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The Resource
Nessy is a learning programme designed for students with additional learning needs, but specifically dyslexia (British Dyslexia Association, n.d.), but it can also be used for children who are of low reading age or struggle with English as a subject, or just to support any child in their learning of spelling, reading and maths. It is primarily used for children of primary school age, 5-11. Nessy is used to progress in spelling and reading through enjoyable games, where they will play games and complete challenges to collect nuggets and reach different levels, slowly increasing in difficulty to complete the game, therefore, increasing their knowledge in English areas. However, Nessy is not just based around English, reading and spelling, there is also options to progress in maths, completing games and challenges to again develop their understanding and confidence within in numbers. Children are able to go through the levels, starting from basic systematic phonics words, which has been proven as best practise for early year readers (Reading Eggs, n.d.) and with each reached target the level of spelling and reading increases in difficulty. The child learns independently at their own pace, generating confidence in English and Mathematics, if they wish. The resource can be used in an educational setting to aid learning or as an intervention to reach standardized age targets, or in their home environment. 
Nessy focuses on the 8 essential components of spelling and reading throughout the levels of the game:	
1. Phoneme-Grapheme Correspondences
2. Six syllable types
3. Suffixes
4. Rhyming skills
5. Phoneme identity, blending and segmentation
6. Phonological awareness
7. Phonics and word recognition
8. Vocabulary, fluency and comprehension
(Nessy, n.d.)

	At the start of a students Nessy journey, they will firstly take an assessment to help identify where help is needed. As their knowledge and confidence grows, they will undertake a Nessy challenge to assess again if the child has fully understood what they have previously learnt, which then with passing the level they will then proceed to the next level with more advance learning until the game is complete.















The Rationale

The use of Nessy in a school setting can be used as a tool for educational purposes and as a reward for positive behaviour. Children can gain enjoyment through interactive play, as well as gaining technology skills whilst improving their reading, spelling and mathematic skills. The game starts off with an initial assessment to determine the level the child is currently at and through games and videos explaining varies ways of letter sounds and connections, a child is able to focus on different sounds and practice the spelling and reading of each one. It focuses on repetition of the same sound until the child has gained confidence in it, from spelling, to reading and even the addition of a word with the targeted sound into a sentence, including a focus on sentence structure as well, whilst retaining memory of hearing a sentence then reconstructing it. Repetition and attention to detail is key to a child’s learning process in order to perfect, understand, widen knowledge and retain information (Montessori Academy, 2017).
	Nessy learning programme can be accessed in the school setting or in the home environment. The tool can be used for interventions for children who may need extra support in reading and writing but it can also be used as a homework task to extend knowledge out of an educational setting and reinforcing knowledge already learnt at school. Homework task could give the child an opportunity to gain prior knowledge of the topic before approached in task, to settle any uncertainty they may have on the topic. In addition, Nessy being available to access at home as well school, gives the child understanding of the programme and the opportunity to ask questions to the educator if any uncertainty arises, aiding in the likeliness of completing homework and therefore gaining a positive attitude towards learning as well as progression in their ability and knowledge.
It is an inclusive educational tool for children as the learning levels are set to each students individual needs, children can learn at their own pace without any guidance from a teacher or parent. The importance of an inclusive tool such as Nessy, is that every child is able to access educational materials that can support further learning especially to those who need it most (Welsh Government, 2016). Nessy is able to adapt to learning needs through the initial assessment and all children can part take in the same games, whilst simplifying or increasing difficulty depending on results, without exclusion or a child feeling inadequate to their peers, which could result in disengaging in the task or education.
As Nessy is an independent learning programme, children can gain confidence in their own independent learning; this is vital, as it enables them to build resilience throughout, not only schooling but in future life, letting them critically problem solve and take on challenges without unnecessary help. (Kumon, 2012). A child-centred learning approach is also a necessity to growth in more than one skill (Ruhl, 2024), with Nessy, skills can transfer from playful learning, to extended knowledge of spelling and reading, but can also transfer skills in technology literacy, as the child is captivated in the game which is of their interest wanting to pursue further into the game and learning.
Nessy being a digital interactive learning programme, it has a positive way to teach children to be technology literate, teaching them the process of step-by-step instructions of how to access a computing programme, as well complete work digitally and independently. Being within the modern era of technology, it is vital that a child can access these types of programmes with its ever-increasing fundamental skills in IT (Gwegogledd Cymru, n.d.). It also enables many children that may not have access to technology at home a chance to participate in digital experiences as well as digital learning. They can develop learning of how to navigate their way around an iPad or computer, giving them a sense of inclusion (National Children Bureau, 2024). In addition to playing digital interactive games, it gives the children an opportunity to explore different themes that may not be able to achieve in the classroom. With Nessy a child can explore different creatures they may not have been familiar with previously, they can also explore different islands and their habitats, and also explore different world events, such as a volcano eruption. These themes can make an addition to knowledge or addition to prior knowledge they may have already obtained.
Another positive approach to Nessy learning programme is that it is learning through play. Children are more susceptible to learning when it is through the element of joyous play, they are more likely to retain information when it is presented in a safe, playful way. Actively engaging in a child friendly game gives them the skills to unlock and enhance memory functions within the brain, to gain a deeper learning and transfer knowledge and to apply in different situations, along with inspiring them with new ideas (Lego foundation,2020). It can also aid creativity and imagination for the child, key for future academic writing and problem, creative subjects across their schooling lifetime and future endeavours.  
Nessy can be used as a classroom behaviour management tool, in the effect that it is a seen as a digital interactive game, which most children see as a reward (Brodie, n.d.). When children are presented with a positive reinforcement for good behaviour and desired work ethic, it can generate willingness to pay attention and complete work to an acceptable level to enable them to gain the reward. The desires of a child can be extremely encouraging, giving the educators potential to be able to get the child fixated on the task at hand. Having a positive relationship with the class and knowing your students likes and dislikes, enables educators to seek a reward the majority are willingly aiming to receive. Teacher-student relationships are a crucial part to their learning process, creating connections not only can be positive to learning more effectively and with greater engagement but have a lasting impact on the child for future connections. Learning through a mutual interest, such as gaming, can not only control behaviour throughout individuals though enjoyment, but can bring a class closer together, feeling a sense of belonging and extending connections between them. 
Overall, Nessy has the ability to fall into the curriculum guidelines set by Welsh government, by ensuring the coverage of core subject learning, attempts to reach expectations and regular assessments to support the learners progression, providing experiences, ways to further and develop knowledge and skills to aid in future employment (Welsh Government,2024). It also provides an opportunity for inclusive educations for all abilities as it adapts the level of learner to suit the individual’s needs. It also provides an integrated approach, as it provides English and Mathematic games which include links to Geography, History and Science in the style the programme is set out in. Integrated learning can also aid positive behaviour, as the student can have some prior knowledge on a topic which can lead to confidence in the learning environment and a stage of self-satisfaction and worth, being able to contribute to a class discussion.






















Instructions

1. Locate a laptop or iPad.
2. Sign into device with school username and password.
3. Type ‘Nessy learning programme’ into any internet search engine.
4. Click login to learn.
5. Log in to Nessy, with schools Access word .
6. Enter students emoji code (each student has their own personal code).
7. Click on Reading and Spelling.
8. A video will explain what the student has to do and the story behind the game,
9.  Once viewed, click on the Nessy character on the bottom right and the child can complete the Nessy assessment indepentantly to identify where help is needed.
10. Once assessment is done, they can continue onto the games on each island, that will automatically come up at the end of the assessment. 
11.  The child must complete each game to the best of their ability without any guidance or help, normally reaching a target of 8 out of 10 correct to move on to the next level. 
12. If help is needed the student can click on the face of the Nessy (above the word Help, located on the top right of the screen) at any point during a game, (eyes to see the answer, mouth for the word to be repeated).
13. A student can leave the game at any point without need for saving as it will save automatically at the level they are on. On return to the programme, the student will go straight into the level/game they were last working on. 
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