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About dschool World of Learning 
 
 
 
 

Dear Educators, 
 

For more than 5 years, dschool World of Learning has set the 

standard in creating premium educational products for use in both 

the classroom and the home. With award-winning brands such as  
JumpStart, Reading Blaster and Math Blaster found in one of every 
five African classrooms, dschool World of Learning understand 
your needs.  
The School to Home Connection  
According to a study, ñchildren are more likely to succeed in 
learning when their families actively support them. It is no 
exaggeration to say that how well children learn to read affects 
directly not only how successful they are in school but how well they 
do throughout their lives.ò Many times, children need additional time 
to practice lessons that are introduced in the classroom. This extra 
practice time at home can make the difference between a confident 
student and a nervous learner. 
 

How dschool World of Learning can Help 
 
dschool World of Learning products have been approved and designed 
to provide an engaging and productive learning experience - whether a 
student is learning in a classroom or practicing at home. Recognizing 
the important role that the family plays in a childôs development, 
dschool World of Learning has created the following promotion to help 
you foster that critical relationship. 
 

According to a study by our educational experts, children are more 
likely to succeed in learning when their teachers and families 
introduce them at an early age to educational games. It is no 
exaggeration to say that how well children learn using dschool World 
of learning games affects directly not only how successful they are in 
school but how well they do throughout their lives.ò Many times, 
children need additional time to practice lessons that are introduced 
in the classroom in a game environment. This extra practice time at 
home and smart class (traditionally known as computer labs) can 
make the difference between a confident student and a nervous 
learner. We believe that ñIf a child can't learn the way we teach, 
maybe we should teach the way they learnò Ignacio Estrada 
 

We invite all parents and educators to the new world of learning. 
 
 
 
 

 

Wycliffe Kibisu  

Chief Executive Officer 
dSchool World Of Learning. 



MESSAGE FROM:  
ALINDA WARE EDUCATION DIRECTOR ADLA 

 

 

Dear Educators,   
Readiness for Reading and Mathematics   
Children learn to crawl, walk and talk when they are physically and 
developmentally ready. As adults we encourage them and provide the 
environment for them to grow and develop. We know if our children have no 
disabling health issues; have an adequate environment, skills, and 
encouragement, they will succeed in crawling, walking and talking. We do not 
try to force them, punish them or react negatively to their development. We 
know some children will take longer to 'bloom' but we are patient.  

 
However, we seem to  change our approach with children learning to read, 
write and do mathematics. We enter our children into school and formal 
learning by chronological age rather than developmental age, consequently, we 

must know what skills we need to develop in our childr en before we can expect 
them to learn and to achieve at class level in 'reading, writing and arithmetic'.  

 
And what skills do children need? Research shows the following are major 

skills children need to know before they can to read, write and understand 

basic mathematics adequately.   
Reading and Writing 
Skills The child:  
· can rhyme words ( run, bun, sun, fun)  
· knows  letter sounds 
· knows letter names 
· writes small letters  
· writes capital letters  

· knows how books work  
·  puts sounds together and makes a word (ss  aa  tt ð sat) 
· can stretch a word into sounds (run ð rr  uu  nn) 
· can clap syllables  ( happy ð claps twice} 
Mathematical Concepts  
The child:  
· compares the size of groups of objects, using words such as more, less 

and same as 
 

· arranges objects in size order   (small to big or big to small)  
· can use comparison words  (bigger, smaller, heavier)  
· understands concepts of none, some, all, more than, less then)  
· can identifies and draw a square, circle and triangle  

· can correctly count one  to ten objects  

· understands that the final number counted represents the total number of 
objects in a set  

MATH 
The child:   
· can identifies some shapes  ( circle, square and triangle)  
· understands empty  and full  
· Recognizes and matches small quantities to the number words 1, 2, 3 etc.)  
· shows interest in numbers and recites some number words 
· can count  with help  
· can distinguish between some, all  and parts of a whole  

 
We are here in Africa to ensure that No Child is Left Behind in Learning.  

 
Thanks 
 

 

Alinda Ware  
Education Director  



About dschool World of Learning Programs 
 
 
 
 

Marketing Director  
 

Learning games help kids build confidence while enhancing the 
skills they need to succeed in school. JumpStart World of Learning 
is a personalized learning system that grows as students grow wh ile 
opening new worlds of learning adventures on the computer each 
month. The program offers a whimsical, compelling 3 -D community 
designed for students in preschool through class eight. The rich, 
colorful, and responsive characters (avatars) combine with targeted 
learning goals focused primarily on math, reading, critical thinking, 
and social science skills. The program complements students' 
natural love of learning while introducing, building, and reinforcing 
educational content using high -quality, motiva tional, state -of-the-
art multimedia design.  

 

Improving Academic Achievement of the Disadvantage   
òThe purpose of this program is to ensure that all children have 
a fair, equal, and significant opportunity to obtain a high -quality 
education and reach, at a minimum, proficiency on challenging 
academic achievement standards and academic assessments.ó 
Closing the achievement gap between high - and low-performing 
children, especially the achievement gaps between minority and 
non minority students, and between dis advantaged children and 
their more advantaged peers. The dSchool World of Learning 
personalized learning system uses state-of-the-art technology to 
assist in closing the achievement gap between high - and low-
performing children.  

 
 
 
 

 

Catherine Lumasia  
MARKETING DIRECTOR 
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