. pRojECT NAkﬁATIVE: Thé Leammg Apps Mé&ié Partnership (Project LAMP)
- The Hiép’éiﬁﬁc;lnfm;matioﬁ and ?éleébnimuni’caﬁéns NetWOrk (HITN) proécses to harness -
ltsbroadcastsuveng;h, dlstanceieammg, and intemét tyechnologie‘siand combine them with the o
’cm;te»ﬁ"kc development and ammatlontalent of Callaw‘;’ayims & Ei;téftainment‘and the powerful
- evalgatién fQoisj,\:vathe Miéhée,] Cohen Gr@up t(‘)" produ,cevyand distribute three standards-based,
, ed\igatipﬁél;;éﬁtertéinyi@;’iﬁi;ovafi§§;‘i,tran;medié,properfies. Thésé educétional "prégfatns will be
e . dGSig'hed to serve éhﬂdren age threeto eiéht ye‘a,yts‘ old who are éoﬁio—écdnomically |
disédVantagéd; é;nd]or English Laﬁguééé Learners v “’.’This applicétion i§ in response to the
; Department,iof ,Ed(xdatioﬁReédy To Leam grant progr‘ (CFDAJ#:‘ 8472§5A); and the narrative
that fql}bix}s addresses Invitational p'rioritiés “17" and 2, as well as the ‘co}npgﬁﬁve Preference
; Pridrity"fof theproject 'eVélﬁatioﬁ. e ' : ‘
m NE‘E:DAFOR THE PROJECT
‘ Ournatlon ff&Ccsga érisis in edﬁcétibh; Many cﬁildren*iﬁ our naﬁbn are not leaming aﬁd a
'disylsropOrtiéﬁgte numbgr ‘l’iv‘e‘ in poverty dr at fhc lo&ef'economic strata of our society (Veilutino
| and ’Scai‘iklon; 2003). Researph indicatgs that matﬁémati‘cé and literacy learning begin ata very
young age (National Méthématics Adviéory Panel, 2008; "Nation‘al Early Literacy Panel, 2008;
Nétional Research Panel, 2009). ’ This meéns children’s 1§arning oppoxtunities are deeply
 affected by their home eﬁviron‘ment and differ sharply éﬁaong income, ethnic, and language
demographit; grofxps (Klein, LG & ‘Knitze’r,‘J g 20’06).’ Withoﬁt,pfoactive intervention, the
achievement gap will cbntinué to grow.
Moreover, learning problef;s are disproportionately greater for‘vthe disadvantaged
populations. Because race and ethnicity are strongly correlated with economic status (Natriello,

et al., 1990), African-Americans, Hispanics and Native Americans face overwhelming obstacles.
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The population of children at risk for educational failure is increasing, including substantialq
numbers‘ oi’ those whose first *language is not English. The implications for our nétion's future are
di-sturbing (Boyer, 1991); An ill-educated population threatens the natidn’ys global standing,
déstabilizeé our wakforce; and dissipates our national potentia.l.

At the samel time, interactive media of all forms permeate the lives of families and even
the youngest childrén (Cohen et al., 2009; ‘Tarkpley, V2003), making transmedia a logical vehicle
for teaching c}ﬁldrén critical literacy and numeracy skills. Children agés two to eight years old
spend about half of their media technology time (hearly 21 hours a week) in co—usa_ge with their
caregivers (over 10 hours per week). This includes ‘nearly s.éven hours of television, two hours

using the computer, and one hour of video game playing per week (Cohén, M., et al,, 2009).‘
Studies pﬁblished about the impact of ecilicational television on very young children have found
that children who were encouraged to watéh Sesame Stré‘et regularly made larger gains in
literacy and numeracy, than éhjldren who did nét watch Sesame 'Stl;eet (Bogatz, G. & Ball, S.,

| 1971). ‘

Transmedié,a; a viable learning tool, however, requires a convergence of disciplines,
knowledge, and expeﬂise.' Educators, media content creators, evaluation professionals and
distributors mhstjoin together to create and develop newly conceived methods of literacy and
numeracy ingtruction and delivery, and the technology infrastructure must be accessible.
Through the“devel‘opment and delivery of Project LAMP’s new educational t’ransmediav
properties, disadva;ntaged children and English Language Learners who typically experience
academic challenges at an early age will have a new medium for learning that ’will boost their

literacy and numeracy skills. These benefits will have a ripple effect on student achievement in
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the “persistently lowest-achieving schools” of each region as the project 'paxjticipants mbve up
through the grades.

The LAMP Partnership submits this proposzil with the primary objective of significantly
increasing childreiﬂs literacy and numetaéy skills, specifically targeting loW-inC()me,'
disadvantaged children and their families. To aChiéve this goal, Projecf LAMP will create and
deliver transmedia contgnt with effective reading and math curricula to the md#t disadvantaged
of our young’ children, along with support materials for their families, caregivers, and teaéhers.

~ The expert use of scientifically-based ‘reséarch will establish strong evidence as to the efficacy of
~ our interventions, as well as identify and develop appropriate new outcomes and measures for
in’edia platformé in convergence.
A Magnitude of th,e‘Need

In 2009, the National Assessment of Education Progress (NAEP) revealed that two-thirds
(67%) of féurth graders failed to attain réading proﬁciency and 61% failed to reach mathematics
proficiency. This failure :rate is even higher within low-income families (81% & 78%), minority
groups (83% & 78%), and the growing number of English language learners (94% & 88%).

Twenty-five years ago, the National Commission on Reading published Becoming a
Nation of Readers (Anderson, R.; Hiebert, E.H., & Scott, J.A., 1985). The study found that
children who experienced early reading success overwhelmingly were the ones who experienced

excellence in high school and beyond. Studies have found that students who have difficulty with
reading have difficulty with all academic subjects and are more likely to fail as students |
(Allington, R., 1994; Kamil, M.L., 2603). The most recent National Assessment of Educational
Progress shows that many eighth- and twelfth-grade students do not have the capacity to perform

the higher-order cognitive work required for deep learning of content through reading (NAEP,
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2009).\‘ ’l"he"challeng‘es of the 21« Century réquire figorous content that prepares ‘all ‘children to
~succeed ina global economy and society (Wagner, T, 2008).

Literacy is generaﬂy equated wifh success in life, with potioris ofa pérson being
‘edﬁcated”, obtaining ajob and having ac‘k’cerss fo the ‘goods’ and tfappings of wellbgihg that are
valued highly in society. High school graduates, on the average,rea'm $9,245 more per year than
high school dropouts (National Center for Educationa] Statistics; 2002). In today's workplace,

- only 40% of adults who dropped oukt’ of high 'schoql are employed, compared to 60% of adults
who completed high school and 80% for those with a bachelor's degree (Alliance for Excellent
Education, 2003). ’

‘ Proficiency in mathematical skills is essentia.lfor success in school ahd later social and
economic self sﬁfﬁc;iency. Early mame@atics uhderstandings and skills provide the foundation
upon which later mathematics‘builds (Grifﬁn, S, Caée, R, & Siégler, R.S,, 1994; Miller, K.,
1992). Without a strong grasp on the big ideas of number, éperations, geometry, and

; measurement, students struggle in upper elementary mathematics and algebxy*a,\which fblloWs o

~ them into high séhool (Griffin, S., 2007). A strong grounding in high ééhool mathematics,
through Algebra II or higher, correlates powerﬁxlly with access to college, graduation from
college, and eamning in the top quartile of income from employmént (Horn, L., & Nufiez, A.,
2000; Horowitz, J., 2005). College graduates are more likely to vote, use ;éw technology, and
become civic leaders (Pascarella, E.T. & Terenzini, P.T., 1991).

The large dispariﬁes in mathematics achievement related to socioeconomic status are
devastating for individuals and families. Without math skills, chi!dren will not be able to
compete in the 21st century job market as the National Science Board (2008) indicates that the

growth of jobs in the mathematics-intensive science and engineering workforce is outpacing
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~ overall job growth by 3:1. Command of xﬁathematical skills is necessary in mediciné ’and health,

technology and cérﬁmerce, navigation and exﬁioration, and defens_e and finance for all of society.

During most of fhé 20th cen%try,_the United States possessed peerless mathematical
prowess, fneasured by the depth and nurhber of the mathématical specialists who practiced here
and the scale and qualit_y of its engineering, science, and financial leadership (NMAP, 2008). But
without substant’ial"‘and ‘su:stainéd 'changes to its educational system, the United States wiu
relinquish its leadcrshii)'ih the 2lst‘century. l
B. Gaps and Wéakneséés in Current Services, Infrastructure, and 'Opportunities

The foundations of langﬁage learning, literacy and reading begin at birth. Conventional
reading and writing skilyls jﬁat are developed between birth and the time a child enters
kindergarten have a consistently clear and positive relaﬁoﬁship with later conventional rgading
skills (National Eé:ly Literacy Panel, 2608). By age three, Hart and Risléy ( 1995) report that
low-income chil(iren hear an average of 30 million Words fewer than peers in wofking class or
prokfessi_onal families, putting them at a huge disa(ivahtage. Lower levels of foundational skills,
such‘k as those in language, reading, and mathematics, aré present in at-risk groups, and average
cognitive scores are much lower as these childrér; enter kindergarten (Barbarin, O., Bryaﬁt, D,et
al., 2006; Lee, V.E. & Burkam, D.T., 2002).

Additionally, most children develop considerable knowledge of numbers and other
aspects of mathematics before they enter kindergarten. When they enter kihderggrten, most
children §vith the risk factors of low-parental education levels, low incomes, and single pa;rents
bring less foundational knowledge for learning school mathematics than does the average child

from more advantaged backgrounds (National Mathematics Advisory Panel, 2008).
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- Children’s experiences at home also shape their proficiency in engaging with technology.
With advances such as wireless technology appearing in the marketplace and radically changing
the way in which information systems and computers are viewecl, anew literacy has emerged, a ;
literacy of technology. How .disadvantagéd children are able or unable to access and ‘engage
technology is leadlng to a participation gap. This gap is due to their unequal access to the
opportunities, experiences, skills, and knowledge that will prépare them fol full participation in
the world of tomorrow (Jenkins, 2007). |

This paxticil)atory culture includes formal and informal online communities, production
of new creative forms, collaborative problem solving, and a new flow of information (Jenkins,
H., 2003). For example, moét households may héve( access to relatively inexpensive dial-up
internet service if they hai?e a phone, but the new software and interactive nature of the Internet
require a faster connection, severely limiting the user’s capacity to explore, retrieve, download
and store information, to ﬁtilize the Internet as a learning tool.

Disadvantaged children need membgrs of society to work togelher to address these
issues. Media companies must work with telecommunications entities to address achievement
disparities, especially those of low-income yolxth. Projects must be informed by research and
most rigorous evaluation methods to ensure the most highly effective outcomeé for these youth.

Disadvantaged children are not the only population group to lelg in accessing new
technology. Public schools have difficulty keeping pace with new technology and teachers have
not been trained in using many of the new applications and computer-based tools that could
benefit their'teaching and administration tasks. Without training and a comfort level using
technology, teachers are not likely to employ it in their classrooms. With the assistance of higher

education institutions such as Bank Street and Arizona State University’s teacher certification
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programs, materials will be developed to be used in familiarizing teachers with the properties
and their implementation.

Another gap that is evident when exémining transmedia as a tool for education‘relates to
the lack of research available on the medium. Ensﬁring effective interventions means utiliziné
rigorous rﬁeasurement tools. Much of the existing literature related to early learning and media
is focused oﬂ formative stages of media product development. Formative research has been
useful in assessing specific learning from children's media among small populations of children
(see Truglio et al., 2001, for examples), identifying the most effective ways to convey
educational messages in children’é television shows (cf. Cohen and Roéen, 1992; Tobin and
Cohen 1997), or in the assessments of overall comprehension (cf. Truglio, Scheiner, Segui and
Chen, 1999). Hchve;, there has been less research using large-scale measures to identify ’
replicable modeis, or summative research conducted using a scientifically based research design
on programs conducted with fidelity. '

There are exceptions, growing out of research on the 35 years 6f "Sesame Street" and
more recently in newer educational programming. This work has drawn from social scientific
quanﬁtative methods, including experimental design (BaH and Bogatz, 1971; Singer and Singer,
1998; Naigles et al, 1995; Ready to Learn, 2001), longitudinal research (Rice et al., 1990; Huston
et al., 1990; Wright th al,, 2001), and cross-sectional studies (Zill, 2001) to assess impacts ona
variety of explicit educational skills such as literacy and language learning, (Wright et al., 2001;
Rice et al., 1990) and other important outcomes like pro-social skills (Paulson, 1974; Zielinska
and Chambers, 1995).

Even when outcomes are measured, there is little attention to the mechanisms

(Valkenberg, 2001). Most media research has studied the impact of messages mediated through
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television, with far less attention to how children receive, evaluéte, and learn from n¢§ver medi-a
platforms. Moreover, transmedia storytelling has only recently emerged as an érea of social
scientific study (Jenkins, H., 2006). The Project LAMP partnership will contribute significantly

' to this body of research while forgihg néw gfdund by aséessing different media platforms both
individually and collectively as a transmedia e’}kq’)erience." |
C. Add;essing the Needs of Students At-Risk of Educational Failure

In response tok the nétion’s need, the Learning Apps Media Partnership (Project LAMP) .

| will crea;te highly engaging, age-appropriate, transmedia learning experiences that contain
scaffolded cufricula (each conceptﬁbuilt within and across properties in a developxﬁental
sequence of complexity) designed to prbmote achigvement in the essenﬁal literacy and .

) mathemétics skills ideﬁtiﬁed by the National Early Literaéy Panel, thé ﬁationd Reading Panel;
the National Research Cpun‘cil, the National Mathematics Advisory Panel, and reflected in the

s 2010 Cdmmo’n CpferStaie Standards. Each property will include mu}tiple plﬁfforms: books,

websites, mobile pﬁone applications, handheld games, touch screen applications, broadcast
television/DVDs, and audio Cbs; allowing each platform to do what it does best — presént
stories, change éttimdes, and influence behavioral outcomes through ihcreasingly complex |
interactions.k‘Each property will also provide training materials for families; educators, aﬁd
caregivers tQ ensure that researched-based instruction is infused into all aspécts of children’s
daily lives. The Outreach effort will benefit from the collaboration of Clearwire Corporation in
its utilization of HITN Educational Broadband Spectrum (EBS). Broadband Internet access over
a 4G (WiMax) wireless nétwork will be provided to schools and community based organizations
to provide seamleés mobility and higher ‘data speeds. This will enable the use of mobile products

like the iPad or computer like the tabletPC with a wireless Broadband Internet connection.
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(2) SIGNIFICANCE

Utility of fhg Products Transmedia sforytelling is the next step in digital information
delivery. Project LAMP’s transmedia products will create multiple opportunities for student
choice, aliowing greater self-regulation and more quality time spent on high-interest activities.
Sequential learning will be driven by sfudents’ need to know, and thus will engage learners in
selecting individualized patils to their own success. Learning will be scaffolded on each media
platform, so learners can choose a balanée of complexity that is at exactly the right level of
challenge and success. Thoughtfully designed transmedia worlds, with stories designed to
reinforce each other and With educational goals and objectives interwoven into the plot lineé,
distributed through open educational resources and brought iﬁto communities with well-crafted
outreach programs, will change the learning experiences of children and families who have been
underserved by traditional education.

Home: Transmedia léaming will allow children to learn by using technoloéy.in a variety
of settings. While differences still exist in the incidence of ownership by income level, many of
these differences are decreasing, O‘vér 50% of lower ES (economic status) households have some
media services, including internét service, a computer, a cell phone, a DVD player, and/or a
video game system (Cohen, M. et al, 2007; 2009). In addition,  both  children and their
caregivers are reported to spend substantial amounts of time using media technology at home. In
fact, lower ES children are reported to spend more time watching TV and playing video games
than their Higher ES counterparts (Cohen, M. et al, 2009). These home opportunities allow
disadvantaged populations to use their own time to advance their education at even a young age

with e-learning experiences.
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Schools: The Draft National Education Technology Plan 2010 provides a model for
classroom learning where Students are in control of their own ieaming, making it unique to each
student’s géals, needs, interests, and pri§r experiences. Transmedia learning apﬁlications have
the potential to be used by educafors in schools to impfbve students’ literacy and mathematics
(numeracy) skills direétly based on their own individual situations (Department of Education,
2010). feachers can use Project LAMP’s edﬁcational learhihg applications With multiple
learning platforms to provide learning experiences f;)r students during school hours, and learning
experiences that extend beyond fhe traditional school day. Project LAMP’s leérning ap’plications’
are also designed to track students’ progress, making it easy for teachers and parents to
deteﬁnine where and when additional ihstructioh is needed.

(3) PRO]ECT DESIGN k

Project LAMP has been created to address the need of our nation to improve the’ literacy
and mathematics skills of all children. Educational programming tﬁrough transmedia requires
experts who know how to apply scientiﬁoally-based research and state standards in math and
literacy in and across media platforrhs, engaging low-income children and their families, |
caretakers, and teachers. It requires a group that has a deep understanding of the media industry,
the expertise to distribute media content and servicgs, and ability to evaluate the effectiveness of
the program through rigorous formative and summative evaluation design. HITN, Callaway, and
the Michael Cohen Group have the requiréd understanding, expertise, and capacity and they
come together with the common purpose of providing standards-based multimedia educational
experiences for children and their families.

A. Knowledge from Research and Effective Practices
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?roject_LAMP relies on scientifically based research regarding the skills important for all
children to know, when they are devel’opmentally able to learn them, and what strategies are
considered best practices for teaching and learning.

Literacy: The National Reading Panel (2000) identified five essential reading skills based
on the highest-quality scientific research available. Tﬁese skills are 1) phonemic awareness, 2)
phonics, 3) fluency, 4) vocabuylary and 5) comprehension. The Nationa] Earl)'r Literacy Panel
(2008) utilized the NRP’s rigorous review strategy to issue a synthesis of early literacy
development findings and recommendations for interventions. In 2010, the Common Core State
Standards for English Language Arts were unveiled, identifying the core areas of reading,
writing, speéking, listening and language, and calling for embedded research and media skills.
These étandards and the research on which they are basgd, provide strbng guidance for
curriculum development, content, instruction, assessmént, and intervention for Project LAMP.

In high-quality preschool programs, children (1) learn the letters of the alphabet; (2) learn
to hear ﬁe individual ‘soun’dks in words, (3) rhyme as an exercise in breaking words into their
separate sounds (segﬁxenting), and put sounds together to make words (blending), (4) learn new |
words and how to use them, (5) learn early writing skills, (6) learn to use language by asking and
answering questions, and by participaﬁng in discussions and engaging in éonversations, and (7)
learn about written language by looking‘at books and by listening to storiés and other books that
are read to them every day (US Department of Education, 2002).

By the time a chiid enters kindergarten, some pre-literacy skill development is expected,
including the ability to attend and react to stories, knowledge of some letters of the alphabet and
the sounds that these letters make, as well as some basic print concepts, such as knowing that

printed words coﬁvey meaning (Case, L.P., & Speece, D.L, 2003). Although knowing letters and
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sounds is important, perhaps the most significant factors in a child's reading success are oral
language skills, especially the ability to carry on a brief conversation. The typical five-year-old :
has learned approximately 5,000 words, but those words aren't acquired through passive listeniﬁg
alone. Rather, langgagé is supported through verbal interactions and experiences with others
(Neuman, 2006). :

Engﬁshl@gmm;&_demographics change in the United States, there are
incréasing numbers of English language learners in homes, in preschoql programs and in schools
("fhbmpson, 2004). Waters (2009) éited three indicators that are efféctive in teaching ELLs: (1)
curriculum activities and materials involve students for real purposés and real audiences; (2)
curriculum acti?iﬁes integraté and proVide opportunities for the expression of diverse/
perspecﬁvgs; and (3) the teacher encourages an‘dk responds to children’s use of home/native
language or dialect. Project LAMP includes an ELL focused property that will consider utilizing
these three indicators iﬁ its development, in particular providing the learning épblications in
students’ native language,’as well as Eﬁglish.

‘The knowledge and academic skills developed in one language are transferrable to future
learning and perfbrfnance in another language (Genesee, 2006). The National R¢ading Panel
(2000) found that literacy skills transfer across languages. Allowing ELL students to learn in
their native lénguagg as well as‘ in English supports their learning.

Mathematics: The Comfnbn Core State Standards for Mathematics was released in June
2010. It outlines mathematics standards as eight practices and content standards arranged in five
domains for students ages 5-8 (Kindergarten through Grade 2). The five domains are Counting
and Cardinality, Operations and Algebraic Thinking, Number and Operations in Base Ten,

Measurement and Data, and Geometry. In 2009, the National Research Council released
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Mathematics Leaminé in Early Childhood, which was cited in the Common Core Sfate
Standards‘. This work organizes math learning for cin'ldren ages 2-7 into Number, Relations,
Operatibns, Geometry, Spatial Thinking, and Measurement.

Early number competencies serve bas a foundation for learning formal mathematics
(Griffin, S. et al., 1994; Miller, 19‘92). Moreover, efforts to teach number-related skills to high-
risk kindergartners show promise for improving mathematics achievement (Griffin, S. et al.,
1994). “Within the mathematics arena, preschoolers’ knowledge of numbers and their sequence,
for example, strongly predicts not only math léarning, but also literacy skills” (Clements, 2004;
Ginsburg, H.P., Lee, J. & Boyd, J.S., 2008).

Research on Children and Learning: The National Association for the Bducaﬁon of
Young Children ‘(2(509) provides general characteristics of preschool activities that provide
positive outcomes in preparing children for school. These characteristics include 1)
developmentally appropriate, 2) language and process-driven, and 3) sequential énd incremental
activities. In addition, in Reggio Emilia (Edwards, 1998) aﬁd Montessori (Lillard, 2007) schools
that apply the concept of child;centered learning, young children select from engaging options
for learning. Hands-on and active learning provide opportunities for hypothesizing; playing with
ideas, sounds, movement, space; socialization and language development, life-skill developmeht,

.and lbeaming how to learn. Project-based learning (Katz, L.G. & Chard, S.C., 2000) allows
students to delve deeply into a topic while learning across traditional disciplines (subjects), while
service learning invites the student to connect learning to real-life problems and needs.

Today, most child development experts agree that ﬁiay is an essential part of a high-

quality early learning program. Play is not a break from learning—it’s the way young children
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learn. Early childhood research is clear on the mandate for playful learning, and authors often ‘
describe the physical learning space as one that invites irhagination (Hirsh-Pasek, 2008).

At their most basic level, transmedia stories “are stories told across multiple media”. In

today’s media worlds, many platforfns offer several levels of play that allow the learner to build

skills that open new levels as the player demonstrates réadiness. These self—correctirig aﬁd highly
engaging virtual ;ﬁvironments can engage the eyes, ears and bodies‘ for visual, auditory and
- kinesthetic learners. Games can not only engender practice activities, they can enhance concepts
with print or m;ithématical ,éalculations to solve problems uin’the Vi;tual or real world.
B. Compr,ehensiVe Effoft to Improve Teaching and Léafning'

"Projec‘t’ LAMP will develop and produce educational programming and digital content,
based on scientiﬁc research in literacy; mathematics, learning, and technology. This
prografnrning will be delivered through the coordinated orchest‘fatipn of multiple media
platforms. Project LAMP will work with inultiple paﬁners in low performing séhools and higher
education to develop effective programming, support ma‘ferials, and educational resources. This
“outreach in targeted regions will serve as a model] to be repiicated by after school programs,
preschool prograrhs, and caregivers allowing at-risk children dirgct" access to high quality
educational program’ining via the transmedia plath@s.

Educational Prpgramming and Digital Content Development

Project LAMP will devélop learning application properties that target different stages in

literacy, early reading and mathematics development through a collaborative process managed

by the Key Team members.
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The LAMP Learning Sequence
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Miss Spider and Nova the Robot are two of the identified properties that invite expansion
and exploration fhrough emergent and early literacy (including reading) and early mathematics
(including numeracy) concepts, skills and processes. The Miss Spider property will be targeted
to the three to five year old, the Nova the Robot property for the five to eight year old (through
grade two), and thé new Latino property to be developed will aid English language learﬁers;

Miss Spider; Three to five year olds are building the foundatio’ns for success in literacy
and mathematics at an extraordinéry rate. Miss Spider me;ﬁa properties will provide a range of
opportunities for children to build listening, speaking, writing, phonemic awareness, ph;)nics
(aurally 6nly), vocabulary, fluency and comprehension skills as well as numeracy, geometry,
measurement, and mathematical processes and practices. Beginning with expériences and
exploration, Miss Spider activities will guide learners through fhe learning sequence using an
engaging narrative and multi-dimensional, relatable characters. Each skill and conceiat will be
introduced so the child has multiple opportunities to pracﬁce and improve, presented through
highly motivating activities, Scaffolding of the skills allows each child to find a level that
balances challenge and success, with sufficient guided and independent practice to achieve
mastery and apply the skill to problem solving tasks.

15
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Nova thg'.‘&_o_bor, Nova the Robot’s transmedia properties will provide a range of
opportunities for children ﬁve to eight year olds (through grade two) who are most likely ready
tt; read, although there are those who have not yefdevelpped pre-literacy skills. Scaffolding of
literacy and numeracy skills allows the pre-emergent reader to experience and éxplore language
foundétions, while the emefgent reader ’focuses on discrete, then combined, sound and prfnt
elements. In addition, Nova the Robot’s media properties present a range of opportufxities for
each ghild to experfence, learn, practice and apply mathematics concepfs and skills at the
appr(.)priate developmental level. | Underlying fhe creative application of mathematical -
knowledge through construction of new characters and settings that populate the imaginary

, wérld are the précesses and practices underpinnings, sﬁch as connections, problem solving,
reasoning and representation; and modeling, using tools, and precision. The deep, rich narrative
world of Nbva and his robot friénds is designed specifically to engage young learners with
stories that weave across platforms and products. As Nova and his friends explore new galaxies

~ and have adventures, children will be compelled to follow the action on a variety‘of media,
learning at every step. Full descriptions of these properties can be found in AppéndixE.

e new property will be

based on the research that ihdicates that English Language Learners have the capability to
transfer knowledge and academic skills in one language to another, by creating a
Spanish/English transrﬂedia property with English literacy as its focus. The new property will
provide media applications that increase speaking, listening, reading, writing, and language
opportunities for the child. User-created opportunities will provide insight into the learner’s
needs as the children are guided to express themselves according to their native language while

ensuring English language literacy is continually embedded, explored and utilized.

16

PR/Award # U295A100016 els



Educational Programming Curricuiu'm based on Research and Academic Standards

The LAMP curriculum provides a foundation for literacy and matyematics instruction
with children ages three to eight (through grade twg) (See Appendix D: Overall Curriculum).ﬁ “
Pre-emergent literacy skills, the ﬁ\}é scientifically based elements idehtiﬁed for r‘eading success,
the English Language Arts strands of reading, writing, speaking, listening, and language, and the
trajectories for numbers, algebraic ihinking, operatic;ns, geometry, measurerﬁent and data are
encompassed in a curriculum structure with two sequential and overlapping stages: three to five
year olds, and five to eight year olds, through grade two.

Each property will address the curriculum goals and objectives for the specific age range,
but will also provide preparatory experiences and extensions for children who need background
support or are ready to move ahead. The curriculﬁm located in Appendix D incorporates the
scientifically-based research on effective practice in literacy, mathematics and children’s
learning found in Section A of the Project Design. To ensure that scientifically-based research
and best practices continue to inform the curriculum development and implementation, LAMP
will have a Curriculum Advisory Committee of national experts as well as a Project Curriculum
Team.

Multiple Plétforms: Transmedia Plan

In response to Invitational Priority 1,” the early learning content will be delivered
through well-planned and coordinated use of multiple media platforms.” For the three proposed
properties, certain elements will be uﬁique to each plétform, however in many cases content will
be re-purposed and repeated. The curriculum is arranged so that children can learn literacy and
numeracy concepts via each separate platforrh. Each child’s experience will be significantly

richer if they travel the platform in the order and frequency that builds upon their unique
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preferences and abilities. A scaffolded approach that takes direct advaﬁtage\ of the inte;activity
and user-generate& content capabilities inhérent in various t‘ransmedia‘ digital platforms will be
| employed. Pfoje;:t LAMP’s cross-platform approach will encourage children to spend time

interacting with the unique media properties and learning from them. A diagram representing
Project LAMP’s transmedia model approach for Miss Spider, targeting pre-literacy skills for
children age three to five is attached in Appendix E. | |

Books: All transmedia begins with engaging sto*ry\and narrative, and learning to navigate
the ]Sarts ofa boék is an important skill for youngsters to acquire. Being read to by parents,
teachers and‘ caregivers‘helps pfeschoolers acquire listening'skills and learn té identify letters. In
addition, eacil story will also include a core numeracy concept (e.g., aural and written
identification of numbers one to twélv’e) and social-emotional element (e.g., acceptance and
tolerance). |

iﬂad[lou_gh_ﬁgmgn;jnhanced reading applications designéd specifically for touch-screen
devicevs, will allow children to interact with each story and concept simply by tapping, dragging,
and swiping with their fingers. Similar to Callaway’s best-selling iPad app, Miss Spider’s Tea
Party, other iPad e-book apps will »include’ a deep, rich fictional world that’s brought to life
through interactive artwork and text elements, as weH as skill-building and curriculum-based
games. The tranﬁmedia aspect will referencé items beyond the screen, encouraging children to
discover different parts of the story by accessiﬂg various Iﬁedia.

}X_’ﬂ)_S_i_tgi In a dynamic virtual world (Simplistic'ally thought of as Farmvillerm for
preschoblers), children can be tasked with caripg fora communify garden, acquiring points for

following aural directions and visual clues that reinforce early numeracy and literacy as well as

teach elementary backyard biology concepts. Throughout the site, Miss Spider and her buggy

18
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friends will offer tips and clues about the natural world that will direct users to games on other
devices, motivating children and their caregivers to move among platforms seamlessly. In
addition, Project LAMP anticipates areas of the site dedicated to user-generatéd content based on
potential partnerships with BrainPop, Go!Animate, and Whyvi11¢ Jr.

S_QgiaLMg_dia;_Facebdok, Twitter, and a commentary/blog section of the website will
allow caregivers and teacher to post and receive updates about Miss Spider curriculum ideas and
results. Inviting the audience to eﬁgage in a dialogue with each other and exchange ideas,
©opinions and génerate discussion about the conteht allows for the creation of a “mini-society” of
Miss Spider followers. Curricular facts and/or activitiek‘;s, such as words of the day or simple
nurﬁeracy activities, can be sent directly to mobile phones via SMS texts.

M@bﬂclEhon:[Apps:Building upon even pre-verbal children’s familiaﬁty with fh.eir
fafhily and caregivers” smartphones, mobile games will feature voice instruction, directing |
children to complete tasks based on rhyming couplets, directing the child to tap teacups, teaching
counting, one to one correspondence, and number fecognitioh. The games will allow children to
learn on-the-go, using their parents’ phones while riding in the car or taking mass transit.

Console/Handheld Games: Project LAMP will partner with gaming experts to develop
and/or license content for a wide variety of handheld gaming devices. While the games can be
played aloné, usefs will benefit from collaborative learning and incorporating cers from their
peers that will allow them to advance further and more quickly than they might have on their
own. Users will advance to timed levels or find themselves in a more.visually complicated
setting. To further cement the transmedia relationship among platforms, Project LAMP envisions
developing functionality that allows children to transfer points they’ve earﬁed between the

Internet, handheld gaming devices, and smartphones.
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Te ‘le‘,y, ision: As television remains a significant media source for most children, Project
LAMP will develop short-form content to be ~br,oédcast on television reaching Spanish-language
viewers through HITN’s national television rictWOrk. Miss Spider’s Sunny Patch Friends
currently aifs daily oh Noggin a.nd‘ mini~episodés focusing dn numeracy and literacy will be
deveioped and made available broadcast on Noggin and HITN.

CD/DVYD; Basic math and literacy concepts can be reinfofced through the use of CDs, :
incofporaﬁng rhyme and numbers intd songs and encouragiﬁg sing-aiong activities. DVDs will
inc_lude collectici)’nsiof animations broadcast on television and/or on‘ the web.

QOutreach Plan an’d Activities

Invitational Priority #2 “Applications should develop effeétive outreach strat‘egies,
activities, and materials....” Project LAMP’s outreach efforts will include all thé elem_e‘rklts‘to
ens’uré“kcontent-related activities blend with ’programming at fhe local level in order to reach aﬁd
~ impact high ﬁeed communities. Project LAMP will partnér with 1) persisfently lowest achieving
schools, 2) a m'edia‘prodl;ction program within an accredited postsecondary institution, and 3) a
teacher preparation program within an accredited postsecondary institution that focuses on early
childhood education. HITN has initially identified tﬁree states (New York, Connecticut, and
Texas) in which to launcix Project LAMP Year One Outreach component efforts, and has W
identified additional states and cities fbr subsequent Project Yearé Two, Three, and Four.
Thanks to relationships already developed with organizations through its CBO Connectrm
initiative, HITN will be able to introduce and‘ seek input on Project LAMP transmedia
educational programming in these markets.

Project LAMP’s Outreach Plan has an overarching approach based on the various

interactions that parents, educators, and cafegivers have with their preschool and early
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elementary school children. Different points of interaction include places they visit such as
public librariés and community centers, as well as their normal daily routines at schoo] and
daycare, or at home with their siblings, grandparents, and extended family. This approach
embraces the notion that young people today experience media content across multiple ‘kplatforms
and often on the move. The Outreach Plan’s A Day in the Life of a Child activities will light the
way by facilitating the use of technology and transmedia powered learning,

The A Day in the Life of a Child outreach strategy will ensure ample insight, usage,
formal and informal feedback opportunities, and interactions based on the way preschool and |
elementary school children and their parents tfuly live. This approach seeks to accommodate a
family’s routine and k’parents’ engagement to build literacy and numeracy skills that will assist
their child in the early Ieéming process. Specially designed activities and support méterialé will
acknowledge and ’integrate diverse cultures, cultural environments, and language needs of the
’c’hildren and family members. Thé following are the typeé of activities the Project LAMP

partner organizations and schools will conduct as part of the outreach plan implementation:

; .
i

%PROJECT LAMP
OUTREACH PLAN:

Parent Workshops, Child Reading and Math Activities: Parent/caregiver workshops
will be offered to inﬁoduce and familiarize adults with the transmedia content and the multiple
platforms through which the content can be accessed. These workshops will provide “how to”
instructional materials to facilitate parents’ and caregivers’ use of the content in activities to

support their child’s early learning.
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Family Night: These outreach activities, which may take place in a single home setting
or with other families at an after school program within a school or comniunity center, will be
focused on lgaming through play, fun, and problem solving. For example, the transmedia content
can be used to tackle a neighborhood project that impacts a local problem (i.e. graffiti or littér),
while also including literacy and numeracy in the solution process. ’

School and Community Events: Cornérstone community organizations and community

‘resource centers (libraries and other non-profit service providers) will be used as hubs to offer
family learning activities, where centers can engage parents and children in fun educational
activities utilizing the transmedia content, and host games or a contest to win an iPad, Wii, or
live play hight. |

Teacher Learning Lessons: Teaqhers will give feedback to the Project Team on how -
well the content serves their needs and enhanceé their ability to teach, and give ideas for parent
and family involvement. Participation and feedback in at least two to three sesSjons will be
ackriowledged by the P,roject LAMRP partners with incentives and directed resources for the
classroom and/or the home that can take the form of additional interactive platforms.

Care PrOviders Workshops: In addition, Head Start,. community-based day care, before
and after school programs, and nursery schools will be invited to participaté, broadeﬁing access
to preschoolers. Workshops and materials will be developed to encourage and engage these
providers in connecting to the transmedia learning opportunities.

Day in the Life of a Child Forum: This forum will bring together all pértners to
brainstorm, strategize and gain insight on how the Project’s transmedia content can be used
throughout a given day in the life of a child to impact their early learning experience in formal,

informal, and creative ways. Feedback collected will inform the partners and be used to improve
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each property’s engagement and effectiveness, and guide further development. The forum will
provide insight for parents to better understand their child’s educational process and give
opportunities for teachers to show parents how to positively impact their child’s learning.

Project LAMP Resource Wkebéite: ’I‘hé '.LAMP resource website will be a natural
location for all stakeholders to access for their particular needs. Teachers and childcare
providers can access on-line professional development, other curricula, and training resources.
Parents and caregivers can connect for produc;t instructions as well as quick “how to” guides and
advice for using tile transmedia contént in “teachable moments”. The consortium of distribution
partners has committed a variety of Open Educational Resburces for low-income communities
and their educators with content elements of the transmedia property available on a non-
commercial basis to qualified educators through a royalty free license for items provided through
the OER for ten yéars. The website will also Have links to sp’eciﬁc sites that host creative Open
Educationai Resource (OER) processes and experiences. Project LAMP ana its distribution
partners’ .OER materials and content will include on-line tools that empower educators and
students to create their own scripts, stories and learning experiences consistent with today’s
technology enabled culture. The Project LAMP website will connect all stakeholders virtually,
encouraging discussion regarding the activities and a forum for visitors and members to suggest
other needed activities and resources.
5) Disseminate and Distribute Materials

Invitational Priority #2: “Applications provide for development and dissemination of
products through open educational resources (OER)". Project LAMP will have a distribution
system to reach high need communities. Project LAMP has identified three states in which to

_undertake the implementation and will identify two additional regions as the project unfolds.
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’The states and the régions selected as detailed in the Outrqach section below are regions of very
high need as it pertains to children and families that live below the federal poverty level,
linguistically isolated, have a home language other than English, and did not meet educational
achievement targets.‘

@

The Project LAMP Team has received commitments from national and local grassroots

organizations like National Education Association and K.1.D.S; private sector renowned

technology corporations like Clearwire Communications and Apple; educational

companies like Scholastic, as well as various on’Iine‘ educational contenf providers like
BrainPOP? Go!Animate and teacher pmféssional development corﬁpanies like Teachscabe.
These distribution partners will lefrerage their expertis‘e and resources to expand and reach vhigh
need ‘,cOmfhﬁnities through a variety of channels; Appendix H has 'a Distribution Strategy that
provides an ‘oi/ex,'Vivew of some of these key distribution resources. |

Nationwide ﬁistﬁbution:

will attract Latino population to the Project

LAMP educational tools, HITN has substantial market reach throughout the U.S. into over 30

million households. HITN’s recent partnership with Clearwire Communications will allow for

products

WiMax deployment to key underserved markets by providing free Internet access to low-income -

Hispanic families. HITN will produce, as a promoti(mai vehicle on its television platforms,
public service announcements and video informational capsules that can help low-income Latinok
familiesacces;s Project LAMP resources.

Apple: Cailaway has forged a commercially proven partnership with Apple to create,
promote and sell interactive, multiﬁedia eBook apps. Based on the first mbnth of distribution

from the first Miss Spider app, download sales could exceed 50,000 units per eBook. Project

PR/Award # U295A100016 e23

24



LAMP will work closely with Apple to find viable means for low income communities to have
affordable access to the device and its’applications.
C. Capacity Building and Sustainability of the Project

The foundation of this project is two current properties, Miss Spider and Nova the Robot,
created by David Kirk. More than five million Miss Spider books have been sold since Miss -
Spider’s Tea Party launched the series in 1994. Nova the Robot was launched in 1999 and now
| has more than ten ﬁade and mass-market titles are in print with over one million books sold.
This popularity indicates a high probability of engaging children with the property and increases
the likelihood for success in commercializing the transmedia products created by this project.

The total budget for Project LAMP, which includes outreach, production, and e?aluation
of three properties, 1s expected to cost apprdximate‘ly $60 million. The project budget has the
unique advantage okfka ten year royalty-free use of the existing Miss Spider and Nova thé Robot
intellectual property (IP). This IP foundation provides a $5MM to $10MM head start to Project
LAMP (A detailed five-year production budget can be found in Appendix G). In addition to any
Department of Education grant awarded to Projeqt’ LAMP, privaté, equity will be raised by
Callaway and co-production funding of 30% of the costs for the video content will be provided
by Callaway Digital Publishing for production support. In addition,:CalIaway expects to
contribute .20% (10% to HITN + 10% to transmedia content production) of the net revenue back
into the project to support the deve]opmental needs of the project.

Project LAMP Open Educational Resource materials and content will include online
tools that empower educators and students to create their own scripts, stories and learning
experiences consistent with today’s technology enabled culture. In addition, Project LAMP will

make available the results of the evaluation of this project through its OER web based platform.

PR/Award # U295A100016 e24

25



(4) QUALITY OF PROJECT PERSONNEL
Project LAMP brings together a unique collection of project partners to build effective,
scientifically based transmedia programming, distribution and community outreach, program
commercialiiation, and brogram evaluation. Each member of the team is highly qualified in their
area of expertise which, combined with a solid organizational structure, will allow the project to
effectively meet its proposed objectives.
Plan to Eﬁcourage Upderrepresented Applicants
The proposed project will encourage applications for employment through a wide variety of
sources to ensure all underrepresented groups have an equitél;ie opporttihity fof employment
with this project. Project LAMP will advertise for positions through its extensive network of »
partners in business and service who have experience or who work directly with the té.rget
populatioﬁ. Steps will include providing adveﬁising in multiple laﬁguages and in locations where
a variety of underrepresented groups search for'emplo”yn'lent.

The Learning Apps Media Partnership Chart

T.S. Department of Education
Ready to Learn Partner
Frogram Officer

:

HIT Callaway Arts & Entertainment
Grant Administration Curriculum and Content
Qutreach Commercialization
—= Sustainability
Branding
HITN Siaff Callaway Saff

T 1 {

l New ] Miss Spider || Novathe Robot

! ! {

Independent Third Party Evaluation and Research
Michael Cohen Group
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A. The Qualifications of Key Project Personnel:

Responsibilities

Qualifications

Overall direction of the Project,
guidance and leadership to

| advance each cdmponent and
ensure the achievement of

LAMP goals and objectives.

Core operations and
administration; fiscal oversight,
with HITN Comptroller and

Project management personnel.

Founder and Chief Executive Officer of the Hispanic
Information and Telecqmmunications Network, Inc. (HITN).
25 years of experience in education as a teacher, daycare

center director, guidance counselor, assistant principal, and

principal in New York City’s public schools.

Sond

HITN Chief Operations Officer. Former Executive Director

5

for El Nuevo Dia Orlando Newspaper, headed all Operations
and coverage plans in the newsroom. President of the Puerto

Rico Public Broadcasting Corporation, directed operations

including public radio and television stations in Puerto Rico.

S

o

Ouh Plan oversight worki:ng ISe§<
closely to ensure appropriaté’strategic
program and outreach blend at Overse
| the various local, regional, and relation

| national levels. Help facilitate Techno

strategic outreach opportunities Spearlieaded a national outreach campaign for HITN’s FCC

and markets for dissemination funded

and distribution.

1

es all of the network’s development and community

Is activities as they pertain to Capital Projects,

digital transition campaign and built the foundation

lopment Director at HITN with 17 years experience in

planning, business development and fundraising.

ogy, and Education Initiatives and Campaigns.

for HITN's CBO Connectrum.
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| Connectrw  Program into  the

Project LAMP outreach

Facilitate

community
objectives. Organize -

coordinate  outreach
for

support

feedback mechanisms.

Lead all connectively including Imple

Wi-Max and liaison Clearwire;

o

Financial management of the CPA, ov

financial ~ reports  to

Management, all funding w

source(s) and auditors.

Integration of the HITN CBO Developed a business plan

partners to achieve outreach initiativesjand primary liaison with community partners.

and Miranda Knowles - Educational Development Coordinator:
activities ¢
and events to ensure appropriate evalugtions, and maintaining relationships with community

content/product or;

| Max, RF, Fiber; implemented production and technology

RTL budget; Prepare and present worked for several nonprofit organizations, including a 100%

Project grant-funded, $70 million budget and a $100 million budget

X

and

managed legisl
appropriations of more than $2.0 million in capital grants to
install virtual learning centers; Implemented $440,000 N.Y.

Dept. of Labor grant for transitional workforce development

ordinates distance iea’m’in'g’ programs,  conducting

banizations; over 10 years of experience in education,

media design, and development.

menting media platforms: TV, Satellite, Internet, Wi-

center; experience with programmers and operators;

il

or 15 ears f experien as a Controller. he has

ith approximately 500 federal grants.
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Provide

culturally

outreach packages

Cultivate  and

collateral materials. Work with the communjcation,

competent Advisor in the field of child development, early

curriculum for Projéct outreach and learning and children’s media envirbmhents; Facilitates

capacity  building, and strategic

Curriculum Team in the creation of approaches for early care and education program

| implementation.

5 L,

HET

supervise  national Experience in th

partnerships for Outreach strategy, educatiop,

; reach for

implementation, and broader national markgting, and technology fields; Ten years at the

¢ nonprofit,

community development,

small  business, communications and

relationships, and networks.

dissenﬁnatign and Community Service Society of New York, working with
| distribution  activities. Strengthen hymdreds of community based education, human

| strategic organizational parﬁlerships, servicgs, and economic development organizations in

poor and low income neighborhoods.

B. The Qualifications of Key Personnel: Contractors

Responsibilities

Nacholas()aliaway, Founder and Chairman and John Lee, CEO: 15% time

Property creation and
development over various
platforms

Commercialization and

| Nicholas Callaway - Founded Callaway Arts &

Entertainment, a transmedia company that creates core

intellectual property and producing it in an integrated fashion

across all media platforms.
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sustéinéﬁility of each pfopért};.

Oversees the creation of
intellectual property across all

media

R AL S, i3 9
Manage day-to-day operations of

| the project

Oversee the curriculum

e

team; ensure

curriculum is explicitly reflected and

| developmentally appropriate.

'Express, leading chain of educational toy stores.

John Lee - Founder Learning Curve International, leading

manufacturer of educational toy brands including Lamazarm,

Thomas & Friendsty, and The F irst Yearstm.

i o

Publisher, Seor Vié rlr’és.identof eratios; 15 years’
experience in children’s media and the different ways kids

and parents consume media in various markets; leads the
company’s  editorial, design, and production teams;

incorporated key elements of the narrative experience into a

website exclusively for readers;.

Former Deputy General Counsel and Group President of
Sesame Workshop; responsible for world-wide licensing and
international television sales and co-productions for Sesame

Street and Dragon Tales; Former President of the Learning

S

President of aeIDEAS, LLC; P

e

.D. in ciculum and
instruction; history of curriculum development for
McGraw-Hill, CT Dept. of Education, RTL Partnership,
Children’s Television Network; Carnegie Hall

Education and the Grammy Foundation.

A list of the Callaway staff and their considerable credits to date are listed in Appendix C.
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Responsibilities

Qualifications

and advisement; participation in the
development, planning, and
implementation of the séientiﬁc
evaluation methodology and aﬁalysis;

informative research to inform

“Third party evaluation. Oversight

development of transmedia property. |

Developmental psychologist. President of Michaei

Cohen Group, LLC. Principal investigator, evaluation
for DOE Ready to Learn media grant. Distinguished
history as a provider of superior qualitative and
quantitative research studies. Holds Ph.D. in psychology
from The Graduate Center of the City University of New

York.

Co-f’rihjt;ipél InVesﬁgatQi‘:: M

Frank MA. 25% effort. |

Third pa:iy evaluation. Oversight
and advisement; participation in the
development, planning, and
implementation of the scientific
evaluation methodology and analysis,
informative research to inform

development of transmedia property.

| Executive Vice President of Michael Cohen Group LLC,

Principal Investigator, evaluatioﬁ of large scale
educational initiative funded by Connecticut State
Department of Education. 20 years+ in applied research,
recognized expert in conducting scientific evaluation of
educational initiatives. Holds an M.A. in psychology,
doctoral candidate (ABD), Graduate Faculty of New

School for Social Research.

C. Partnerships Project LAMP has brought together a wide range of partners to support

content-related activities where programming and outreach are blended and reach high-need

communities. (Full partnership descriptions can be found in Appendix H: Outreach.)
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ytothe

respective

dedicate 10% and 15% effort,

l

Linda Hernandez anc‘,iyathy Ferrera wil

dedicate 10% effort to the project as

project as Co-Project Directors. Jose Luis Rodriquez will

Project Advisor and Oversight. Co-Principal Investigators for the evaluation, Minda Frank and
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‘Michael Cohen, will dedicate a combined 45% effort over the’ ﬁve years of this pfoject. Time'
commitménts ‘for other key persgnnel at HITN includc_a: 20% for Magaly Rivera for Outreach
Oversight, 15% for Henry Queiro for CBO Connectru integration a combined 40% for Maricruz
Badia and Miranda Knowles for Outreach Activities Coordinatibn and 10% for Deidre Bennett
kfor Financial Management. In order to maximize the’value and commitments of the above team,
it is anticipated that an additional exécutive will be retained on a greater than siﬁty (60%) per
cent bésis to orchéstrate day-to-day activities. J oe Diaz, the former Deputy General Counsel and
Group Pfesident of Sesame Workshop has been apprbached about playing this role on a greater
thén 60% commiﬁnent basis, and he has expressed interest in‘the opportunity.
~ C.Procedure for Feedback and Continuous Improvement ‘
A project management team consisting of the HITN project director, and principals of its

prirmary subcontractor, Callaway Arts & Entertainment, wil] appiy business management best
‘practices to producenre‘liable feedback fof continuous iinproVement of the opergtibns of the
project. Ahmmﬂanmngﬂemmmmae Kthe RTL progrkamkofﬁcer and certain ‘
members of ihe Advisory Board, will develop an initial five yéar Operatiﬁé Plan with specific
milestones, objectives and results for the first 12 to 24 months. The Projmmm_ar_n_;____

~ will schedule a semi-annual'progress review to track implementation of the Oi)erating Plan
objecti;/es and tacticai initiatives along with the Operating Plan expense budgets ‘ax‘ld submit a
‘summary report to-fhe Department. The Mmﬂmnng_c_omnuﬁgwﬂmest semi-annually to
review the Operating Plan progress and offer feedback aﬁd guidance for improvements to
operations and the Plan.

Tl;e Curriculum Advisory Committee will be comprised of national experts in:

early reading and media, early mathematics, and English language learning. The Curriculum

34
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Advisory Committee will: 1) review and finalize the curriculum content, 2) dis;uss plans for the

- property within and aéro,ss media 3) interact w1th the thi:d-parfy evaluation team from the
Michael Cohen Grdup to ensure that the curriculum is expressed in precise, measurable goalé
and objectives, 4) confer with the Department of Education, and 5) give guidance to the Project
Cuﬁiculum Team. ’ ’

The Pm@mmmmm advise and inform the Content Team with regard to
standards-based alignment and review LAMP materials for media plafforms at the concepf, the
draft, and prototypé stages. As will be déscribed in the evaluatiqn section, scripts and prototype
material will bé tesﬁed atvdrious steps during development to ensure accura’te,‘ comprehensible,

; appealmg and effectlve instructional content.

Ihg_Er_Qj_e_cj_Managcmm_Ieammﬂ ensure on-going quahtatlve feedback from the “end

‘us‘ers” of theprcueét by building mforrnal and formal tools to learn how programs, program
~ materials, and‘outr"each initiatives are being used and received. A specific financial reporting |
pfocess will b¢ developed to demonstrafe how Department funds z;re invesj:ed along’with
: gupplemental investment capitél Ieading to a flow of licensing and sponsorship revenues. The
Annual RTL Seminar will provide a méaningful opportunity for the Project Management Team
and the Project Planning Committee to share results and lessons from thé preceding year with
key outcome stakeholders including RTL, Head Start, Even Start, The Department, and ’others.
~ While the Project LAMP team bring a wealth of exég;ience and crc;dentials to the project,

the challenges of this Ready-to-Learn RFP call for a ‘constént process of discovery with respect
'to how children, parents, arid teachers experience and influence the learning process in
multifaceted, technology-enabled environments including home, school and on the go.

Therefore, a highly select team of advisors will ensure an on-going fresh perspective informed
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by forward-looking professionals and experts in the following areas of expertise: curriculum,
evaluation, multi-platform content creation, transmedia storytelling, social media trends, gaming
systems, low incoxﬂe (Title I) education and engagement issues, and sustainability. A full listing
of Advisory Committee members can be found in Appendix B.

Project LAMP will start Year One with a summit meeting to ensure the approach to the
challenge takes into consideration insight from the Advisory Committee. This will be ;a, working
group with key advisors playing an on-going active consultative role, while others participate in
the annual summit meetings and be available on an as-needed basis.

(6) QUALITY OF THE PROj_ECT EVALUATION
A. Third Partyb Independent Evaluator

The Michael Cohen Group LLC (MCG) joins the Project LAMP consortium as th‘ird-party
independent evaluator. The reéeérch firm is known fork itsk ability to meet the‘challenge of
designing, conducting and analyzing large‘scale, scientific evalﬁative protocols, often in
challenging and comi)léx social environments (among others: M. Cohen, C.W. Hoven et. al,
2005 ; Céhen, M. et al., 2006: Cohen, M, Hadley, M & Rosen, C., in press). MCG is listed in the’
Registry of Evaluation Researchers of the “What Works Clearinghouse,” maintained by the U.S.
Department of Education Institute of Education Sciences (IES). A central component of MCG
activities will focus on the summative evaluation of the project’s effectiveness, utilizing
scientiﬁ;:, evidenced~baséd, randomized control trials to ’assess outcomes.

Michael Cohen, Ph.D. and Minda Frank, M.A., are co-principal investigators (Pls),
responsible for all evaluation activities. Dr. Cohen is developmental psychologist. Ms. Frank isa -
social psychologist. Together, their involvement with research, education and media spans 20

plus years. Currently, Dr. Cohen serves as evaluation PI for the RTLP, awarded a 2005 RTL
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cooperative agreemént. Mé, Frank currently serves as eiraluation PI for a large-scale Title 1
public elementary school initiative in Bfidgeport, CT, funded by the Connecticut State
Department of Education. Craig Rosen Ph.D., professor of Behavioral Sciences at Stanford
University will provide added expertise in regarding technical and statistical components of
study design, including sampling and statistical analysis.
Collaborative partnerships. In order to successfully meet evaluaﬁbn goals, MCG has
‘ assembled a dynamic consoftium of collaborative partners, including individual consultants, non-

profit institutions, private sector companies, and university based researchers and scholars.

Over the full course of the grant, these prdfessionals and experts bring specialized knowledge of

childfen, families, disadvantaged pqpulatiOUS, media, technology, and education to the scientific
evaluation of LAMP transmedia properﬁés. Their roles allow for direct substantif/e contribution
to the pro’j‘éct as §vell as offerikng objective observations, guidance ‘and feedback to the PIs on
overall év_aluation activities.

University/scholar partners. MCG's university/schoiar partners further assure third party,
independent objectivity. University/scholar partners participate in conducting scientific
réndomized confroi trials to assess the educational effectiveness of LAMP transmedia properties.
Protection from the risk of bias is strengthened by an added degree ot; se‘parati’on between the
university scholars and the contént creators as well as the intellectual freedom and transparency
regardiﬁg the data that are ;:Ore benefits of this model. The mémbers of the university/scholars
_partnership include: Craig Rosen, Ph.D., Stanford University,CA; Becky Easton, Ph.D.,
Uhiversity,of Kansas, Institute of Educational Research; Jamie Zibulsky, Ph.D., Fairleigh

Dickinson; Kathy Grace, Ph.D. Mississippi State University; Florence Sullivan, University of
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Massachusetts. (Complete biographies on the evaluaﬁon consortium can be found in Appendix
C).

Innovation in new measures for assessment: Educational Testing Service (ETS). MCG
anticipates that new assessment measures will be reduired to evaluate the educational efficacy of
LAMP transmedia properties. Educational Testing Service (ETS) has agreed to partner with
MCGQG in creating and 'integratin_g new measurements for assessment. The ETS research and
development division, comprised of hundreds of professionals working in psychométrics, brings
a high level of expertise and knoMedge to the challenge of assuring assessment accuracy. (For
ETS profile, see Appendix C).

Innovation for data cbl]ectio‘n: Wireless Generation. Wireless handheld technology
provides innovative methods of data colle;:tion and analysis. Wireless Ge;xeration, a leader in
this field, has agreed to partner with MCG in applying wireless handheld technology in the
service of the proposed experimental evaluations. Wireless Generation's technology and software
will save time and increasek’ accuracy of data collection and analysis, and will allow reporting and
- dissemination of findings to occur weeks (possibly mqnths) earlier than traditional methods.

(For Wireless Generation profile,m see Appendix C).

Innovation in testing site coordination: Reading is Fundamental (RIF). Senior
management at RIF has agreed to consult with MCG on the seleption and coordination of
evaluation test sites. Founded in 1966, RIF is the oldest and largest children's and family
nonprofit literacy drganization in the United States; RIF's highest priority is reaching
underserved children from birth to age eight. RIF's partnership with MCG will ensure the
participation of underprivileged and disadvantaged children across the US will be fully

represented in the evaluation of LAMP transmedia properties. (For RIF profile, see Appendix C).
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Scope of evalqafion activit‘ies. The choice to select MCG as the independent evaluator arose
from the consortium’s needs: (1) to design and execute summative, scientific randomized
oontrolled trials to assess the oducational impact of LAMP transmedia properties; (2) to obtain
ongoing informed feedback for the creative and content development of the educational property;
(3) to describe and assess how children interact with various traditional and emergent media
platforms, independently ano in c”on';cer‘t; (4) to conduct i‘n-depth research and evaluations with
diverse populations of children, parents/caregivers, and educators;-(S) to disseminate research

- findings; and (6) to ensure independent, objective monitoring of project progress against key
milestones.
B.’Evaluation Plan

This‘section presents an overview of the proposed evaluation. ’ Additional]y, the novel
challenges and opportunities that transmedia preoents to evaluation are discussed. .

Bl An integrated approach to evaluation:‘formative and summative research

The Principal Investigaoors are strongly committed to an integrated research model that
utilizes both formatiye and summatﬁe research, These tools have different strengths, but work
particulorly effectively when combined. Formative research provides findings that have robust

_explanatory power. Summative evaluation ﬁndiﬁgs have a high degree of desoriptive and orovide
evidence of causality. Together, formative and summative research methodologies work in
concert to create Qaluab’le synergies.

B. 2. Educational Transmedia and Evéluation

Research on educational transmedia properties is new and challenging in several specific
ways. The first challenge concerns the ‘invisibility’ or elusiveness of the data that would ideally

be collected and the need for a descriptive account of children’s behavior as they interact with
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digital content. Second, the ability to determine the extent of the activity and éynergy between
different platforms as children utilize them, as well as the neéd to differentiate the effects of
exposure to individual or sub-groupings of platforms presents a challenge, as an educational
transmedia experience resides in t/he dynamic of student exposure to multiple technology
platforms in édncerf. ‘Third;jhg_transmedia experience, by déﬁhition, is an intervention

characterized by the absence of a standardized exposure and experience across students, because

children are actively choosing and developing their own experiences. By design, no two students

will have the same experience, even though learning goals are standa}rdized. The challenge is in
designing appropriate interventions for treatment conditions that are consistent with the
standardization requirements of an experimental randomized control trial.

B.3. Summative Research Plan

This section lays;;out the plan for research infrastructure and sarﬁpling, as well as the specific -

methodologies to be used for summative research on LAMP trénsmedia properﬁes and their
media components. This evaluatjo'n plan should be taken as both a concrete maniféstation of ’tﬁé
intellectual approach MCG will take in conducting research, and as é ﬂgxible template than can
be adapted in ensﬁing years as the spgciﬁc natufé of the properties and their transmedia
components fométa uitich. |

Three summative evaluation studies aré proposed: (1) Summative Study 1: Effects of Miss
Spider content as integrated in the property's media components on children ages three’to five,
conducted in Year 2 of the grant period. (2) Summative Study 2: Effects of Nova the Robot
content as integrated in the property's media components on children ages six to eight, conduct,éd
in Year 4 of the grant périod. (3) Sumﬁaﬁve Study 3: Effects of a new Latino transmedia

property content as integrated in its components, conducted in Year 5 of the grant period. (In the
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interests of economy, a cluster-randomized control trial for Nova the Robot is outlined in the
schnd below; a second summative study of the Miss Spider transmedia expén’ence is outlined in
Appendix C). ‘ _

, Aﬁ overv‘iew" of the criteria for “strong evidence” begins the next séction, then research
Jobjectives are outlined, followed by detailed reséarch désigns, statistical power analyses, and
data analyses are described.

Criteria for Showin‘g "Strong"yEvidence“. The summative research designs for LAMP "
transmedia pfbpert‘y evaluations will be réndomized control trial tﬁat meets all of the DOE
Institute for Education Science‘s‘ (2003) criteria for being capable of sh‘o‘wing “‘stroﬁg” evidence
of effectivencss: a) participants Will be centra,ﬂy randomly assigned to different trea‘aﬁent and
control’ckonditionks;‘ b) intervention procedgreS' will be standardized and documented to enable
replicatiori;“c)'ba;seline‘ data will be used to c*;onﬁﬁn equivalence across conditions prior to the
intervention and to statistically control for any differenqes not removed by randomization; d)
well‘-va]idateci measures will be used whenever possible. Software for tracking and analyzing
digital records,of children’s éctivity oﬂ mﬁltip‘l‘é platforms will be developed and piloted, as well
as customized sﬁrvey 'instruments for reportg of parents’ and children’s involvement with and
preferences for media platforms; e) sufficiently large sample sizes will provide adequate p0wef ~
to detect treatment"effects; f) research will be condﬁcfed in multiple, geographically diverse Jsites
in order to maximize external validity; g) asseﬂivé follow-up procedures will Bé used to limit
attrition to less than 25%; h) analyses will be qcnducted on an intent-to-treat baéis, using
multiple imputation'metﬁods to estimate outcome‘sfor subjects lost to follow-up; i) effect sizes‘

and statistical significance will be reported; j)Both positive and negative findings will be
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reported; and k) external validity will be further addressed by examining process, setting and
child factors that mediate aﬁd moderate treatment effects.
| Hypothéses. There are six hypotheses to be tested in the summative evaluation of Nova's
Ark.  The first hypothesis is that exposure to and involvement with the Noya the Robot
- transmedia property‘will result in significant gains in six to eight year olds' acquisitions of early
literacy and numeracy skills. Hypotheses Two, Three, Four, and Five concern the predictive

- power of interaction dosage (including frequency) to predict variation in outcomes of children by

eiposure; those hypotheses are: (2) a dosage r frequency and
duration of interaction with Nova the Robot components will predict greater learning gains); (3) a
synexgxhxpgthgsh_(ai a prescribed dosage level, use of multiple Nova the Robot media
compon'ents will result in greater learning gains than use of a single media component); (4) a

uansfgx_gﬁg_ompmmmknmlgdgghymthms__w (children Who demonstrate higher levels of

progression through one media component of Nova the Robot will show greater skill with and
gains in learning on other media compéhents); and (5) a transfex_uﬁga,ming_hmgjhgsis_(ghﬂdmn_
who demonstrate higher levels of progression through Nova the Robot media components ‘will
show greater gains in learning on objective performancé outcome measures). A sixth hypothesis
1o be tested children's self-efficacy perceptions and attitudes toward reading and math; that is,
that exposure to the Nova the Robot transmedia experience will engender significant gains in
students' self-confidence with and positive attitudes‘toward reading and numeracy leamning.
Research design. To assess the effectiveness of Nova the Robot transmedia storytelling

property, children's exposure to and interaction with the multiple transmédia components
involved must be observed and controlled. As such, this study will be a cluster-randomized

control trial utilizing a pre-test/post-test research design, conducted with children age six to
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eight in afterschool programs/classes across multiple Reading Is Fﬁndamental school distribution
sites.

Sampling‘frame. The Nova the Robot evaluation will target 81 afterschool classes of
children ages six to eight. Classes \;vill be recruited from Reading Is F undamenté.l's school
distribution pfograms in three geographic areas (including one rural/subufban énd two urban
regions). Eight to ten éhildren f)qr class will be randomly selected for assessment, for a total of
648 to 810 children in the sample. Roughly half of the children in the sample will meet Title T
low-income criteria determined through eligibility for subsidies. Oversampling each of the
 following (not mutually exclusive) groups will ensure representation: Hispanics (minimum
20%), African-Americans (miﬁim‘um 20%), Caucasians (minimum 20%), and children of non-
English speakers (minilﬁum 20%). Asian Americans and Native Americans wil} be included but
not ox;ersmnpléd. All efforts will bé ﬁade frofn a rangé of types of programs in order to assure a
broad representation of programs and resources.

Randomization. Prior to réndomization, participating clésses at participating afterschool
programs and centers will be st'rati’ﬁed by region, proportion of Title 1 children (based on
eligibility for subsidies), age group served, and setting (type of school or program). Classes
within each strétum will fhen be randomly assigned to one of the three treatment conditions:
Nova the Robot, alternate media, or control conditions. After ;andom assignment of classes to
condition, ei’ghkt to ten children in each of the 81 classes will be randomly selected for testing.

Measures. Measures for this Summative Study are selected to correspond to the specific

curricululﬁ and educational goals of the Nova the Robot property.

Generation's mClass®:Math assessment, research-based measures of mathematics achievement
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(developed in collaboration with Herbert Ginsburg at Columbia University and the university of

Missouri-Columbia with grants from the U.S. Department of Education's IES and the National

Science Fbundation) that reflects NCTM principles and standards; mClass®: Math is leveled for '

children K — 3. (2) Wireless Generation's new edition of the mClass®: DIBELS 7.0 (to be
released Fall 2010) to assess children's foundational skills with text, oral fluency, and reading
comprehension, as well as measuring a child's degree of development in letter naming,
phonological awareness, and vocabulary. The DIBELS 7.0 is leveled for children K — grade 6.

ill include customized assessment of content-related

knowledge, to be designed and piloted in the six-month period leading up to the intervention, for

use in the pre- to post-test assessment battery. (4) A customized, deyelopmentally leveled
assessment of ‘n’ew media literacy skills (NMLS) as outlingd by J enki:yls’ and others (2009) will be
constructed and pﬂoted in the six-month period pfior to the intervention to’r;eﬂect the skills
afford:d by different‘éspects of the NTR transmedia experience. :
Cmmie_and_mtentﬂmndﬂmdmﬂl_hﬁ collected using: (1) the‘ Peabody Picture
Vocabulary Test (at baseline only), (2) a parent questionnaire (for demographic information),

and (3) teachers' logs of their students' daily media activities and duration of play/engagement.

will collaborate With MCG to develop and pilot assessment measures of self-efﬁcacy and
éttitudes toward readiné anci math. Existing measures and research on reading self-efficacy and
attitudes (McKenna and Kear, 1990; Kush & Watkins, 1996; Nevill, 2008) will provide a basis
’for developing an updated instrument that integrates the logic and perspective of the Nova the

Robot curriculum.
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Information about process variables in the form of digital tracking data will be collected froﬁ
children’s play oﬂ different platforms/components, tracked longitudinally, then aggregated to
examine the relationship between different patterns of play and different educational outcomes.

Intervention: Several pre-intervention activities will také place: IRB approval; student
recruitment, colléction of parental consent slips (in English, Spanish, and other languages as
needed); randomization of classes to condition; distribution of parent and teacher pre-
intervention questionnaires; and distribution of teacher logs. Consent at the school, parent and
child levels will be a mandatory requirément for participation.

E@Mmplgmmtamnmﬂbe addressed by periodically ;hecking digital tracking data to
ensure participgtion on multiple platforms is implemented, by observation in the experimental
and control conditions and in MCG ‘w’eek‘ly phone calls to participating teachers

Pre-testing of all participating children in both experimental and control conditions will begin
at the testing sites oﬁce IRB approval is obtained and pafent permission slips are completed.

Children in classes randomly assigned to the contro] condition will experience "after-school-as-

usual” for 12 weeks. Children in classes fandqmly assigned to the alternate educatioﬁal media

condition will be introduced to an alternative oﬁline educational media érqperty to play in class

daily for twelve weeks. Children in classes randomly assigned to the Nova the Robotcondition
will be introduced in stages to mobile épps, TV episodes, website/online gaming, e-books, and

print componeﬁts of Nova the Robot transmedia experience. Tgachgrs will be instructed to have

children to use the media components 30 to 45 minutes a day across the twelve-week

intervention period.

Staged exposure to test media ggmpoggy nts is outlined in the table below. Staged exposure

will be additive, i.e., children in the Nova the Robot condition will continue to have access to the
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elements with which they have become familiar with as new components are introduced. A mid-

: point assessment (end of Week 4) will be administered using subscales of standardized math and

literacy outcome measures. All Nova the Robot media components will be made available by

Week 8, so that children in the experimental condition will be able ’to choose what and how they

engage with/use these components throughout the last four weeks of the intervention. All

children will be given a print book at Stage 4.

Nova the Robot Alternate Educational Control condition
o Condition Media Condition
Pretest | Week 0 ‘Baseline assessment Baseline assessment Baseline assessment
Stage 1 | Weeks 1-2 Mobile apps, TV Alternate website Afterschool as usual
Stage2 | Weeks 3 - 4 Website w/gaming - Alternate website Afterschool as usual
Midtest | Week 4 Midpoint assessment | Midpoint assessment Midpoint assessment
Stage3 | Weeks5-6 ~ E-books Alternate website Afterschool as usual
Stage4 | Weeks7-8 Print books Print book Print book
Stage 5 | Weeks 9-12 ; ~All of the above All of the above All of the above
Posttest | Weeks 13-14 Post-test assessment, Post-test assessment Post-test assessment
~ group interviews

At the end of the intefyention period, children in both conditions will participate in post-

 testing on all measures except for the PPVT (baseline only). After post-testing, smaligroup

interviews will be conducted with a sub-sample of children at experimental conditioh sites in

order to explore their experiences with and responses to the overall transmedia experience and

the individual Nova media components with the perceived synergies across those components.

Sample size and statistical pdwer. Assuming intra-class correlations of rho = .15 (Hédges

and Hedberg, 2007), 75% retention fatc, 27 classes per condition, and a retention of 8 children
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per class at follow up, this sample size will ptovide 82% to 90% power to test small to moderate

size differences (d = 0.35 to 0.40) between the Nova the Robot and alternate media condition,

and beﬁyeen either the N ovathe Rbbot condition or the alternate rﬁedia condition and the control

~condition (hypoi:heses 1 and 6). This sample sizé will provide 94% power to detect small-to-

medium (r = .2) associations between process i_r;dicators and objective perforrhance outcomes

within the intervention condition (hypotheées 2 through 5). Threats to internal v_al@ﬂ_mg]udmg________
- maturation and selection effects are addressed by the experimental design, including

randomization of ciasses to condition. Potential bias due to aﬁriﬁon will Be addressed using

Hierarchical Linear Modeling (HLM) and multiple‘_ imputations to estimate results for non-

“completers. Recruitihg classes from multiple sites and including children who represent a range

of income levels éﬁd'var‘ied racial/ethnic groups will enhance generalizability. External validity
Will be further ,addféssed by examinihg se‘ttirig, child, énd teacher factors that moderate treatment
effécts. k |

- Analysis plan. Analyses for the Nova the Robot Summative Study will be conducted in an
intent-to-treat basis “using HLM, with observations nestéd witﬁin child, child nested within class,
and class nestéd witiliﬁ condition. Primary analyéés of main effects (hypgtb' eses 1 and 6) will test
whether children in the intervention condition demonstrate greater gains in learning (i.e., a
steeper slope of improvement) ’than do children in thg‘ alternate media and control conditions.
Secondary process-outcome analyses using HLM will test the power of (1) frequency and
duratioﬁ of use (dosage) and 2) level of use éf multiple platforms (synergies) to predict
variation in outcomes within the intervention condition. HLM will also be used to test whether
children's depth of progression through gaming levels predicts outcomes on other media

elements, and on standardized performance outcome measures (transfer of learning). Secondary
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V analyses of moderators: HL.M will be used to examine potential interactions between treatment
condition and child characteristics to determine whether éarticula: children are more or less
ﬁkely to benefit from the intervention (Preachér, Curran, and Bauer, 2006). Locale will be
included as a site-level moderator. Potential student-level moderators include grade level,
gender, verbal English vocabulary (PPVT scores), family income, race/ethnicity, language
spoken at home, and level of media literacy. Moderator analyses are secondary because an
extremely large saxhple is required to detect subtle interaction effects.

Reporting. Analyses and report development will begin immediately following fielding.
Initial findings will be presented to the Department within eight weeks of the conclusion of
fieldwork.

B.4. Formative Evaluation Plan ’

Formative research on Project LAMP transmedia properties will be conducted at regular and
strategic intervals ih ofder to provide feedback and inform the »developmént of each media
component and the overall transmedia system. There are five interrelated areas of inquiry for the
formative research: (1) Formative research on traditional‘issues of appeal, use, and
cbmpréhension, cdhducted in qualitative focus groups and interviews with children. (2)

Formative inquiry to providé insight about device usability, ease of use: extent of guidance

chﬂdren need (if any) to navigate a new platform; features accessed more or less readily; and

.progressidh patterns through initial stages of progressive learning tasks (i.e., levels). ' (3)
Formative inquiry using beta testing to explore children's spontaneous patterns of device use; the

ways in which children utilize different platforms in combination; and the extent to which

children petceive the components as discrete or unified experiences. (4) Formative inquiry, again

employing beta testing, to quantitatively assess the extent to which children learn the .
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content/curriculum intended to be conveyed through media components and to determine how
usages péttems relate to learning outcomes. (5)‘Formative inquiry to explore the issues and
questions uhique to the transmedia storytelling experience, in qualitative studies addressing

_ questions Such as (a) how do children engage the story/narrative across media? (b) what
differences exist in terms of children's perceptions or ﬁi;derstanding of the narrative on particular
media? (c) how and where do children situate themselves in relation to the narrative across the
transmedia ecosystem, or when engaged with particular media? (d) do children experience
themselves viewer, player, participant in the storytelling or as all of the above? (e) does that
experience of self differ at différent’kpoints across the ecosystem? And (f) is 1eariﬁng tacit,
embedded and seamlessly scaffolded, of is it recognized as an explicit educational agenda that is
diﬂerenﬁated from play and gamev mastery?

Again, jn the interests of ecc;nomy, fqrm.ative studies planned for Project LAMP, an
accompanying timéline, ‘and details of sampling, procedures, and interview protocols are fully
detailed in Appendix C.

C. Dissemination of Findings

MCG has a Stroﬁg commitment to sharing research findings for two purposes: (1) to
contribute to the body'of knowledge about young children's literacy and numeracy acquisition;
and (2) to keep the educational and policy communities apprised of Project LAMP 's efforts
toward developiné innovative and effective &ansmedia approaches to address the needs of low-
income and disadvantaged children. Dissemination methods under consideration include
symposia with participéting partners, academics, policy, and Department persénal, etc.;

publications in academic journals; publication of a detailed summary of the program and
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evaluation results; and the construction of a dedicated website for parents, teachers and the
education community at large.
D. Monitoring Progress: Performance Measures and Project Milestones

The proposed evaluation plan, by design, will yie.ld a wide variety of data, including’
objective performance measures of student input and outcomes. The nature of this data will -
yield .ﬁndings at different levels/units of analysis (e. g at individual level and ink aggregate). Use
of performance measurés isa criﬁcal element iﬂ all activities aiméd at meeting project goals.
Specifically, findings will be used to: (1) determine whether the project is producing meaninéful
effects on student learning; (2) provide ongoing feedback and timely assessment to learners,
teachers and property developers; and (3) continuously improve the pedagogical system.
Findings will be monitored by the evaluation team and reported in monthly meetings to the
project director, content and curriculum directbrs, and the program officer. Written progress
reports will be issued quarterly to the broject director. The applicant will also use findings to
monitor overall project progress by against pré-established identified performance milesfones
(outlined in the Management Plan). To that end, evaluators will monitor implementation
processes and provide feedback for project system self-correction in the form éf mdnthly
rep‘Orting. Regularly scheduled test site observations against a standardized checklist (videotaped
and coded) and periodic customized semi-structured interviews with management, key
contractors, and enci-ﬁsers will provide a careful and thorough documentation of project\‘

processes, to aid in the development of a final "best practices” report for program replication.
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Budget Narrative

Personnel and Fringe Benefits
The Project LAMP budget consists of HITN Personnel: HITN’s CEO will provxde prOJect
oversight to all staff with three top executives supporting execution of project in -
technology (CTO), operations (COO) and education (Education Officer). Outreach
program activities will have dedicated outreach mgmt execs to effectively plan and
conduct the various necessary activities including coordinators to interface with CBO
Connect member network and teachers to support community base organization staff for -
orientation of project activities. Data management personnel and software costs have
been considered to ensure Project LAMP team has uniform web-based seamiless and up-

to-date communication as well as document sharing. The admin costs cover all necessary

accounting activities including reporting and compliance as well as legal counsel and
necessary expenses for advisory.

Travel S
Travel costs to and from different cities and states throughout the U.S. for various
Outreach team executives as noted in budget.

- Equipment ‘
Equipment costs include connectivity (in-kind), bandwidth, hosting and server costs for
WiMax deployment and all necessary website maintenance of the Project LAMP.

Supplies
Supplies costs mclude laptops for facﬂxtators, teacher and other outreach staff where .

necessary

Contractual

HITN - Outreach expenses detail Partner fees for media and teacher preparatlon partners
fees including professor fees and student scholarships. Partner fees are also
included for community based organizations providing access to parents, after
school programs and stand alone program that operate within school programs
that can provide access to students for outreach activities. Additional contractual
positions are included for a curriculum expert and national partnership manager to
interface with Project LAMP Advisory Committee.

Michael Cohen Group - $1.5 million per year for five years; $7.5 million total; See detail.

Callaway - $3.2 million per year for five years; $16 million total; See detail.

Construction - Not Applicable

Other
Outreach activities require packages for partners for delivery and instruction of
transmedia learning apps and their usage in the outreach activities. An outreach website
will be developed for recruitment, monitoring, and communication with the various
partners over a secured website
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Partner fee 100,000 | 100,000 - 100,000« 100,000 -4 - - 100,000
5 O TN FLFT 15358
Facilatators TBH i
b R gy 16,700 16,700 17,368 5 16,700 ¢ 16,700
B Outreach Website ; AUB68 SUIET 1 0,577 ¥ AT
- -
Total Contractual s 521,880 §3 502592 §§ 492,774 [S 482,49 471,910
DO Teacher Pkgs 15,000 15,000 15000 @ 15,000 15,000
: TS0 5000 TS0 TS0 TS 00
= 5 200 200 A0 AD AD.
: 1-Pads 32,000 32,000 32,000 32,000 ° 32,000
" “Web Site 16,000.00 T
a— v 66,000 0,000 §0,000 60,000 60,000
Trem other R CE DS DN
h Indirect Charges E N
[ ; : : T
HR )
TFota! Grant Ependiures T L0000 J3 1000000 ]I 1,000,000 3,000,000 1,000,000
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DETAILED OUTREACH BUDGET l HITN Administration [

First Year Second Third Fourf.h Fifth

a Personnel
Project. Direc:tor: TBH (20% Time)
Co-Project Director: Linda Hernandez (10% )
Financial Controller: Deidre Bennett (10%)
Purchasing Accountant: ‘ Wanda Ferrer (20%)
Data Management Systems: Peter Shankar (10%)
T Sergio Copete (10%)
Accounting Compliance Coord: TBH {50% Time)
aTptal Personnel s 1'2’8,406'5[ 1219528  125611%] 1293798 133,260 |
b Ffinge @15% '$ 15,260 3| 18,293 §f 18,842 §f 19,407 § 19,989 |
[Personnel & Fringe 4 |5 176609  1a0245§ 144529 148,786 { 153,249 |
¢ Travel
Advisory Travel ~ 6000 6000 6000 6000 6000
et ravei B 5,009 50003 6,000 4] 5,000 5,000 |
d Equipment )
Ttlﬂﬂm
] | | ] ] |
e Supplies 5,000 5,000 5,000 5,000 5,000
Ttmrsuppm I5 a,urml a,mml a,nml :,m'i ruw-l
f Contractual ; :
Legal Council 25000 25000 25000 25000 -~ 25000
Advisory Expense @20% 20000 20000 20000 20000 ' 20000
. - - i ‘:’we s m r3 ' . IV
SR , C T 1 Y I |
h Other
Audit : 25000 25000 25000 25000 25000
[rotal Other e By mowq  mo0q 250009 25000
Indirect Charges : 71,340 78,756 74548 70215 65,751
I l 3 lx,m ey 1 m;; TS 1 BSTST
[Fotai Grant Expenditures Ts 300,0005] 300,000  300,0008]  300,0008] 300,000 |

PR/Award # U295A100016 e2



Grant Budget Summary
The Michael Cohen Group, LLC

PR/Award # U295A100016
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Fed $ Non Fed$ Total $
Number; :
Section A Key Personnel 2 $780,321.38 $0.00 $780,321.38
Section B Other Personnel , 13 $2,450,391.61 $0.00 $2,450,391.61
Contractual Personnel 4 $2,090,000.00 $0.00 $2,090,000.00
Total Salary, Wages and Benefits (A + B) $5,320,712.99 $0.00 $5,'320,712.99
Section C Equipment Costs $195,590.00 $0.00 $195,590.00
Section D Travel Expenses $361,200.00 $0.00 $361,200.00
Section E Participant/ Trainee Support $509,500.00 $0.00 $509,500.00
- Section F Other Direct Costs
Materials and Supplies $81,000.00 $0.00 $81,000.00
ADPE/Computer Services $125,000.00 $0.00 $125,000.00
Equipment or Facility Rental/User Fees $135,000.00 $0.00 $135,000.00
IRB Costs $67 000.00 $0.00 $67,000.00
C : $0.00 )
$0.00
$0.00 $30,000.00
$0.00
$0.00
$0.00 .
Recru:tment Se $0.00 $20,000.00
$0.00 $81,000.00
$0.00 a
Field Recruitment $115,000.00 $0.00 $115,000.00
Section G Direct Costs (A through F) $7,500,003 $0 $7,500,003
Section H Indirect Costs $0.00 $0.00 $0.00
SectionI  Total Direct and Indirect Costs $7,500,003 $0 $7,500,003



wveELgHeU Evdidauun nuuget ordrniL Tear L Jart vakke Ly 1 LUy
Michael Cohen Group LLC

CHU Wawe 57 JufLuLd

e
1. Total Direct and Indirect Costs $1,500,003 50 $1,500,003
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Michael Cohen Group LLC :
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‘Michael Cohen Group LLC ”

\ Base A | CalcMonths/  Regq
A. Senior/Key Personnal . . - o s

Y

Fringe

G
I.  Total Direct and Indirect Costs 41,499,997 $0 %$1,499,997
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Michae! Cohen Group LLC

Total S+FB Total Fed $

Salary

Assoc
s

Salary ($)

5 i 5
- . . . H .
. .

: - /

= - S S /
.
- - L /////%/// .

. . . - - //// . //////
L . %////// .

-
-

$1,500,001

$0

$1,500,001

Total Direct and Indirect Costs

1.
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APPENDIX G-1
TOTAL SOURCES OF FUNDS

" RTLFunding
Other Financing
Private Equity {Callaway) . - B - . 6,000
Co-Production Funding - 2 361 1,020 766 2559 1,755
Total Equity Capital - a2 361 L0 %6 2,559 s 7,755
Product Revenue Share Reinvestment
Digital Products 52 115 157 220 1,391
Non-digital Products B4 % 239 431 1,804
Total Product Revenue Share
. 136 211 396 s 651 $ 1394 3,195
In-Kind Contributions (Calfaway) ~
Intellectual Property (Callaway royalty-free license) 1,000 1,500 1,500 1,500 1,500
Total In-Kind Contributions 1,000 1,500 1,500 1500 4 1500 ¢ 7,000
TOTAL SOURCES OF FUNDS 7,000 8,048 8,072 8916 8917 3§ 40,953 $ 10,950
. Fiscal Year Ending September 30 il .
(S000) prziy i 2015 Total 2013-15
PRODUCT REVENUE DETAIL :
Digital Products
eBook apps (e.g., iPad)
Price per app 99 9.99
Number of apps released (one-yr lag) 9'799 $ 9.89 9% gi 3 $ 3 2 $ 91_2: ind library
Number of downloads {000} 15 15 5 15 12.9av
Distributor share 30% 20% 30% 30% 30%
Netreveniie 734$ 839% 19933 3357% 14073
Mobile apps 6923 s
Price per app ’ %
Number of apps released {one-yr lag)
Number of downloads (000) - 299 299 2.99 2.93 2.99
Distributor share 8 1n 15 21 132indl library
Netrevenue i3 25 25 25 21.1avg
LAMP share of net revenue 30% 30% 30% 30% 30%
Revenue to LAMP 2625 576$ 78538 1,009% 5,829
; 20% 20% 20%. 20% 2721 $ 20%
525 115§ 157$ 12205 1,166 :
544 $
Non-Digital Products
Children's books
Price per book 3.99 3.99 3.99 3.99
Number of books released (one-yr lag) 3':9 $ s $ 15 3 27 $ 13'9_5 incl ibrary
Units:per book (000) ‘ 50 50 50 50 41avg
Royalty rate % % 6% 6% 6%
Net book royatty 638 728 180§ 323§ 1353
637 $
Teacher's guides
Price per book 9993 9.995 9.99$ 9,99 $ 9.99
Number of books released {ane-yr lag) 2 2 5 9 46.50indl library
Units per baok (000) 20 20 20 20 16.2awg
Rayalty rate 6% 6% 6% 6% 6%
Net book royalty- 218 248 605 108$ 452
213 $
>R/Award # U295A100016 €9




DEVAILED DEVELOPMENT BUDGET

Fiscal Yaar Ending Saptember 30
TECHNICAL &
Curriculum & assessment architecture
ng &tamplates 335 268 268 268 268
Real-time assessment capability [built-in) 130 ] & o 6
Total curriculum cost 465 333 333 333 333 350
Technical architecture & execution

Technical architecturs & template development
Technical (execution) cost @ $100K per content unit

50 .
Servers & storage 620: ?.o X !1050 1‘;“5” 1'15‘ %,
Digitat asset mgmt software 50 5 5 5 s
otal ite
Total tech architecture cast 725, 225 520 620 e
Total fixed cost 590 358 353 353 353
Total tech & curricutum varfable cost 800 800 800 1,000 1,000
Number of content units developed 3 g 8 10 10 a2 25
TOTALTECH & CURR ARCHITECTURE COST H 110§ 1158 § 1153 § 1353 § 1353 § 6,207 H 2,850
CORE CONTENT UNIT DEVELOPMENT
Cost of each component: :
Video (per minute) - 100 100 100 100 100
Mustration {per page) “ & . .
Book . 150 150 175 -1us 17.5
Learning games {per game) 200 200 250 . 50 1250
Music 100 00 . 100 100 100
Hispanic prefix and suffix content I o‘ S 10,0 100 ;. 100 100
Transmedia Integration cost per content unit 25.0 250. 25.0 250 250
Number of components in each completed content unit; B
Video {minutes) 12 12 12 2 2
illustration . . . : B
Books 3 3 3 3 3
Learning games 3 4 5 4 r
Muslc 1 1 1 1 1
Hispanic prefix and suffix content 1 1 1 1 1
Number of completed content components:
" Video {minutes) n 96 9% 120 120 504
Mustration . < » 5 & &
Books. 18 24 24 30 30 126
Learning games 24 32 32 .4 40 168
Music : 5 8 8 10 10 42
Hispanic prefix and suffix content 6 8 8 10 10 42
Product release schedule {by product type):
Books (uses book content, prefix/suffix) 7 B 0 36 “© 11
Handheld and other games (uses leaming games, music) 4 6 12 13 30 7
Website ¥ 2 1 - 3 -

PR/Awerd # U295A100016 el0



CD/DVD {uses video, music, prefix/suffix)

6 8 8 B 34
1Pad apps (uses video, book, games, music, prefix/suffix) 8 19 2 40 106
TV (uses video, music, prefix/suffix} 2 s 5 5 18
Development and release summary:
Total cost per content unit 290 290 317 317 317 317
Number of content units developed I3 8 8 10 10 42 25
Content units released 2 6 8 10 1 37
Cost of websltes to support all content units 250. 250 50 50 50
TOTAL CONTENT UNIT COST $ 190 $ . 250 ¢ 2589 § 32 $  3:24 § 13,59 $ 7,925
CONTENT DISTRIBUTION
Hosting & bandwidth $ 20 $ 25 30 30§ 30 175
TOTAL CONTENT DISTRIBUTION COST . $ 20§ 0 30§ 30§ 0§ 130 $ 175
WALVCONTENTDEVEIDPMEMT cOosT $ 3200 § 3748 § 32§ 4607 § 4607 § 19,533 $ 10,950
Cost of Intellectual Property (Miss Spider, Nova) 1,000 1,500 1,500 1,500 1,500
TOTAL DEVELOPMENT BUDGET $ 4200 § 528 § 522§ 5107 § 8107 § 26,933 $ m.95°_
DEVELOPMENT COST BY CATEGORY
Content:
Video 720 %60 960 1,200 1,200
Books 270 360 419 524 524
Learning games « ’ 480 640 800 2,000 1,000
Musle 60 80 80 100 100
Hispanic prefix and suffix content 60 80 80 100 100
2,120 2,339 2,924 2,924
1,59
Website 250 250 50 50 50
Transmedia content Integration for indiv content units 150 200 200 250 250
Currlcular framework & template development 335 268 268 268 268
Currleulum for individual content units ’ 5 = - -
Real-time assessment capability 130 &8 [ 88 €5
Technical nical devel 50 10 b - #:
Tech integration of content (apps, games, etc.) 600 800 800 1,000 1,000
Equipment & Software
DAM software 50 5 5 s 5
Servers & storage 25 10 15 15 15
Hosting & bandwidth s 20 20 s 30 s 30 $ 30
TOTAL $ 30 § 378§ 32§ as7 § 4,607
$ : $ - $ - $ * $ o
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