
 
 
 

Userȭs Guide for Listen and Spell  
 

Introduction  

Traditionally literacy has been commonly defined as the ability to read and write at an adequate level 

of proficiency that is necessary for communication. More recently however, literacy has taken on 

several meanings. Technological literacy, mathematical literacy, and visual literacy are just a few 

examples. While it may be difficult to gauge the degree to which literacy has an impact on an 

individualôs overall happiness, one can easily infer that an increase in literacy will lead to the 

improvement of an individualôs life and development of the society. 

While in developed nations, the majority of the population over the age of 17 possesses basic literacy 

skills in reading and writing, the rate of literacy in developing nations is much lower. This lack of 

widespread literacy hinders the further development of such nations. International agencies like 

UNESCO are campaigning to raise literacy rates worldwide. While progress has been made and 

literacy rates have increased, the growth in population worldwide has led to a further expansion of 

illiterate individuals. UNESCO has found a correlation between illiteracy and poverty. 

Literacy campaigns around the world also include programs to increase the level of adult literacy. 

Increasing literacy rates among adults can serve several purposes. Equipping adults with basic literacy 

skills can enable them to be more proactive when it comes to their childôs education. As this works to 

increase literacy, political conditions in oppressive countries may improve. Moreover, an increase in 

literate adults means an increase in individuals campaigning for education as a fundamental human 

right. 

 

Sugar Labs is another such organization whose goal is to teach the children with a low cost small 

laptop, the program is also very well known as One Laptop per Child (OLPC). This laptop contains 

some very well created simple activities that teach children new things in a funny and interesting 

manner.  

We at SEETA (Software for Education, Entertainment and Training Activities) have now come up 

with another such activity called Listen and Spell.   

 

Working  

Listen and Spell is an activity designed for the sugar environment which aims at teaching children 

English words in a new and exciting manner. 

 The activity speaks out random words of difficulty according to the skill level and the user has to 

spell or type the word correctly. We have given it a form of a game. The user is provided with a total 

time of 600 seconds and the score he makes in this time is compared with the previous best score. The 

user has the aim to break the previous best score by spelling more no. of correct words in the time 

interval of 600 seconds.  

The activity records the name of the person beating the previous best score.  Here is a step by step 

explanation of the working of the activity: 

 



 
 
 

 

 

 

ICON AND THE LOADING  

 

 

ENLARGED VIEW OF THE ICON  

 

 

 



 
 
 

As the Activity loads, it greets the user with a welcome message and asks him his skill level 

 

 

After asking the skill level, the activity starts in the practice mode.... 

 

 



 
 
 

BUTTONS: 

1. Check: After typing the word, click this button to check whether your spelling is 

correct or not. 

 

If your spelling is correct then you will hear the next word to spell otherwise you will 

have to spell it again. 

2. Give up: By clicking this button, you can skip the current word and the activity will 

give you the correct spelling of the word. 

 

 

3. Show Rules: By clicking this button, you can hear and see the rules of the game. 



 
 
 

 
4. Change Skill Level: By clicking this button, you can change your skill level anytime 

during the game. 

5. Speak Again: By clicking this button, the activity will repeat the word so that you can 

listen the word as many times as you want. 

6. Get Definition: By clicking this button, the activity will provide you a definition of 

the word that will help you guessing the word correctly. 

7. Get usage: The activity will speak a general usage of the word which will again help 

you in the correct guessing of the word. 

8. Get Word Length:  By clicking this button, you can get the no. of characters in the 

word. 

 

 

 

 

 

 

 

 

 

 

 

 



 
 
 

9. Speech Configuration: When you click this button, a dialog as shown below will 

appear: 

 
 

In this box, you are provided with various speech related options. 

 

a) Voice: You can select the voice suitable for you from a large no. of options 

available. 

b) Rate: You can change the rate of the speech. Varies from -100 to 100 

c) Pitch: Can change the pitch of the speech. Varies from -100 to 100 

d) Word gap: Increases the pause between words. 

e) Test: By clicking this button, you can test the current speech settings. 

STATS: 

1. Score: It shows the current score. On every correctly spelled word, a score equal to 

the current skill level is awarded. 

2. Skill Level: It displays the current skill level selected by the user. 

3. Words Played: It shows the total no. of words played by the user. 

4. Words Correct: It shows the total no. of correctly spelled words by the user. 

5. Best Score: It displays the name and the score of the person who has got the best 

score ever. As a user, your aim is to break this best score. 

 

 



 
 
 

Start Game Button: When you click this button, the activity will ask you about whether you 

are ready or not with a complete understanding of the rules. A dialog box will appear as 

shown below: 

 

When you click on OK, a timer will appear which will display the time left in seconds. The 

initial time provided to you will be of 600 seconds which will be continuously decreasing. On 

completion of the time, the activity will evaluate your final score. 

 

 

 

 

 

 

 

 

 

 



 
 
 

The timer is as shown below: 

 

If you break the previous best score, then the activity will ask you to enter your name and it 

will be displayed in the statistics until someone else breaks your record.  

So come and break the best scores and also learn some new and exciting words. 

 

 

 

 

 

 

 

 


