 learners clearly show that they are above the expected level of comprehension. As teachers
indicated that no additional programmes of any nature took place during the course of the
year, it was their opinion that the higher than expected level of comprehension could possibly
be attributed to the use of the XBOX in their class rooms.

2.3.2

Grade 2

2.3.2.1 Age and reading age

The graph below highlights the sampled learners of both the baseline and the impact
evaluation detailing the age and reading age of these learners.
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An analysis of the information portrayed in the graph above details that one grade 2 learner did
not improve and one learner regressed while 14 learners show improvements in their reading
ages varying from slightly (+0.2 years) to tremendously (+2.1 years). The SMT of Lakeside has
made the evaluation team aware of the fact that “learner 8” has left the school. This learner is
reflected in the graph because of the participation during the baseline evaluation.

2.3.2.2 Reading scores

The graph below reflects the individual learner information as to the reading speed of the
sampled learners that participated in both the baseline and the impact evaluation.
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Grade 2: Reading Speed
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The baseline evaluation indicated an average reading speed of 22.8 words per minute. The
impact evaluation details an average reading speed of 40.8 words per minute; an improvement
of 18 words per minute (+79%). However, according to the Vanderbijlpark Reading Centre,
grade 2 learners should be attaining 80 words per minute (English as FAL). Emanating from the
table it is evident that four of these sampled learners are in a position to attain this level. In
addition, the graph also shows that more than half the learners (9/17 = 53%) show
improvements ranging from 83% to 800%!

2.3.2.3 Comprehension

The graph below illustrates the comprehension levels of grade 2 learners participating in both
the baseline and the impact evaluation. The Vanderbijlpark Reading Centre detailed that the
comprehension levels of grade 2 learners (English FAL) is allowed to fluctuate between 60% and
70% with an average of 65%.
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The analysis of this information presented in the graph above illustrates that 14 learners (82%)
surpassed this expected bench mark. In addition, seven learners (41%) show improvements
from the baseline to the impact evaluation ranging between 50% and 400%!

2.3.3

Grade 3

2.3.3.1 Age and reading age

The graph below shows the respective age and reading age of the sampled grade 3 learners
that participated in both the baseline and the impact evaluation.
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The graph above paints a picture of learners regressing in reading age (in comparison to the
baseline information) as well as a learner improving to such an extent that their reading age has
surpassed their physical age. In total three learners (19%) have regressed in their reading age
between 0.3 years to 1.5 years while nine learners (53%) show improvements in their reading
ages in comparison to the baseline evaluation.

2.3.3.2 Reading scores

The reading speed of the sampled grade 3 learners is presented in the graph below. The graph
reflects both the baseline and the impact evaluation.
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Grade 3: Reading Speed
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The average reading speed ascertained during the baseline evaluation was 52 words per minute
while the impact evaluation shows an average reading speed of 70.5 words per minute; an
improvement of 18.5 words per minute (+36%). However, as is reflected in the graph above,
the Vanderbijlpark Reading Centre indicated that in September, grade 3 learners should be
attaining 115 words per minute. Emanating from this, the graph shows that five learners (31%)
clearly have potential of attaining this bench mark while two learners (13%) indicate to surpass
this required bench mark!

2.3.3.3 Comprehension

The graph below illustrates the comprehension levels of grade 3 learners participating in both
the baseline and the impact evaluation. The Vanderbijlpark Reading Centre detailed that the
comprehension levels of grade 2 learners (English FAL) is allowed to fluctuate between 60% and
70% with an average of 65%.
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An analysis of the information portrayed in the graph above details an increase from the eight
learners (50%) that surpassed this benchmark during the baseline evaluation to 14 learners
(88%); an increase of six learners or 43%. In other words, 88% of the sampled grade 3 learners
show that they are able to progress to grade 4 with an excellent basis of comprehension.

2.4

LIMITATIONS OF THE QUANTITATIVE RESEARCH

At the end of fieldwork pertaining to the baseline evaluation in February of 2012, the
evaluators held a final meeting with all the foundation phase teachers as well as the Deputy
Principal of Lakeside Primary School. As evaluators we wished them the best in terms of
implementing the XBOX in their classes. However, both evaluators impressed upon all
concerned the importance of sufficiently showing the anchoring of the XBOX within the
curriculum. During the succeeding explanation the evaluators detailed that what would be
sought during the impact evaluation was concrete evidence that the use of the Xbox had a
discernible and attributable positive impact on learner performance. It was explained that
teachers needed to assist the pending impact evaluation by recording the assessments of
regular teaching (for example LO1, AS1.1.1) and that they must redo this teaching at a later
date but then use the XBOX as an instrument of their teaching. In addition, the evaluators
carefully elaborated that this anchoring could not be done by a single teacher but had to be
done systemically under the management of the Deputy Principal.
During the fieldwork of the impact evaluation, the evaluators noted that their request during
the parting meeting of the baseline evaluation had not been honoured. As such, this evaluation
indicates that there is a possibility that the use of the XBOX contributed to the observed
improvements in learner performance but that there is no supporting foundation to state that
the ascertained positive difference can directly and unequivocally be attributed to the use of
the XBOX.
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CHAPTER 3

3.1

FINDINGS OF THE QUALITATIVE RESEARCH

INTRODUCTION

The qualitative research concentrated on gathering data and analysing information that
specifically focussed on the soft issues of the research. The soft issues relate to aspects such as
the different perceptions, attitudes and behaviours of the stakeholders involved with this
project. Qualitative research focuses on open-ended questions that aim to elicit a personal
response from the interviewed stakeholder. As some of these questions have been asked from
the different stakeholders, this research has endeavoured - where and when possible - to
combine this information into single tables and/or graphs. The qualitative open-ended
questions are incorporated within the different instruments and are found in the appendix of
this document at the end of this report.
The structure of this chapter finds its reflection in the different qualitative questions posed to
the different stakeholders; members of the SMT, the foundation phase teachers and the
organisations involved with the management of the project as well as the appointed evaluator.
The chapter commences with a detailed analysis of the qualitative questions posed to the
teachers and their managers. Analogue to the baseline evaluation, the chapter will
subsequently concentrate on the journal entries that these teachers were requested to keep as
well as the evidence provided concerning the use of lesson plans to facilitate the use of
Kinect/XBOX within the individual classrooms. Similar to the baseline evaluation, class visits
were also conducted during the impact evaluation. As these class visits were conducted along
similar lines and no additional information was forthcoming the odd comment pertaining to the
class visits were woven into aspects of this qualitative research. The chapter will be concluded
with an analysis pertaining to the different perceptions held by the involved organisations
SchoolNet SA and Mindset Network.

3.2

FOUNDATION PHASE TEACHERS AND SMT MEMBERS

3.2.1

How was the XBOX incorporated into the numeracy curriculum?

The graph below shows the responses of the foundation phase teachers. In total, three of the
six teachers highlighted that they have been in a position to utilize the XBOX within the
numeracy curriculum with respectively two teachers indicating that they use the scores of the
games in terms of addition and subtraction. Also two teachers stated that they use the games
to reinforce certain mathematical concepts such as number values, counting and problem
solving. In total, three teachers have indicated a single use in terms of incorporating the XBOX
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into the numeracy curriculum ranging from introduction into numeracy to integrating some of
the XBOX use into their weekly lesson planning.
Incorporation XBOX into Numeracy curriculum
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numeracy
and problem
solving

Data indicates responses from 6 teachers

During a classroom observation of a grade 1 and grade 2 teacher, this teacher provided
evidence of a lesson plan indicating a very structured approach in terms of content and
objectives. This report wishes to applaud the effort of this teacher as it illustrates that it is
possible to draw up a lesson plan pertaining to the use of the XBOX within an educational
framework.

3.2.2 How was the XBOX incorporated into the literacy curriculum?
In total, three of the six foundation phase teachers indicated that the use of the XBOX
culminated in an improvement in terms of vocabulary and listening skills. Teachers also detail
that there is an improvement in grammar and comprehension mainly due to the focus of two of
the teachers on phonics. These two teachers have connected their laptops to the XBOX and
were able to incorporate phonics into their literacy lessons.
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Incorporation XBOX into literacy curriculum
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3.2.3

How have the learners developed socialisation (life) skills from the use of the XBOX?

The use of the XBOX in developing socialisation skills centres mainly on the aspect of increasing
team work amongst learners. Learners started to help each other and also provided each other
with encouragement during the use of the XBOX.
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Data indicates responses from 6 teachers and 2 SMT members

An important benefit is seen in the increase of general knowledge, a very important factor
taking into account the socio-economic background and the limited access that most of these
learners have towards multi media. The graph above also presents the increased interaction
between learners as well as the fact that learners have become more tolerant of each other
and are increasingly more prepared to listen to each other. In addition, the XBOX has increased
their self-confidence which ultimately is a corner stone for future development. Classroom
observations in a one grade 1 class, one grade 2 class and one grade 3 class supported the
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increase in the general knowledge of the learner as the teacher commenced the lesson with
accessing the general knowledge of the learners before delving into the topic of the lesson
itself. The topics in all three of these classroom observations centred on sentence structure
either based on phonics (grade 1 and grade 2) or on vocabulary through the use of cards posted
on the board in the classroom (grade 3 class).

3.2.4 How have the learners benefitted from the use of the XBOX in their learning of
numeracy?

In total, three teachers detailed an increased motivation of their learners to learn numeracy
and mathematics related content.
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Data indicates responses from 6 teachers and 2 SMT members

This is an important factor as the foundation phase forms the basis upon which subsequent
phases of education build their curriculum content. Both teachers and SMT members highlight
the reinforcement aspect such as work completed, numeracy concepts and improved counting
and data handling. In addition, members of the SMT stated that they perceive an improvement
in the mental arithmetic of the learners.

3.2.5 How have the learners benefitted from the use of the XBOX in their learning of
literacy?

Improved verbal communication boosts the self-confidence of learners and ensures that
learners are in a better position to express themselves through quantifying the world around
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them. Both teachers and SMT members indicate an improvement in the vocabulary of learners
which according to the teachers culminates in improved sentence construction.
How have learners benefitted from XBOX in learning Literacy
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Data indicates responses from 6 teachers and 2 SMT members

Isolated responses highlight some of the soft issues that inadvertently influence the learning of
literacy; exposure to IT improves the self-confidence of learners which provides them with a
platform to express themselves through an improved vocabulary which feeds into an improved
grammar of their sentences.

3.2.6 How have the learners benefitted from the use of the XBOX in their learning of
computer skills?

Teachers detailed that the major advantage of the XBOX lies in the fact that it exposes these
learners to the world of IT and multi-media.
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VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 30

Teachers also indicated that, bearing in mind the socio-economic environment in which the vast
majority of these learners reside, it is of fundamental importance that these learners start at an
early age and get a “feel” for IT equipment and the possibilities of using such equipment to
improve the understanding of the world around them. The SMT members agree with the
general exposure of these learners to IT and the use of multi-media and highlight that this is an
excellent beginning. However, as the school does not have a PC centre, there is no follow-up of
this beginning in terms of progressing to computer-based educational programmes.

3.2.7 How have the learners benefitted from the use of the XBOX in enhancing their core
competencies of their grade?

Teachers were very vocal in detailing that through the use of the XBOX, learners are in a better
position to understand aspects of the curriculum which to date they could not fathom or could
not relate to due to the lack of these experiences in their home environment.

3

How have learners benefitted from XBOX in enhancing
core competencies

2
1
Teachers

0
Better
connection
between their
world and the
curriculum

More
motivated to
learn

Games and
information
have become
part of their
world

Enhances
mental
arthimetic

Increased
yearning for
knowledge

SMT

Data indicates responses from 6 teachers and 2 SMT members

The increased general knowledge is important to these learners in unlocking the curriculum for
them. Through this improved general knowledge, learners gained a better grasp of what the
content of the curriculum was trying to teach them. Their background does not provide the
incentives for attaining this general knowledge and through this omission they are at a
disadvantage in understanding the curriculum. Members of the SMT support the opinions
iterated by their teachers and commented that through the playing of games, learners have
improved their mental arithmetic.
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3.2.8

How has the use of the XBOX games stimulated and increased the reading of books?

Two teachers have increased the added value of the XBOX by attaching their personal laptops
to the XBOX. In this manner they were able to focus on phonics which ultimately improved their
word recognition. This increased word recognition filters into improved sentence structures
which increases their self-confidence and eventually intensifies their willingness to read a book
and join the library.
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The members of the SMT are clearly unaware of their learners joining the library, but they do
agree with the teachers that the use of the XBOX has motivated them to read which has
increased their recognition of words.

3.2.9

The use of the XBOX

The graph below details the manner in which the teachers made use of the XBOX. An analysis of
the information portrayed in the graph below highlights:
 The SMT took ownership of the XBOX by reserving periods on the time table for its use
in the classroom.
 Generally, the XBOX was utilised during school hours and the afternoons with an
isolated case during the weekends and school holidays.
 Few teachers complied with the request to maintain a journal specifically relating to the
use of the XBOX.
It is evident that the SMT has provided much support to the use of the XBOX where and when
possible.
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The use of the XBOX
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The low level of compliance to maintain a journal may emanate from the key driver of this
project leaving Microsoft during the implementation phase of the project and teachers
experiencing a resultant phase of disillusionment with the project.
3.2.10 How has gaming technology supported classroom teaching?
In total, three of the six foundation phase teachers have indicated that the use of this
technology in their classrooms has supported their direct traditional “talk-and-chalk” method of
teaching as is illustrated in the graph below.
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Data indicates responses from 6 teachers and 2 SMT members
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Both the teachers and the members of the SMT indicated that learners learn the best through
play. This learning increases their intrinsic and cognitive understanding of aspects of the
curriculum. The use of this gaming technology has aroused their interest and it has energised
the classroom atmosphere. This has provided the teachers with a unique opportunity of using
the gaming technology as a facilitation tool to their classroom teaching. Through this dynamic
use learners are more susceptible to learn than through the traditional so called “chalk and
talk” teaching method.
Important is also to take cognizance of the fact that teachers are especially using the gaming
technology when it comes to their slower learning learners. These learners are in a position to
work at their own pace and through repeated use they are able to reinforce concepts of the
curriculum.

3.2.11 How has the XBOX facilitated the learning of English?
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Both teachers and SMT detail that play is an excellent medium at the disposal of the teachers to
embed fundamental concepts of the curriculum. Play assists these teachers in laying a sound
basis upon which subsequent phases can build the language proficiency of the learner. As three
of these teachers illustrate, through play learners lose part of their natural inhibition and this
increases their self-confidence to interact with each other based on an improved vocabulary
which filters into an improved sentence structure. The graph highlights that according to both
the teachers and the SMT, the XBOX and the use of this gaming technology has facilitated the
learning of English.
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3.2.12 How has the use of the XBOX influenced the use of “Americanisation” in English?

The graph below clearly indicates that these foundation phase teachers are of the opinion that
the use of the XBOX and the games provided does not influence the “Americanisation” of
English.
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Teachers feel that at this stage of the educational process, the language used during the
utilisation of the XBOX is basic and does not provide a platform upon which “Americanisation”
of English can take place.

3.2.13 What is the educational value of the XBOX?
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The graph above illustrates that the educational value of the XBOX is more related to soft issues
such as the building of self-confidence and the acquaintance with IT equipment than curriculum
issues such as improved vocabulary.
As these responses indicate, they are critical in prepositioning the learner for the subsequent
building phases of education. These responses reflect on the learner’s intrinsic motivation to
learn.
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3.2.14 What is the sustainability of the XBOX in terms of future funding?

Teachers highlighted that in terms of future funding it was important to indicate that, based on
the socio-economic environment from which these learners come, it is crucial to lay a sound
IT/multi-media basis as early as possible during the foundation phase. As irrelevant as it may
seem, teachers commented that the changing pace of IT/multi-media changes could well entail
that these learners again become disadvantaged; now not within a political system but from a
knowledge base and the access to information perspective.
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As already detailed, two teachers emphasised that through the incorporation of their own
laptops to the XBOX, they are in a position to add value in the sense of showcasing phonics and
its basis for both vocabulary and verbal communications. A major disadvantage of the current
implementation of the XBOX was the focus on games and general knowledge. Teachers
indicated that games and gaming technology is excellent as a first step in this process but that
repetitive use of these games does tend to lead to boredom and highlights the glaring fact that
educational programmes need to be introduced during the course of the year. Games need to
be anchored within an educational context. This development must be planned by the teachers
and guided by the SMT. A natural and logical progression needs to take place from the
utilisation of games to the incorporation of educational programmes.

A member of the SMT indicated that there will be a targeted drive focussing on fundraising for
the XBOX. In addition, the SMT has also commented that this fundraising will be reflected in
next year’s school budget. This member of the SMT has unequivocally stated that they do
perceive a continuation of the XBOX project for next year. Currently, XBOX related expenses
were not reflecting in this year’s school budget because the project currently takes care of
these costs. This member of the SMT emphatically emphasized that the SGB will ensure that
these expenses will be on the Finance Meetings agenda in the pending round of budget
negotiations.
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3.2.15 What is the perception of perceived KZN DoE commitment to the XBOX project?

Two teachers and one member of the SMT believe that the value of the XBOX and gaming
technology lies in the fact that it starts a process and lays a basis upon which language
proficiency can be built. Teachers and SMT realise that as such the KZN DoE will not be inclined
to support the XBOX project per se, but they would like to make a plea to the department to
assist in terms of growing the project into educational programmes. They fervently feel that
once the department realises its potential the project could be used as a pilot study; to assist
with the provision of multi-media material in ensuring that learners with a deprived background
receive the opportunity of gaining an education that will enable them to compete with learners
from a more fortunate socio-economic environment. This opportunity might well be the crux
upon which future education rests in ensuring that large numbers of learners gain an
opportunity in accessing the labour market and enjoying career opportunities previously not
perceived.
Perception of possible KZN DoE support
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Data indicates responses from 6 teachers and 2 SMT members

3.2.16 How will the school be able to purchase new programmes and DVDs?

All six the foundation phase teachers are of the opinion that the school can only contemplate
purchasing of new DVDs, whether games, general knowledge or educational material, through
fund raising. Lakeside Primary School is registered as a no-fee school. This entails that parents
do not pay school fees to the school but that the school receives an amount as detailed by the
KZN DoE. A member of the SMT confirmed an earlier comment detailing that expense relating
to the procurement of new programmes will be budgeted for in next year’s school budget.
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3.2.17 What possible measures could the SGB contemplate to sustain the XBOX?

The SGB is in a position to raise additional funds to supplement that they receive from the
provincial department of education through activities such as donations and fund raising for
specific procurements or activities.
Possible measures SGB to sustain XBOX
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Data indicates responses from 6 teachers and 2 SMT members

The South African Schools Act provides the SGB with the necessary legal competencies to
supplement their funds. Both teachers and members of the SMT indicated that this will be the
most logical route in which to proceed.

3.2.18 Why would the SMT be willing to continue with the XBOX?

Teachers repeatedly indicated during their responses the enormous support that they have
received from the SMT during the year to implement something as alien as a XBOX within their
classrooms. The SMT has allayed personal fears as to its use and possibilities by continuously
indicating that any form of additional support to facilitate classroom teaching would ultimately
benefit the learners because of their socio-economic background and the limited access that
these learners have in terms of using multi-media. This enabling environment provided and
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supported by the SMT, ensured that two teachers were able to request the SMT the
opportunity of attaching their personal laptop to the XBOX and commenced with teaching their
learners phonics. The SMT values this inclusion and realised its potential in terms of improving
vocabulary and grammar.
Why would SMT continue the XBOX
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Data indicates responses from 6 teachers and 2 SMT members

Teachers commented that the returns of the XBOX in terms of creating an enabling
environment and improving the English of the foundation phase learners ultimately shows that
this exposure to IT and its use as a tool of facilitation is a crucial argument as to sustaining the
XBOX beyond its current life span.

3.2.19 Why would the Foundation Phase teachers be willing to continue with the XBOX?
The foundation phase teachers commenced this journey at the beginning of the year with some
hesitancy and trepidation; hesitation because it was something new, something alien,
trepidation, because the road was unchartered and the teachers were uncertain of the pending
journey as well as the possible outcomes. However, with endurance and support, both from the
SMT as well as from fellow phase colleagues, teachers have endured and seen it through to its
conclusion. For many of these teachers it involved both a professional development as well as a
personal journey. However, all six of the foundation phase teachers are in agreement as to the
value of the XBOX and the assistance that gaming technology can provide especially to learners
from a disadvantaged background as is illustrated in the graph below.
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Data indicates responses from 6 teachers and 2 SMT members

An SMT member also highlighted the positive impact of the XBOX in terms of assisting less able
learners and thereby helping the school and its teachers support the notion of inclusive
education.

3.2.20 Highlight three positive changes due to the implementation of the XBOX

The graph below presents positive changes relating to the implementation of the XBOX as
perceived by the teachers and members of the SMT.
3 positive changes due to implementation of the XBOX
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Data indicates responses from 6 teachers and 2 SMT members

The soft issues relate to the improved self-confidence of the learners and the increased intrinsic
motivation to learn. The issues relating to the curriculum highlight the importance of improving
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the phonics of the learners because it lays a sound basis for an improved vocabulary, grammar
and verbal communication of the learner. One member of the SMT reiterated an earlier
response that the XBOX is a tool that assists the teachers in implementing the curriculum vie-avie the traditional classroom teaching method of talk-and-chalk.

3.2.21 Highlight three less positive changes due to the implementation of the XBOX?

Both teachers and members of the SMT have made comments pertaining to some of the
aspects of the XBOX that definitely need future contemplation and reconceptualization. They
state that one of the drawbacks of using the Xbox in the classroom setting is that most games are
designed for one or two users and the rest of the learners need to be kept busy with something else
whilst only a few learners are engaged by the games at any one time. The teachers indicated that in

general they made use of a two-track approach: either the whole class was incorporated in the
XBOX lesson or alternatively teachers allowed the slower paced learners to make use of the
XBOX while the other learners were given additional work to complete or learners were
engaged in reading.
3 least positive changes due to the implementation of
the XBOX
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Both teachers and SMT indicated that it is extremely time consuming when considering that all
the learners need to get their chance at using the XBOX. In addition, teachers commented on
the fact that while some learners get bored quickly others get swept away in a tide of
enthusiasm that increases the noise levels within the classroom. This of course can lead to
various situations where friction can develop amongst colleagues and members of the SMT
need to rally both sides to ensure that the peace is kept and that an environment is created
that is conducive towards effective teaching and learning.
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3.3

JOURNAL ENTRIES: TEACHERS

3.3.1

Introduction

Since the baseline evaluation (March 2011) only two teachers have maintained their journals
detailing the use of the XBOX within their respective classes. Between them they have logged a
total of 39 additional entries since the baseline evaluation as is illustrated in the graph below.
Distribution Journal Entries Teachers: Impact Evaluation
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The journal entries can be categorised according to topics as is detailed in the graph above. The
majority of entries concerning life skills (12/39 = 31%) and numeracy (12/39 = 31%) with
literacy and general knowledge respectively 8 (20%) and 7 entries (18%).

3.3.2

Numeracy

The journal entries pertaining to numeracy detail both the soft issues as well as curriculum
related matters. Teachers highlighted that they use numeracy in terms of reinforcement of
concepts and that this was done by the individual learners indicating the score on the XBOX
screen as well as the class as a whole participating in such counting.
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The graph above also indicates that specific aspects of the curriculum such as addition and
subtracting, and, bigger than and smaller than have also been conducted with the use of the
XBOX.

3.3.3

Literacy

The literacy entries relate to phonics related aspects of the curriculum as is seen in the graph
below.
Journal entries pertaining to literacy
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As previously shown two teachers have attached their own laptops to the XBOX equipment and
have use this connection by including phonics into their lesson plans.

3.3.4

Life skills

Nearly half (5/12 = 42%) the journal entries relating to life skills focus on the role that the XBOX
plays in the development and co-ordination of movement. This is important because it forms
part of the foundation phase curriculum. Not only do the learners gain an improvement in the
vocabulary but also through the movement of participating in the games, learners improve
their physical co-ordination.
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Journal entries pertaining to life skills
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In addition, the entries detail the importance that learners also learn to choose and respect the
opinions of other learners. Critical life skills necessary to participate within South African
society once they commence with their careers and/or employment opportunities.

3.3.5

General knowledge

The journal entries pertaining to general knowledge centred on three topics; transportation and
the rules of the road, the different seasons and various animals.
Journal entries pertaining to general knowledge
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The importance of such topics is especially important for learners that come from a
disadvantaged socio-economic environment or do not have ready access to multi-media. This
impact evaluation has also highlighted that through the increased general knowledge, these
learners are able to understand what it is that the curriculum is trying to teach them. In other
words, it assists teachers in lowering possible barriers to learning.
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3.4

LESSON PLANS

3.4.1

Introduction

During the fieldwork of the impact evaluation, the evaluators were presented with information
detailing that at least two school meetings (19th of May and the 30th of May) have taken place
relating specifically to the use of the XBOX within the classrooms. Comments reflect that
teachers were made aware of the fact that the XBOX needs to be anchored within the
curriculum and that assessments must reflect this connection to the NCS. In addition, the
meeting of the 30th of May indicates that the Deputy Principal of Lakeside Primary School
conducted a workshop with the foundation phase teachers in which she elaborated on this link
between the use of the XBOX to assessments and the NCS.
This section of the chapter will delve into the power point presentations and the lesson plans
constructed by the foundation phase teachers reflecting this anchoring of the XBOX with
assessments and the NCS.

3.4.2

Power Point Presentations

A grade 1 teacher has provided this impact evaluation with a copy of a set of instructions
designed to assist teachers to connect their personal laptop to the XBOX. The purpose of this
connectivity is that teachers will be in a position to delve into phonics and use this medium as a
tool to facilitate their direct classroom teaching. This set of instructions details in 59 steps how
teachers can incorporate and elaborate on phonics. The instructions are detailed and very basic
in structure and assist in different aspects ranging from the use of the laptop to possible phonic
words that can be used during the lesson. A copy of the “Table of Sounds” was also provided to
indicate the different vowels and spelling patterns that teachers could use during these lessons.

3.4.3

XBOX related lesson plans

3.4.3.1 Grade 1 teacher

This grade 1 teacher has provided the evaluation team with copies of nine Kinect/XBOX lesson
plans that has been used during classroom teaching. These Kinect/XBOX lesson plans focussed
on all three learning areas of numeracy, literacy and life skills. Topics ranged from counting to
safety as is presented in the table below.
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Topics Grade 1
Numeracy

Literacy

Life Skills

Counting

Zulu Culture
Phonics
Money
Word building
Creating an avatar

Songs & dances
Animals
Safety
Sharing

These Kinect/XBOX lesson plans were structured according to a fixed format detailing the three
learning areas with each their specific sub-components, and, a section pertaining to the use of
the Kinect/XBOX.

3.4.3.2 Grade 2 teacher

The evaluation team is stunned by the wealth of information provided by this grade 2 teacher.
The team wishes to complement this teacher on her extraordinary contribution to this project.
This teacher clearly illustrates the capability of the XBOX in terms of facilitating her classroom
teaching and plainly has gone beyond the wildest expectations of the evaluators.
The grade 2 teacher has provided the following copies:
1. 13 copies of Kinect/XBOX lesson plans.
2. 11 copies of NCS lesson plans.
Ad 1 Kinect/XBOX lesson Plans
The Kinect/XBOX lesson plans were very structured in a distinctive format. Each lesson plan
indicated the following:
Basic grade information
Introduction
Theme
Teaching Phase
Learning Area
Closure Phase
Context
Resources
Three themes were used in these Kinect/XBOX lesson plans:

Transport
Only one Kinect/XBOX lesson plan was presented. This lesson focussed on the Learning
Area of Numeracy with as context the role of money.
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Animals
In total, this teacher created eight Kinect/XBOX lesson plans concentrating on:
Literacy: Phonics
5 lesson plans
Life Skills
2 lesson plans
Literacy: Sentence building
1 lesson plan

My birthday
A total of four Kinect/XBOX lesson plans were created detailing
Life Skills
2 lesson plans
Literacy
1 lesson plan
Numeracy
1 lesson plan
Ad 2 NCS lesson plans
The structure of these NCS lesson plans conforms to those utilised by the grade 1 teacher. In
other words, these two teachers have assisted each other in bringing structure into the use and
facilitation of the Kinect/XBOX into the formal lesson plans pertaining to the implementation of
the curriculum. The grade 2 teacher has provided 11 copies detailing this incorporation into the
formal teaching structures. All 11 copies detail the theme with each Learning Area (Numeracy,
Literacy and Life Skills) providing detailed information as to Learning Outcomes (LOs) as well as
Assessment Standards (ASs).
An unbelievable feat of ingenuity that truly needs to be recognised and applauded by all
stakeholders associated with this project. The goal posts have definitely been reset through the
activities of this teacher. The insight of this teacher has single-handedly provided the project
with a tremendous boost. She symbolises everything that we expect of our teachers; hard work,
dedication and the willingness to go the proverbial extra mile.
This teacher has provided the project with concrete evidence that it is possible to use the
Kinect/XBOX as a tool for transforming classroom teaching into something exciting for the
learners. Through the use of the XBOX this teacher is able to make the process of learning
interesting. She is able to create an environment in which learners could possibly be more
receptive towards teaching and learning.
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The following topics were reviewed
Topics Grade 2
Numeracy

Literacy

Life Skills

Number concept
Lengths
Data handling
Graphs
Shapes
Basic operations
Ordinal numbers
Word sums
Money

Creative writing
Tenses
Phonics
Listening
Alphabet
Sentence structure
Oral vocabulary

Physical movement
Materials
Homes
Animals
Sports
Transport

3.5

ORGANISATIONS INVOLVED IN MANAGING THE PROJECT

Microsoft USA funded the XBOX project with the project management contracted to SchoolNet
and Mindset Network appointed as the evaluator. The evaluation of the XBOX would take place
in the form of both a baseline and an impact evaluation. SchoolNet and Mindset Network were
approached with a qualitative instrument (attached in the appendix at the end of this report)
requesting information relating to both the implementation as well as the perceived impact of
the XBOX. This section elaborates on their responses.

3.5.1

What is the perceived relationship between the SMT and the FP teachers?

Both Mindset Network and SchoolNet indicated that the SMT of Lakeside Primary School was
very supportive of the XBOX intervention for foundation phase learners as is seen in the graph
below.
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The responses illustrated in the graph above are a clear reflection of responses captured earlier
with the foundation phase teachers. Mindset Network highlights the fact that the SMT is unsure
as to the utility of the XBOX within their mandate of implementing the curriculum. The
responses of SchoolNet illustrate their understanding that the SMT had a definite perception of
a need especially in literacy and that they were under no illusion as to the possible lack of
capacity in terms of experience of their teachers. The SMT realised that the implementation of
the XBOX would go hand-in-hand with support from the SMT.
3.5.2

What is the educational value of the XBOX?

Whilst at the outset of this project the implementers (SNSA) believed that the Xbox would
demonstrate tremendous educational value the evaluators (Mindset) were more cautious and
posed a range of questions.
Educational value of the XBOX?
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In general, Mindset Network questions the educational value of the use of the XBOX within the
present classroom environment. These queries form the heart and soul of the evaluation with
answers found in both the quantitative findings as well as qualitative responses of teachers
themselves. The foundation phase teachers have responded that they do perceive an
educational value of the XBOX; it builds the self-confidence of learners, makes the learners
more comfortable with IT equipment, forms a point of departure that needs to develop from
games to educational programmes, it has increased the general knowledge of the learners as
well as improved their vocabulary.
3.5.3

Is the XBOX project sustainable as a tool of facilitation?

Mindset Network has doubts concerning the sustainability of the XBOX as a tool that can assist
the facilitation of management and implementation of the curriculum. This doubt is based on
the premise that the organisation questions whether the school will be able to maintain this
sustainability through the ownership of the XBOX.
SchoolNet however clearly is of the opinion that the XBOX has proved itself in terms of assisting
the implementation of the curriculum. Teachers have enhanced the capacity of the XBOX by
connecting it to their personal laptops and commencing with phonics.
XBOX sustainable as a facilitation tool?
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Emanating from the qualitative responses of the teachers, it is evident that teachers have
similar doubts but also share in the added value that they have provided the XBOX project
through the connectivity with both the laptop and the TV. Teachers have illustrated the
enormous value of especially the laptop connectivity with the XBOX in terms of incorporating
phonics into their lesson plans. The enhancement of phonics has laid an excellent basis for the
improvement in vocabulary which feeds into an improved sentence structure and verbal
communication.
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3.5.4

Is the XBOX project sustainable in the procurement of new programmes?

Mindset Network expands on its response as detailed in the previous sub-paragraph.
Mindset Network’s train of thought is logical in nature and based on simple causality; due to
the limited range of titles of games and general knowledge, and with no new expansion of this
range in terms of educational programmes in the foreseeable future, it is highly questionable
whether the XBOX can fulfil that role envisioned in terms of sustainability and future
procurement of new programmes, especially educational programmes. SchoolNet also
expresses its doubt by clearly asking how the school (i.e. the SGB) will (i.e. can) afford such an
expense. The teachers have stated that the SGB will have to commence on special fund-raising
to cover these expenses.2
3.5.5

Is the XBOX project sustainable in terms of future funding?

Mindset Network reflects on the question of the sustainability of the XBOX project in terms of
future funding by elaborating on their response as previously indicated. Mindset Network
recognises that the project commenced on a high note with an official launch with a delegation
from both Microsoft Europe and the KZN Department of Education. The impression that was
presented during the launch was one of a desired continuation of this project. However, with
the driver of the project leaving the project due to a change in career opportunities, Mindset
Network questions the sustainability of the project in terms of future funding.
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SchoolNet indicates that it assumed that a natural progression of the project was embedded
within its conceptualisation. Subsequently it shares Mindset Network’s concern as to the role
2

Kinect has partnered with Sesame Street and National Geographic and it is envisioned that this latest development
could provide teachers with ample education games to choose from in the near future.
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and commitments of Microsoft. SchoolNet concludes their responses by providing some hope
in the sense that it is prepared to assist in seeking future funding, responses that to a large
degree have also been iterated by the teachers and members of the SMT.

3.5.6

Is the XBOX project sustainable within the SMT?

The graph below highlights the role of devil’s advocate that Mindset Network is pursuing. It is
all well that the project commences on a high note with an official launch and articles in various
newspapers around the world, but unless the project is able to provide sufficient evidence in
the form of a logical progression of the XBOX from games to educational programmes, Mindset
Network has its doubts concerning the sustainability of the project. This fundamental
progression is of critical importance if the XBOX wishes to be in a position to indicate that the
sustainability of gaming technology within education is a tangible and a worthwhile tool to
facilitate the traditional teaching method of talk-and-chalk.
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The graph above shows that SchoolNet is responding along similar lines. Even though the SMT
is fully supportive of the XBOX project, SchoolNet realises that the school is located outside of
the regular channels as to different funding streams. Nevertheless, SchoolNet understands the
need to show case the success of the XBOX to keep the sustainability of the project alive within
the SMT.
3.5.7

Is the XBOX project sustainable within the FP teachers?

Commencing with the excitement of the project launch, Mindset Network progresses to the
Achilles heel of the project: without the progression into educational programmes, there is no
future.3

3

Kinect has partnered with Sesame Street and National Geographic and it is envisioned that this latest development
could provide teachers with ample education games to choose from in the near future.
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The response from SchoolNet highlights two mutually beneficial trends: on the one hand, the
XBOX has given teachers exposure to IT and the gaming technology while on the other hand it
has provided teachers with the possibility of using the XBOX as a tool to facilitate the traditional
method of class room teaching. However, even with this exposure, some of the FP teachers
remain unexposed to this utilisation.
3.5.8

Is the XBOX project sustainable with the KZN DoE?

Both Mindset Network and SchoolNet provided responses highlighting that in their opinion, the
KZN Department of Education is presently not in a position to evaluate the XBOX in terms of
opportunities and possibilities that it presents to the teachers as a tool to facilitate the
traditional method of classroom teaching.
SchoolNet commented that the interest was evidently present during the official launch of the
project in March of this year, but that interest has waned and ebbed away as is illustrated in
the graph below.
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CHAPTER 4 KEY FINDINGS, CONCLUSION AND RECOMMENDATIONS
4.1

KEY FINDINGS

The impact evaluation has the following key findings:

There is a marked change in the levels of competency of the foundation phase learners. A
comparison of an assessment aggregate between 2010 and 2011 shows that there is a
distinct movement of learners away from Level 1 (Not Achieved). This concerns both
numeracy and literacy irrespective of grade. However, the exception is grade 3 literacy
that indicates a minor movement of learners away from Level 1 (Not Achieved).

The reading age of all learners has improved during the course of the year. However, only
in two cases (grade 3) has this improvement led to an equal in terms of reading age with
the physical age of the learners and in one instance has the reading age of the learner
surpassed the learners physical age (grade 3).

The reading scores pertaining to the reading speed of the learners have all improved in
comparison to the baseline evaluation. However, the grade average of the reading speed
highlights that no grade has attained its expected level in terms of words per minute. The
average reading speed for grade 1 was 22.2 words per minute while it should be 63 words
per minute according to September levels. Grade 2 has an average reading speed of 40.8
while the September level is 80 words per minute. Grade 3 learners attained an average
reading speed of 70.5 words per minute against an expected September level of 115
words per minute. This correlation is based on English as First Additional Language.

All grades have surpassed their levels of comprehension. Isolated cases per grade show
that only a few learners were not in a position of attaining the required level of
comprehension.

The incorporation of the XBOX within the numeracy curriculum concentrated on aspects
such as number concepts, smaller than and bigger than, data handling and general
reinforcement of basic aspects such as addition and subtraction.

The incorporation of the XBOX within the literacy curriculum focuses on improving the
vocabulary of the learners. Through this improvement, learners can express themselves
better which filters into an improved comprehension which in turn influences the
grammar and the sentence structure of the learners.

The incorporation of the XBOX within the Life Skills curriculum is highlighted through an
improved vocabulary, learners become more self-confident which feeds into a better
understanding of the curriculum making learners more motivated to learn and increases
their yearning for knowledge.

Two teachers, one in grade 1 and one in grade 2, have connected their private laptops to
the XBOX in their classrooms. Through this connectivity these teachers were in a position
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to incorporate phonics into their lesson plans. This elaboration of phonics assists these
teachers in focussing on the basics of literacy. This increased word recognition filters into
improved grammar which ultimately improves the sentence structures of the learners.
The grade 2 teacher has not only anchored the XBOX within NCS lesson plans, but has also
created specific Kinect/XBOX lesson plans. The grade 2 teacher has provided 11 examples
detailing this incorporation into the formal teaching structure. All 11 examples detail the
theme within each Learning Area (Numeracy, Literacy and Life Skills) and provide detailed
information as to Learning Outcomes (LOs) as well as Assessment Standards (ASs).
An important benefit of the XBOX is seen in the increase of general knowledge, a very
crucial factor taking into account the socio-economic background and the limited access
that most of these learners have concerning multi-media. The increased general
knowledge is important to these learners because it assists them in unlocking the
curriculum. Through this improved general knowledge, learners gained a better grasp of
what the content of the curriculum is trying to teach them. Their background does not
provide the incentives for attaining this general knowledge and through this omission
they are at a disadvantage in understanding the curriculum.
Both the teachers and the members of the SMT indicated that learners learn the best
through play. This learning increases their intrinsic and cognitive understanding of aspects
of the curriculum. The use of this gaming technology has aroused their interest and it has
energised the classroom atmosphere. This has provided the teachers with a unique
opportunity of using the gaming technology as a facilitation tool to their classroom
teaching. Through this dynamic use learners are more susceptible to learn than through
the traditional teaching method of “talk-and-chalk”.
Important is also to take cognizance of the fact that teachers are especially using the
gaming technology when it comes to their slower learning learners. These learners are in
a position to work at their own pace and through repeated use they are able to reinforce
concepts of the curriculum.
Play assists these teachers in laying a sound basis upon which subsequent phases can
build the language proficiency of the learner. Through play learners lose part of their
natural inhibition and this increases their self-confidence to interact with each other
based on an improved vocabulary which filters into an improved sentence structure.
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4.2

CONCLUSIONS

The impact evaluation draws the following conclusions:
 It has not been possible for this evaluation to state that the positive changes indicated
during the analysis of the quantitative research are based on the use and
implementation of the XBOX. The teachers have not systemically embedded the XBOX
within the management and the implementation of the curriculum. This evaluation
indicates that there is a possibility that the Xbox positively impacted on learner
performance but there is no supporting foundation to state that the ascertained
positive difference can be directly attributed to the use of the XBOX.
 Teachers have successfully shown that they are able to utilise the XBOX in assisting
them with the implementation of the curriculum.
 Only one teacher was in a position to indicate that the XBOX can be used as a tool in
transforming classroom teaching into something exciting for the learners. Through the
use of the XBOX this teacher was able to make the process of learning interesting. She
was able to create an environment in which learners could possibly be more receptive
towards teaching and learning.
 Two teachers have successfully shown that it is possible to incorporate the XBOX within
the traditional lesson plan structure of teaching.
 One teacher has successfully shown that she is able to create specific Kinect/XBOX
lesson plans relating to the NCS.

4.3

RECOMMENDATIONS

The impact evaluation recommends the following:
 That the current base of teachers utilising the XBOX within the framework of the NCS is
increased to incorporate all foundation phase teachers.
 That the SMT of Lakeside Park Primary School requests the assistance of the grade 2
teacher to help them in empowering the other foundation phase teachers in designing
Kinect/XBOX related lesson plans anchored within the NCS.
 That the SMT takes ownership of the limitations of general knowledge and games as
such and develops an annual intervention schedule per grade that commences with
games but progresses into general knowledge and culminates in educational
programmes.
 That the SMT of Lakeside Park Primary School contemplates extending the XBOX project
into the Intermediate Phase and starts with grade 4 in 2012. Learners have benefitted
from the XBOX in terms of its value in assisting teachers to implement the curriculum.
The SMT will need to develop a schedule that will detail the inclusion of subsequent
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grades into the project. Learners must not become disadvantage due to the lack of IT
equipment and the omission of multi-media.
That the SMT manages the process in which the use of the XBOX is systemically
embedded within the management and the implementation of the curriculum. It is
recommended that additional monitoring takes place to ensure differences
materialising in the quantitative data is supported through the anchoring of the XBOX
within the curriculum. This could be done through the synchronisation of assessments
through regular teaching as well as through the use of the XBOX. This means that a topic
(specified by LO and AS) needs to be taught and assessed as it is detailed in the work
schedule and then taught and assessed at a later date based on using the XBOX.
Through this parallel trajectory a detailed oversight will be gained as to the systemic
anchoring of the XBOX within the implementation of the curriculum.
That as the XBOX has been implemented within one school, the project could
contemplate increasing the number of schools within a pre-pilot or pilot study
approach. It will thus be possible for the project to start with the creation of a body of
knowledge relevant for possible roll out on a far larger scale.
As the qualitative research has indicated, learners have gained valuable IT skills. These
skills could be built upon if the school was in a position to provide the learners with
access to a PC Centre. In this regard, learners will be in an ideal position to enhance
these skills and to progress to educational programmes. It is recommended that the SGB
of the school possibly contemplates such an endeavour based on a process of factfinding and sound financial principles such as a cost-benefit analysis.
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APPENDIX: INSTRUMENTS USED TO CONDUCT THE EVALUATION

Evaluation of the XBOX and Kinect
Impact Evaluation

Project Management

Mindset Network

Basic Information
Name of organization
Position respondent in organization
Date of Interview
Qualitative questions
1. Please describe the role of Mindset Network when the XBOX projected commenced

2. Please describe how the role of Mindset Network evolved in the course of this year
(2011)

3. Please describe the change in your perceptions of:
3.a
The relationship between the school and its community through the implementation of
the XBOX
Perceptions at the beginning of the year
Perceptions currently

3.b
The relationship between the School Management Team (SMT) and the foundation phase
teachers through the implementation of the XBOX
Perceptions at the beginning of the year
Perceptions currently
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3.c
The educational value of the XBOX
Perceptions at the beginning of the year

Perceptions currently

3.d
The sustainability of the XBOX as a facilitation tool from 2012 onwards
Perceptions at the beginning of the year
Perceptions currently

3.e
The sustainability of the XBOX in terms of the procurement of additional programmes,
DVDs etc
Perceptions at the beginning of the year
Perceptions currently

3.f
The sustainability of the XBOX in terms of continued funding of the project beyond 2011
Perceptions at the beginning of the year
Perceptions currently

3.g
The sustainability of the XBOX within the provincial department of education
Perceptions at the beginning of the year
Perceptions currently

3.h
The possible support that the provincial department of education is willing to commit to
the XBOX project
Perceptions at the beginning of the year
Perceptions currently

3.i
The sustainability of the XBOX within the School Management Team (SMT)
Perceptions at the beginning of the year
Perceptions currently

3.j
The sustainability of the XBOX with the Foundation Phase teachers
Perceptions at the beginning of the year
Perceptions currently

Many thanks for your participation. Compliments for the information provided.
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Evaluation of the XBOX and Kinect
Impact Evaluation

Project Team

SchoolNet

Basic Information
Name of organization
Position respondent in organization
Date of Interview
Qualitative questions
1. Please describe the role of SchoolNet when the XBOX projected commenced

2. Please describe how the role of SchoolNet evolved in the course of this year (2011)

3. Please describe the change in your perceptions of:
3.a
The relationship between the school and its community through the implementation of
the XBOX
Perceptions at the beginning of the year
Perceptions currently

3.b
The relationship between the School Management Team (SMT) and the foundation phase
teachers through the implementation of the XBOX
Perceptions at the beginning of the year
Perceptions currently

3.c
The educational value of the XBOX
Perceptions at the beginning of the year
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3.d
The sustainability of the XBOX as a facilitation tool from 2012 onwards
Perceptions at the beginning of the year
Perceptions currently

3.e
The sustainability of the XBOX in terms of the procurement of additional programmes,
DVDs etc
Perceptions at the beginning of the year
Perceptions currently

3.f
The sustainability of the XBOX in terms of continued funding of the project beyond 2011
Perceptions at the beginning of the year
Perceptions currently

3.g
The sustainability of the XBOX within the provincial department of education
Perceptions at the beginning of the year
Perceptions currently

3.h
The possible support that the provincial department of education is willing to commit to
the XBOX project
Perceptions at the beginning of the year
Perceptions currently

3.i
The sustainability of the XBOX within the School Management Team (SMT)
Perceptions at the beginning of the year
Perceptions currently

3.j
The sustainability of the XBOX with the Foundation Phase teachers
Perceptions at the beginning of the year
Perceptions currently

Many thanks for your participation. Compliments for the information provided.
VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 63

Evaluation of the XBOX and Kinect
Chairperson SGB

Impact Evaluation Interview Instrument

Name of school
Name of SGB Chairperson
Date of interview

1. Please answer the following statements:
Statement:
1.1 The time allocated for the XBOX is officially on the timetable?
1.2 The time allocated for the use of the XBOX is within the official
school hours?
1.3 Has the school used the XBOX for extracurricular activities in the
afternoons?
1.4 Has the school used the XBOX for extracurricular activities in the
weekends?
1.5 Has the school used the XBOX for extracurricular activities during the
school holidays?
1.6 Has the SGB taken official ownership of the XBOX during a SGB
meeting?
1.7 Has the XBOX been added to the Asset Register of the school?
1.8 Has the XBOX been incorporated into the School Development Plan
(SDP)?
1.9 Has the XBOX been incorporated into the School Improvement Plan
(SIP)?
1.10
Is the school responsible for the maintenance of the XBOX
equipment?

Yes:

No:

IF YES:
A). Has the Finance Committee drawn up a budget for the cost
of maintenance?
B). Has the SGB sanctioned the budget for maintenance?
C). Does the budget indicate the use electricity?
D). Does the budget include the provision for the replenishment
of equipment due to wear and tear, theft etc?
E). Is there an expense item relating to the insurance of the
equipment?
F). Has the school requested three quotes from different
suppliers before purchasing the equipment?
2. Please describe what processes the SMT has put in place to manage the use of the
XBOX as a tool of facilitation of Numeracy and Literacy.
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3. Please describe how the learners have developed socialisation (life) skills from the use
of the XBOX games.

4. Please describe how the learners have benefitted from the use of the XBOX games in
their learning of numeracy.

5. Please describe how the learners have benefitted from the use of the XBOX games in
their learning of literacy.

6. Please describe how the learners have benefitted from the use of the XBOX games in
their learning of computer skills.

7. Please describe how the learners have benefitted from the use of the XBOX games in
enhancing their core competencies of their grade.

8. Please describe how the use of the XBOX games has stimulated and increased the
reading of books.

9. Please describe how the gaming technology has supported classroom teaching.

10. Please describe how the use of the XBOX has facilitated the use of English.
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11. Please detail what the educational value is of the XBOX

12. Please indicate the sustainability of the XBOX in terms of continued funding beyond
2011

13. Please indicate your perception of the possible support that the provincial department of
education is willing to commit to the XBOX project

14. Please indicate how the school will be able to purchase new programmes, DVDs etc for
the XBOX

15. Please detail the possible measures that the SGB could contemplate to sustain the
XBOX beyond 2011

16. Please indicate why the SMT would wish to continue with the XBOX beyond 2011

17. Please indicate why the foundation phase teachers would be willing to continue with the
XBOX beyond 2011

18. Please highlight the three positive changes brought about by the implementation of the
XBOX

19. Please highlight the three least desirable changes brought about by the implementation
of the XBOX

Many thanks for assisting with the conducting of this interview. Your assistance is appreciated.
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Evaluation of the XBOX and Kinect
Principal of the school: Impact Evaluation Interview Instrument
Name of school
Name of the principal
Grades teaching
Date of interview

1. Please answer the following statements:
Statement:
1.1 The time allocated for the XBOX is officially on the timetable?
1.2 The time allocated for the use of the XBOX is within the official
school hours?
1.3 Has the school used the XBOX for extracurricular activities in the
afternoons?
1.4 Has the school used the XBOX for extracurricular activities in the
weekends?
1.5 Has the school used the XBOX for extracurricular activities during the
school holidays?
1.6 Has the SGB taken official ownership of the XBOX during a SGB
meeting?
1.7 Has the XBOX been added to the Asset Register of the school?
1.8 Has the XBOX been incorporated into the School Development Plan
(SDP)?
1.9 Has the XBOX been incorporated into the School Improvement Plan
(SIP)?
1.10
Is the school responsible for the maintenance of the XBOX
equipment?

Yes:

No:

IF YES:
A). Has the Finance Committee drawn up a budget for the cost
of maintenance?
B). Has the SGB sanctioned the budget for maintenance?
C). Does the budget indicate the use electricity?
D). Does the budget include the provision for the replenishment
of equipment due to wear and tear, theft etc?
E). Is there an expense item relating to the insurance of the
equipment?
F). Has the school requested three quotes from different
suppliers before purchasing the equipment?
2. What processes has the SMT put in place to manage the use of the XBOX as a tool of
facilitation for Numeracy and Literacy.
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3. Describe how the learners have developed socialisation (life) skills from the use of
XBOX games.

4. Describe how the learners have benefitted from the use of the XBOX games in their
learning of numeracy.

5. Describe how the learners have benefitted can benefit from the use of the XBOX
games in their learning of literacy.

6. Describe how the learners have benefitted from the use of the XBOX games in their
learning of computer skills.

7. Describe how the learners have benefitted from the use of the XBOX games in
enhancing their core competencies of their grade.

8. Describe how the use of the XBOX games has stimulated and increased the reading
of books.

9. Describe how the gaming technology has supported classroom teaching.

10. Describe how the use of the XBOX has facilitated the use of English.
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11. Please detail what the educational value is of the XBOX

12. Please indicate the sustainability of the XBOX in terms of continued funding beyond
2011

13. Please indicate your perception of the possible support that the provincial department of
education is willing to commit to the XBOX project

14. Please indicate how the school will be able to purchase new programmes, DVDs etc for
the XBOX

15. Please detail the possible measures that the SGB could contemplate to sustain the
XBOX beyond 2011

16. Please indicate why the SMT would wish to continue with the XBOX beyond 2011

17. Please indicate why the foundation phase teachers would be willing to continue with the
XBOX beyond 2011

18. Please highlight the three positive changes brought about by the implementation of the
XBOX

19. Please highlight the three least desirable changes brought about by the implementation
of the XBOX

Many thanks for assisting with the conducting of this interview. Your assistance is appreciated.
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Evaluation of the XBOX and Kinect
Foundation Phase Head: Impact Evaluation Interview Instrument
Name of school
Name of FP Head
Grades teaching
Date of interview

1. Please answer the following statements:
Statement:
1.1 The time allocated for the XBOX is officially on the timetable?
1.2 The time allocated for the use of the XBOX is within the official
school hours?
1.3 Has the school used the XBOX for extracurricular activities in the
afternoons?
1.4 Has the school used the XBOX for extracurricular activities in the
weekends?
1.5 Has the school used the XBOX for extracurricular activities during the
school holidays?
1.6 Has the SGB taken official ownership of the XBOX during a SGB
meeting?
1.7 Has the XBOX been added to the Asset Register of the school?
1.8 Has the XBOX been incorporated into the School Development Plan
(SDP)?
1.9 Has the XBOX been incorporated into the School Improvement Plan
(SIP)?
1.10
Is the school responsible for the maintenance of the XBOX
equipment?

Yes:

No:

IF YES:
A). Has the Finance Committee drawn up a budget for the cost
of maintenance?
B). Has the SGB sanctioned the budget for maintenance?
C). Does the budget indicate the use electricity?
D). Does the budget include the provision for the replenishment
of equipment due to wear and tear, theft etc?
E). Is there an expense item relating to the insurance of the
equipment?
F). Has the school requested three quotes from different
suppliers before purchasing the equipment?
2. What processes has the SMT put in place to manage the use of the XBOX as a tool of
facilitation for Numeracy and Literacy.
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3. Describe how the learners have developed socialisation (life) skills from the use of
XBOX games.

4. Describe how the learners have benefitted from the use of the XBOX games in their
learning of numeracy.

5. Describe how the learners have benefitted can benefit from the use of the XBOX
games in their learning of literacy.

6. Describe how the learners have benefitted from the use of the XBOX games in their
learning of computer skills.

7. Describe how the learners have benefitted from the use of the XBOX games in
enhancing their core competencies of their grade.

8. Describe how the use of the XBOX games has stimulated and increased the reading
of books.

9. Describe how the gaming technology has supported classroom teaching.

10. Describe how the use of the XBOX has facilitated the use of English.
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11. Please detail what the educational value is of the XBOX

12. Please indicate the sustainability of the XBOX in terms of continued funding beyond
2011

13. Please indicate your perception of the possible support that the provincial department of
education is willing to commit to the XBOX project

14. Please indicate how the school will be able to purchase new programmes, DVDs etc for
the XBOX

15. Please detail the possible measures that the SGB could contemplate to sustain the
XBOX beyond 2011

16. Please indicate why the SMT would wish to continue with the XBOX beyond 2011

17. Please indicate why the foundation phase teachers would be willing to continue with the
XBOX beyond 2011

18. Please highlight the three positive changes brought about by the implementation of the
XBOX

19. Please highlight the three least desirable changes brought about by the implementation
of the XBOX

Many thanks for assisting with the conducting of this interview. Your assistance is appreciated.
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Evaluation of the XBOX and Kinect
Teacher

Impact Evaluation

Interview Instrument

Name of school
Name of teacher
Grade teaching
Date of interview

1. Please describe how you have incorporated the XBOX games into the numeracy
curriculum.

2. Please describe how you have incorporated the XBOX games into the literacy
curriculum.

3. Please describe how the learners have developed socialisation (life) skills from the use
of XBOX games.

4. Please describe how the learners have benefitted from the use of the XBOX games in
their learning of numeracy.

5. Please describe how the learners have benefitted from the use of the XBOX games in
their learning of literacy.

6. Please describe how the learners have benefitted from the use of the XBOX games in
their learning of computer skills.
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7. Please describe how the learners have benefitted from the use of the XBOX games in
enhancing their core competencies of their grade.

8. Please describe how the use of the XBOX games has stimulated and increased the
reading of books.

9. Please answer the following statements:
Statement:

Yes:

No:

9.1 The time allocated for the XBOX is on the timetable.
9.2 The time allocated for the use of the XBOX is within school hours?
9.3 Have you used the XBOX for extracurricular activities in the afternoons?
9.4 Have you used the XBOX for extracurricular activities during weekends?
9.5 Have you used the XBOX for extracurricular activities during school holidays?
9.6 Have you used a journal to document information concerning the use of the
XBOX?

10. Please describe how gaming technology has supported classroom teaching.

11. Please describe how the use of the XBOX has facilitated the learning of English.

12. Please describe how the use of XBOX has influenced the use of “Americanisation”
English dialect?

13. Please detail what the educational value is of the XBOX

VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 74

14. Please indicate the sustainability of the XBOX in terms of continued funding beyond
2011

15. Please indicate your perception of the possible support that the provincial department of
education is willing to commit to the XBOX project

16. Please indicate how the school will be able to purchase new programmes, DVDs etc for
the XBOX

17. Please detail the possible measures that the SGB could contemplate to sustain the
XBOX beyond 2011

18. Please indicate why the SMT would wish to continue with the XBOX beyond 2011

19. Please indicate why the foundation phase teachers would be willing to continue with the
XBOX beyond 2011

20. Please highlight the three positive changes brought about by the implementation of the
XBOX

21. Please highlight the three least desirable changes brought about by the implementation
of the XBOX

Many thanks for assisting with the conducting of this interview. Your assistance is appreciated.
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Evaluation of the Xbox and Kinect
Impact Evaluation: Classroom observation of learners
1. Class observation:
Name of educator
Grade
Number of learners
Length of period
2. Observer information
Date of observation
Name of observer
Time of observation
Number of learners engaged with program
Number of learners as spectators

From

To

3. Description of what the learners did during the lesson in 5 minute intervals
0-5 min
6-10 min
10-15 min
15-20 min
20-25 min
25-30 min
30-35 min
4. Description of what the educator did during the lesson in 5 minute intervals
0-5 min
6-10 min
10-15 min
15-20 min
20-25 min
25-30 min
30-35 min
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5. Describe the activity that you observed during this lesson:

6.

To which learning area is this activity related? Tick the appropriate space.
Literacy
Numeracy
Life skills

7.

To which part of the curriculum is this activity connected? Ask the educator.

8.

Is this activity being integrated with a previous or future lesson? Ask the educator.

9.

What is the educational value of the activity? Answer under the following sub-headings
9.1
List concepts learned
9.2

Consolidation of concepts

10. General impression/s on the educational value of the lesson. Please provide an evidence
based response.
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ASSESSMENT FOR GRADE 1 LEARNERS
The teacher must read each question to the learners reasonably slowly audibly and at least twice, and then
give learners time to write answers independently in the spaces provided. Once they have finished
answering, continue to read the next question in the same way and give them time to write answers. Follow
the same procedure to the last question.
1. Tick the shape that is a triangle.

2. Fill in the missing numbers

29

28

26

3. Write down the name of the following numbers in the space next to the number
22
15
9

4. Write down the following numbers from the smallest to the biggest in the blocks provided: 22, 26
and 23

5. How many stars are there? Write your answer in the block
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6. Complete the following:
(a)

11 + 3 = _____

(b)

15 - 12 = _____

(c)

7 + 8 = _____

7. How many boxes are there? Write your answer in the circle.

8. Write 3 in the small box and 1 in the big box

9

Write down in the empty block the number of faces

10. What is the answer? Write it in the Block
3+8+4=
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ASSESSMENT FOR GRADE 2 LEARNERS
The teacher must read each question to the learners reasonably slowly audibly and at least twice, and then
give learners time to write answers independently in the spaces provided. Once they have finished
answering, continue to read the next question in the same way and give them time to write answers. Follow
the same procedure to the last question.
1. Write down the names of the following numbers in the space next to the number:

13
27
55

2. I cook two potatoes and place them on one plate. How many potatoes must will I cook for 6
plates? Write down your answer in the circle below.

3. Fill in the answer
57 -

= 49

4. Count in 10s. Fill in the missing number
90

80

70

5. Tick the biggest number:
91
VES
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6. Which shape is a rectangle? Place a tick inside the rectangle

7. Fill in the missing numbers

32

8

34

75

70

What is half of 18? Write your answer in the block below.

9. Fill in the missing number in the circle
3

6

9

12

15

18

21

24

27

30

10 Arrange the following numbers from smallest to biggest and write them in the blocks. 57, 75, 23,
32, 9 and 19
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ASSESSMENT FOR GRADE 3 LEARNERS
The teacher must read each question to the learners reasonably slowly audibly and at least twice, and then
give learners time to write answers independently in the spaces provided. Once they have finished
answering, continue to read the next question in the same way and give them time to write answers. Follow
the same procedure to the last question.
1.
Fill in the missing numbers in the empty blocks
3

12

35

45

80

70

55

60

175
2.

15

125

100

Fill in the answers to the following sums.
(a)
39 - 17 = ____
(b)

16 = 8 + _____

(c)

19 + 29 = _____

(d)

14 + 6 = 9 + _____

3.

Write the number 1 in the circle, the number 2 in the rectangle and the number 3 in the
square.

4.

Write down the number of objects in the table below in words:
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5.

Draw the shape that comes next?

6.

What is half of 38? Write your answer in the circle

7.

Double the number 14 and write your answer in the circle

VES

Impact Evaluation: XBOX Lakeside Park Primary School

Page 83

Grade 1: Sam
I am a man. My name is Sam. I am a man. I am a tall man. Sam has a van. Sam has a small van.
Sam wants to go to the dam. Sam wants to go to the dam in the van. Cat and Rat sit in the van.
Cat and Rat want to go to the dam. They want to go to the dam. Sam wants to go to the dam.
They want to go with Sam.

QUESTIONS
1. My name is …?
a) Pam
b) Sam
c) Pat
d) Rat
2. Sam is a …?
a) dog
b) cat
c) man
d) rat
3. Sam has a …. van.
a) red
b) big
c) small
d) cool
4. Cat and Rat … in the van.
a) play
b) sit
c) walk
d) run
5. They want to go to the …
a) dam
b) zoo
c) mall
d) wall
Copyright: Reading Centre
Vanderbijlpark
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Grade 2: Bears
Ten bears play in the park. One flies a kite. Nine bears stand in a line. Nine bears play in the
park. One looks at the stars. Eight bears stand in a line. Eight bears play in the park. One swims
in the dam. Seven bears stand in a line. Seven bears play in the park. One reads a book. Six
bears stand in a line. Six bears play in the park. One skips with a rope. Five bears stand in a line.
Five bears play in the park. One eats cake. Four bears stand in a line. Four bears play in the
park. One draws with pens. Three bears stand in a line. Three bears play in the park. One jumps
up and down. Two bears stand in a line. Two bears play in the park. One dreams. One bear
stands in a line. One bear plays in the park. He sees his friends play. One, two, three, four, five,
six, seven, eight, nine and ten.

QUESTIONS
1. Where do the bears play?
a) In the dam.
b) In the park.
c) In the zoo.
d) In the car.
2. One bear looks at the …?
a) moon
b) sun
c) stars
d) cars
3. One bear reads a …?
a) book
b) paper
c) letter
d) sign
4. One bear eats …?
a) jam
b) beans
c) cake
d) chips
5. One bear draws with …?
a) paint
b) pens
c) clay
d) water
Copyright: Reading Centre
Vanderbijlpark
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Grade 3: Grumpy and Penny

Grumpy elf and Penny the fairy lived at the end of the garden. They lived under two old and
rusty pots. The mean grey cat sat next to the pot. She waited for the elf and the fairy. She
waited to catch them. Grumpy wanted some buns with his tea. He takes his moneybox and
counts his money. He counted fifty, sixty, seventy cents. He gladly called his friend Penny, and
invited her for tea. They wanted to go to the shop to buy buns for their tea. They looked out,
the grey cat was sleeping. It was risky to go out. They tip-toed to the shop and bought nice
crusty buns. They ran back home and made a nice cup of tea. They have nice crusty buns with
their tea. The cat did not catch them, she just stayed fast asleep.

QUESTIONS
1. Where did the elf and the fairy live?
a) In the beginning of the garden.
b) Under two old and rusty pots.
c) At the end of the garden.
d) Answers 2 and 3 are both correct.
2. Who sat next to the pot?
a) Grumpy elf.
b) The grey cat.
c) Penny the fairy.
d) The mean black cat.
3. Who did the cat wait for?
a) The dog.
b) The elf.
c) The fairy and the elf.
d) The fairy.
4. What did Grumpy want with his tea?
a) Cake.
b) Cookies.
c) Buns.
d) Scones.
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5. Why did Grumpy count his money?
a) He wanted to go and buy tea.
b) He wanted to take Penny out for tea.
c) He wanted to buy Penny a gift.
d) He wanted to buy buns for their tea.
6. Where does Grumpy keep his money?
a) In the bank.
b) In his moneybox.
c) Under his bed.
d) In his purse.
7. What did the cat want to do with the elf
a) She wanted to catch them.
b) She wanted to play with them.
c) She wanted to have tea with them.
d) She wanted to eat their buns.

and the fairy?

8. Why did the cat not catch them?
a) He went to the shop.
b) He felt sorry for them.
c) He was fast asleep.
d) He did not like them.
9. What colour is the cat?
a) Black and white.
b) Black.
c) White and grey.
d) Grey.
10. What word is spelled correct?
a) moneybocks
b) moneybox
c) monybox
d) munieboks
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