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A package of over 229 interactive tasks aimed at developing speech /
and improving communication skills of preschool children

and early schoaol, ime autism spectrum and speech therapy

for children with speech disorders (dyslalia). It contains both spelling exercises
(supporting speech development), articulation, breathing and phonation

exercises, as well as listening exercises, voice analysis and synthesis

and syllables, elementary diction exercises and graphomotor exercises. The

developed activities improve the motor skills of the speech apparatus, correct

iNncorrect articulation, develop auditory sensitivity, and develop the ability to read

and write. ‘\\Q)
A Knowla.
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Daugiau nei 229 interaktyviy uzduociy paketas, skirtas ikimokyklinio amziaus ir /

ankstyvojo mokyklinio amziaus vaiky, jskaitant autizmno spektro sutrikimag
turinCius vaikus, kmavimo jcsudziy gerinimui bei logopedines
pagalbos vaikams, turintiems kalbos sutrikimy (dislalijga). Jame yra rasybos
oratimy (padedanciy vystytis kalbai), artikuliacijos, kvepavimo ir fonacijos
pratimy, taip pat klausymo pratimy, balso analizes ir sintezes bel skiemenu,
elementaraus dikcijos pratimy ir grafomotorikos pratimy. Sukurtos veiklos lavina

kalbos aparato motorinius jgudzius, taiso netaisyklingg artikuliacijg, lavina klausos

jautrumag ir gebejimag skaityti bei rasyti.
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Main menu - Knowla Box/Wall

back to all planets view
previous planets/apps/activities E

next planets/applications/activities

g0 to application search

g0 to settings: language selection, license key activation, service settings

sound on/off (turning off the sound at the planet/application selection level will turn
off the sound in every subsequent enabled activity; turning off the sound in an
activity will only be active while playing in a given activity)

| K co to Knowla.fun or Knowla.edu mode selection

N B switch to Windows desktop view; the application will remain active on the taskbar at all times



Pagrindinis meniu - ,,Knowla Box"

1= Watt————————

atgal | visy planety rodinj
ankstesnes planetos / programeles / veiklos E

Kitos planetos / pritaikymai / veikla

eiti | programy paieskyg
eikite | nustatymus: kalbos pasirinkimas, licencijos rakto aktyvinimas, paslaugos nustatymai
garsas jjungtas / isjungtas (isjungus garsg planetos / programos pasirinkimo lygmenyje,

carsas bus isjungtas ir kiekvienoje velesneje jjungtoje veikloje; garsas isjungtas veikloje
bus aktyvus tik zaidziant tam tikrg veiklg)

eikite | ,Knowla.fun® arba ,,Knowla.edu” rezimo pasirinkimag

perjungti j ,Windows" darbalaukio rodinj; programa visada liks aktyvi uzduociy juostoje



Main menu - Knowla Web
“

< previous planets/apps/activities
> more planets/apps/activities
‘ﬁ‘ return to all planets view
full screen mode/exit full screen mode

o0 to settings: language selection, license key activation

rA
LJ
e log in/register to Knowla Web



Pagrindinis meniu -

———Rnowla-Web™

< ankstesnes planetos / programeles / veiklos
> daugiau planety / programeéliy / veikly
‘ﬁ‘ orjzti | visy planety rodinj
LJ Viso ekrano rezimas / iseiti is viso ekrano rezimo
eikite | nustatymus: kalbos pasirinkimas, licencijos rakto aktyvinimas

Prisijunkite / uzsiregistruokite ,, Knowla \Welb*




Menu icons in activities - legend

exiting the activity to view of the planet
(application selection); any changes made will
De lost

reloading the activity; any changes made will
oe lost

sound on/off

exit to activity selection list, any changes will
oe lost

packground change

©0®© 00 O

previous board

next board

turning on/off the particle effect; e.g. in
"Draw letters" it turns off/on the "sparkling"
while writing

allows you to move a given object around
the board

accessibility panel (including colour
adjustment)

iNnteractive activity guide



Veikly meniu piktogramos - legenda

iISeinant isS veiklos, norint perzidréti planetg
(programos pasirinkimas); visi atlikti pakeitimai
bus prarasti

IS naujo jkeliama veikla; visi atlikti pakeitimai
bus prarasti

garsas jjungtas / isjungtas

iseinant | veiklos pasirinkimo sgrasg, visi
pakeitimai bus prarasti

fono pokytis

ankstesne valdyba

kita lenta

daleliy efekto jjungimas / isjungimas; pvz.,
,Pieskite raides” rasant isjungia / jjungia
,Plizgejima”

leidzia perkelti nurodytg objektg aplink lentg

pritaikymo nejgaliesiems skydelis (jskaitant
spalvy reguliavimg)

iNnteraktyvus veiklos vadovas
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Successful activity
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Activity failed
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Activity list
quantity or time ~




Veikly sgrasas su
iekiu arba laikku -~




\ The Planet J includes 19 apps with 229 activities:
1.Mouth and tongue gymnastics - 1 activity
2.Breathing exercises - 1 activity

3.Match the sound - 2 activities

4.Connect the faces - 3 activities

5.Copy the picture - 20 activities

6.Colour by number - drawing - 1/ activities

/.Colour by number - filling - 17 activities

3.Colour by number - legend - 1/ activities

O.Colour by letter - drawing - 15 activities
10.Colour by letter - filling - 15 activities

11.Colour by letter - legend - 15 activities

12.Choose the same - 1 activity
13.Find the difference - 2 activities
14.Connect two syllables - 22 activities (Polish version)
15.Connect three syllables - 14 activities (Polish version)
16. Two-syllable puzzles - 11 activities (Polish version)
17.Three-syllable puzzle - 8 activities (Polish version)
18.Break the code - 3 levels, 60 activities (Polish version)

Knowlas

19.Where is the monster? - 3 activities I e DaaaEE amn | BEREEEE



\ ,Planet J“ apima 19 programeliy su 229 veiklomis:
1.Burnos ir liezuvio gimnastika - 1 uzsiemimas
2.Kvepavimo pratimai - 1 veikla

3.Suderinkite garsg - 2 uzduotys

4. Sujunkite veidus - 3 uzduotys

5.Nukopijuokite paveikslelj = 20 uzduociy
6. Spalvink pagal skaiCius - piesimas - 17 uzduociy
7.Spalvink pagal skaiCius - jdaras - 17 uzduociy
8.Spalvink pagal skaicCius - legenda - 17 uzduociy
O.Spalvinimas pagal raide - piesimas - 15 uzduociy
10.Spalvinimas pagal raide - uzpildymas - 15 uzduocCiy
11.Spalvink pagal raide - legenda - 15 uzduocCiy
12.Pasirinkite tg pacig - 1 veiklg
13. Raskite skirtuma - 2 uzduotys
14. Sujunkite du skiemenis - 22 uzduotys (lenky kalba)
15. Sujunkite tris skiemenis - 14 veikly (lenky kalba)
16.Dviejy skiemeny galvosutkiai - 11 uzduociy (lenky kalba)
17.Trijy skiemeny deélioné - 8 uzduotys (lenkiska versija)
18.Sulauzyk kodg - 3 lygiai, 60 veikly (lenkiska versija)
Knowlae.

19.Kur yra pabaisa? - 3 uzduotys e e e saaw  EEEee
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- Mouth and tongue gymnastics

\/\-Nv

Turn on the activity to practice your mouth and tongue a
moment later. Jamal will appear on the screen doing
seven different mouth and tongue exercises. Each
exercise is repeated for thirty seconds. The activity is
successful when you complete all of them.

Activity supports development

Form: warm-up exercises

Objectives:

improvement of the articulation apparatus: tongue, lips, soft palate
preparation for verbal statements

improving eye-hand coordination
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Burnos ir liezuvio gimnastika

\/\-Nv

Jjunkite uzduotj, kad po akimirkos lavintumete burng ir
liezuvj. Ekrane pasirodys Dzamalis, atliekantis septynis
skirtingus burnos ir liezuvio pratimus. Kiekvienas pratimas
kartojamas trisdesimt sekundziy. Uzduotis sekminga, kali
atliekate juos visus.

Veikla remia vystymasi

Forma: apsilimo pratimai

Tikslai:

Artikuliacijos aparato tobulinimas: liezuvis, IUpos, minkstasis
gomurys; paruosimas zodiniams teiginiams; akiy ir ranky
koordinacijos gerinimas.
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Breathing exercises

B

All you have to do is turn on the activity and start
consciously practising your breathing. Jamal will appear
on the screen and perform five different breathing
exercises. Each exercise is repeated for thirty seconds in
two rounds.

The activity ends successfully when you have gone
through them all.

Form: breathing exercises

Objectives:
e strengthening the lip circular muscle
e improving the soft palate and pharyngeal sphincter
e iMmproving eye-hand coordination




Kvepayimo pratimai

B

Jums tereikia jjungti veiklg ir pradeti sgmoningai
praktikuoti kvepavimag. Ekrane pasirodys Dzamalas ir atliks
penkis skirtingus kvepavimo pratimus. Kiekvienas
pratimas kartojamas trisdesimt sekundziy dviem etapais.

Veikla sekmingai baigiasi, kai perziurite juos visus.

Forma: kvepavimo pratimai

Tikslai:

e stiprinant lUpy ziedinius raumenis

o minkstojo gomurio ir rykles sfinkterio gerinimas
cerinant akiy-ranky koordinacijg
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™ Match the sound
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The activity sound should be turned on.

A large button with an ear on the right and several pictures on the left
will appear on the board (three or six depending on the selected
activity). First, press the ear button. A sound will play. Device sound
must be turned on for this activity. The pictures on the left are locked
before and while the sound is playing. The task of the participant is to
press the picture that correctly illustrates the object, animal, action or
state presented by the sound. The sound can be played as many times
as you want. The activity is successful when the image is correctly
selected.

There are two levels that differ in the number of items to choose from
on the left side. There are three elements in the first level and six in the
second level.

Activity supports development

Form: language game

Objectives:

visual attention exercises
auditory memory exercise
improving eye-hand coordination




\ /
\ [ ] [ ]
- oUderinkite garsattQ)
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Veiklos garsas turety buti jjungtas.

Lentoje pasirodys didelis mygtukas su ausimi desineje ir keli paveiksleliai
kairéje (trys arba sesi, priklausomai nuo pasirinktos veiklos). Pirmiausia
paspauskite ausies mygtuka. Pasigirs garsas. Siai veiklai turi bati jungtas
jrenginio garsas. Kaireje puseje esantys paveiksleliai uzrakinami pries
garsg ir jam grojant. Dalyvio uzduotis - paspausti paveikslelj, kuris
teisingai iliustruoja garsu perteikiamag objektg, gyvung, veiksmag ar
buseng. Garsg galima leisti tiek karty, kiek norite. Veikla sekminga, kai
paveikslelis pasirinktas teisingai.

Yra du lygiai, kurie skiriasi kaireje puseje esanciy elementy skaiciumi.
Pirmame lygyje yra trys elementai, o antrame - sesi.

Veikla remia vystymasi

Forma: kalbos zaidimas

Tikslai:
Regejimo demesio pratimai, klausos atminties pratimai, gerinantys akiy ir
ranky koordinacijg
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There are two rows of emotes on the board. The task of the participant is to
connect emotes with the same facial expression with each other. Their
representation may vary. Only an emote can be combined

from above with an emoticon from below. It is not possible to combine
them within one floor. Only one pair can be connected per turn. Press one
emote, then the next emote that matches it (it doesn't matter if it starts
with the top one or the bottom one) and they'll connect with an arrow. If
they are properly connected, they will disappear from the checkboxes. If
incorrectly selected, they will be linked by arrows, but you can still link the
emotes to others. You then need to re-select one of the linked emotes with
an arrow, then select another emote from a different floor. The arrow will
change the connection, and if it is a valid connection, the talbs will
disappear from the selection. New combinations of an emote make the
previous one disappear. The direction of the arrow does not matter. The
activity is successful when all emotes connect correctly.

Activities differ in the number of cards. In the first activity, two pairs are
formed, in the second - three, in the third - four.

Activity supports development

Form: language game

Objectives:

concentration exercises

Improving eye-hand coordination and memory
graphomotor exercises




Lentoje yra dvi eiles jaustuky. Dalyvio uzduotis - sujungti jaustukus su ta
pacia veido israiska. Jy atvaizdavimas gali skirtis. Tik jaustukas is virsaus gali
buti sujungtas su jaustuku is apacios. Viename aukste jy sujungti
nejmanoma. Per ejima galima sujungti tik vieng porg. Paspauskite vieng
jaustuka, tada kitg atitinkantj jaustuka (nesvarbu, ar jis prasideda nuo
virsutinio, ar apatinio) ir jie susijungs rodykle. Jei jie bus tinkamai sujungti, jie
isnyks IS zymimuyjy langeliy. Jei pasirinkti neteisingai, jie bus sujungti
rodyklemis, bet vis tiek galite susieti jaustukus su kitais. Tada turite iSs naujo
pasirinkti vieng is susiety jaustuky rodykle, tada pasirinkti kitg jaustukg is kito
auksto. Rodykle pakeis rysj, o jei tai galiojantis rysys, skirtukai isnyks is
pasirinkimo. Nauji jaustuko deriniai panaikina ankstesnjjj. Rodykles kryptis
nesvarbi. Veiksmas sekmingas, kai visi jaustukai susijungia teisingai.

Veiklos skiriasi korteliy skaiciumi. Pirmoje veikloje sudaromos dvi poros,
antroje - trys, trecCioje - keturios.

Veikla remia vystymasi
Forma: kalbos zaidimas
Tikslai:

koncentracijos pratimai, gerinantys akiy ir ranky koordinacijg bei atmintj,
grafomotoriniai pratimai




Copy th@::E’
Colour by numbers or letters

Legend:

handle - a color palette with painting
accessories can be placed at any point in the
field

brush - freehand coloring

eraser - color removal

bucket - fill with color

size - selection of brush or eraser thickness
colors - color selection




K

Nukopijuo@te pavE‘ksléli,
nuspalvinkit ICiais arba raidéemis

Legenda:

rankena - spalvy palete su dazymo priedais
galima padeti bet kurioje lauko vietoje teptukas
- laisvos rankos dazymas trintukas - spalvy
salinimo kibiras - uzpildymas spalva dydis -
teptuko arba trintuko storio pasirinkimas
spalvos - spalvos pasirinkimas




Copy th@@

On the left, in the pattern field, there is a picture that should be
reproduced as accurately as possible in the empty field. You can use
different colors and brush thicknesses from the palette.

The superimposed color covers the line and the superimposed color in
the same place before. The activity does not validate execution.

The brush can be used on both the pattern field and the mapping field.

Activity supports development

Form: language game

Objectives:

concentration exercises

Improving eye-hand coordination and memory
craphomotor exercises




Nukopiju@@veiksléli

Kaireje puseje, rasto lauke, yra paveikslelis, kuris turety buti kuo tiksliau
atkurtas tusciame lauke. Galite naudoti skirtingas spalvas ir teptuko
storius is paletés.

Uzdeta spalva uzdengia linijg ir uzdetg spalvg toje pacioje vietoje
ankscCiau. Veikla nepatvirtina vykdymo.

Sepetélj galima naudoti tiek rasto lauke, tiek kartografavimo lauke.

Veikla remia vystymasi
Forma: kalbos zaidimas
Tikslai:

koncentracijos pratimai, gerinantys akiy ir ranky koordinacijg bei
atmintj, grafomotoriniai pratimai




‘Colour by numbers or
letters_- drawing version

The activity refers to the traditional coloring book by numbers or
letters. There is no color key to use. The task of the participant is to
color the boxes with the same letters or numbers with the same
color. The color blurs the lines, key-marks, and the color previously
applied in that place. Nothing checks the correctness of the task.
Letters and numbers within one coloring page have been selected,
among others based on their similarities, e.g. O, C, G. There are also
regular coloring pages for each alphabetic character or number.

Activity supports development

Form: language game

Objectives:

concentration exercises

Improving hand-eye coordination and memory
graphomotor exercises




_Spalva skaiciais arba

raldem|s —.RIesimo versija

Veikla remiasi tradicine spalvinimo knygele su skaicCiais arba
raidemis. Nera spalvy rakto. Dalyvio uzduotis - nuspalvinti langelius
su tomis paciomis raidemis arba skaicCiais ta pacia spalva. Spalva
sulieja linijas, raktinius zodzius ir anksciau toje vietoje pritaikytg
spalvg. Niekas netikrina uzduoties teisingumo. Raides ir skaiciali
viename spalvinimo puslapyje buvo atrinkti, be kita ko, pagal jy
panasumus, pvz., O, C, G. Taip pat yra jprasti spalvinimo puslapiai
kiekvienam abeceles simboliui ar skaicCiui.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
susikaupimo pratimai, gerinantys ranky ir akiy koordinacijg bei
atmintj, grafomotoriniai pratimai




Colour by numbers or

letters - fiIIing version

The activity refers to the traditional coloring book in digital versions.
Instead of drawing, fill the shape with a given color. Instead of a brush
symbol, there is a paint container symbol. The selected color is
selected, and then presses on the given field.

After a while it will fill with the given color. The task of the participant is
to color the boxes with the same letters or numbers with the same
color. Nothing checks the correctness of the task. Letters

and numbers within one coloring book have been selected, among
others based on their similarities, e.g. O, C, G. There are also regular
coloring pages for each alphabetic character or number.

Activity supports development

Form: language game

Objectives:

concentration exercises

Improving hand-eye coordination and memory
graphomotor exercises
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Spalvokite skaicCiais arba

raidemis — uégild¥mo versija

Veikla remiasi tradicine spalvinimo knygele skaitmeninese versijose.
Uzuot piese, uzpildykite formg nurodyta spalva. Vietoj teptuko simbolio
yra dazy indo simbolis. Pasirinkta spalva pasirenkama ir paspaudziamas
Nnurodytas laukelis.

Po kurio laiko jis prisipildys duota spalva. Dalyvio uzduotis — nuspalvinti
langelius su tomis paciomis raidemis arba skaicCiais ta pacia spalva.
Uzduoties teisingumas netikrinamas. Raides ir skaiCiai vienoje
spalvinimo knygeleje buvo atrinkti, be kita ko, pagal jy panasumus, pvz.,
O, C, G. Taip pat yra jprasti spalvinimo puslapiai kiekvienam abeceles
simboliui arba skaiciui.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
susikaupimo pratimai, gerinantys ranky ir akiy koordinacijg bei
atmintj, grafomotoriniai pratimai




~ Colour by numbers or letters
- with legend

The activity refers to the traditional coloring book in digital versions. Instead
of drawing, fill the shape with a given color. Instead of a brush symbol, there
is a paint container symbol. The selected color is marked,

and then clicks on the field. After a while it will fill with the given color. The
task of the participant is to color the boxes with the same letters or
numbers with the same color. Under the color palette there is a legend
according to which you should color. Fields marked with an appropriate sign
can only be colored with the colors provided in the legend. Pressing the pen
in a field with a different color than the given one leaves the field white. Pay
attention to the different shades of colors. Letters and numbers

Within one coloring book, among others, the following were selected: based
on their similarities, e.g. O, C, G. There are also regular coloring pages for
each alphabetic character or number.

Activity supports development

Form: language game

Objectives:

concentration exercises

Improving hand-eye coordination and memory
graphomotor exercises
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_ Nuspalvinkite skaiCiais arba
raidemis - su legenda

Veikla remiasi tradicine spalvinimo knygele skaitmeninese versijose. Uzuot
piese, uzpildykite formg duota spalva. Vietoj teptuko simbolio yra dazy indo
simbolis. Pasirinkta spalva pazymima, tada spusteléjamas laukelis. Po kurio
laiko jis uzsipildys duota spalva. Dalyvio uzduotis — nuspalvinti langelius su
tomis paciomis raidemis arba skaiCiais ta pacia spalva. Po spalvy palete yra
legenda, pagal kurig reikia spalvinti. Laukelius, pazymetus atitinkamu zenklu,
galima spalvinti tik legendoje pateiktomis spalvomis. Paspaudus rasiklj lauke
su kita nei duota spalva, laukas paliekamas baltas. Atkreipkite demesj |
skirtingus spalvy atspalvius. Raides ir skaicCiai Vienoje spalvinimo knygeleje,
be kita ko, buvo pasirinktos: pagal jy panasumus, pvz., O, C, G. Taip pat yra
jprasty spalvinimo puslapiy kiekvienam abeceéles simboliui arba skaiciui.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
susikaupimo pratimai, gerinantys ranky ir akiy koordinacijg bei
atmintj, grafomotoriniai pratimai




Choose the same

There will be one hex on the board (a hexagon filled with a
different graphic pattern) at the top surrounded by a
white border and two hexes below without a border. The
task of the participant is to press on one of the lower
borderless hexes, which is identical to the one at the top.
The activity is successful when the correct one is
pressed and fails when the task is performed incorrectly.

Activity supports development

Form: language game

Objectives:

improving eye-hand coordination and memory
graphomotor exercises

concentration exercises




Pasirinkite tg patj
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Lentoje bus vienas sesiakampis (Sesiakampis su Kitokiu
orafiniu rastu) virSuje, apsuptas baltu remeliu, ir du
apacioje be remelio esantys sesiakampiai. Dalyvio
uzduotis - paspausti vieng is apatiniy be remelio esanciy
sesSiakampiy, kuris yra identiskas virsuje esanciam.
Veiksmas laikomas sekmingu, kai paspaudziamas
teisingas, ir nepavyksta, kai uzduotis atliekama neteisingali.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
gerinant akiy ir ranky koordinacijg bei atmintj, atliekant
grafomotorinius pratimus, susikaupimo pratimus.




Find the difference

The task of the participant is to correctly mark the difference
between the reference field and the marking field. The amount
of differences depends on the level and is represented by
oreen ticks. Differences are marked for each sector separately.
There may be several differences within a sector, but they are
collectively treated as one difference. Regardless of the
selection of the place in the sector (the place of the actual
difference or on the same element), it marks the detection of
the difference for the whole sector. The activity is successful
when one or two different sectors are correctly selected. A
Mmistake ends the activity with a failure.

Activities differ in the number and type of elements present in
them.

Activity supports development

Form: language game

Objectives:
visual attention exercises
Improving hand-eye coordination and memory




Raskite skirtumg

Dalyvio uzduotis - teisingai pazymeti skirtumag tarp atskaitos
lauko ir zymejimo lauko. Skirtumy dydis priklauso nuo lygio ir yra
zymimas zaliais varneliais. Kiekvieno sektoriaus skirtumai zymimi
atskirai. Viename sektoriuje gali buti keli skirtumai, taciau jie
kartu traktuojami kaip vienas skirtumas. Nepriklausomai nuo
vietos sektoriuje pasirinkimo (tikrojo skirtumo vietos ar to paties
elemento), tai zymi skirtumo aptikimag visame sektoriuje. Veikla
sekminga, kai teisingai pasirenkamas vienas ar du skirtingi
sektoriai. Klaida uzbaigia veiklg nesekme.

Veiklos skiriasi jose esanciy elementy skaiciumi ir tipu.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
Vvizualinio demesio pratimai, gerinantys ranky ir akiy koordinacijg bei
atmint]
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_ Connect two syllables
Connect three syllables

There are three rows of fields on the board (in order from
the top): word, fields for syllables, scatter of syllables.
Arrange the word given above correctly from the syllables at
the bottom. To do this, you need to click on the syllables in
the syllable scramble in the correct order. They will then
appear successively in the fields for syllables. The activity is
successful when executed correctly. The application has a
2-syllable and 3-syllable version.

Activity supports development

Form: language game

Objectives:

text comprehension exercise

vocabulary enrichment

visual attention exercises

Improving hand-eye coordination and memory




/
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_ Sujunkite du skiemenis
Sujunkite tris skiemenis

Lentoje yra trys lauky eilutés (eiliskumas nuo virsaus): zodis,
skiemeny laukai, skiemeny issklaidymas. Teisingai isdeliokite
auksciau pateiktg zod] is apacioje esanciy skiemenuy.
Noredami tai padaryti, turite spusteleti skiemenis skiemeny
mMaisymo lauke teisinga tvarka. Tada jie is eiles atsiras
skiemeny laukuose. Uzduotis sekminga, kai atliekama
teisingai. Programele turi 2 ir 3 skiemeny versijas.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
teksto suvokimo pratimas zodyno turtinimas vizualinio demesio
pratimai ranky ir akiy koordinacijos bei atminties gerinimas




Two-syllable puzzles
Three-syllable puzzle

At the beginning, you can see the arranged puzzles, which you
can take a good look at. There are two two- or three-syllable
words with a corresponding picture to make up. Each puzzle is
eqguivalent to one syllable. When the participant is ready, click
the play button below the picture. In the next view, there are
already puzzles and space to arrange them. When positioned
correctly, the puzzle snaps to the correct point and sticks to
the place. They can no longer be moved. The word order
matters. While still on the board, the image of correctly
arranged puzzles will flash in the background. The activity is
successful when all the puzzle pieces are in place.

Activity supports development

Form: language game

Objectives:

concentration exercises

Improving eye-hand coordination and memory
craphomotor exercises




Dviejy skiemeny galvostkiai
Trijy skiemeny galvosikis

Pradzioje galite pamatyti isdestytas deliones, | kurias galite
atidziai jsiziureti. Yra du dviejy arba trijy skiemeny zodziai su
atitinkamu paveiksleliu, kurj reikia sudeti. Kiekviena delione
atitinka vieng skiemen]. Kai dalyvis bus pasiruoses, spustelekite
paleidimo mygtuka po paveiksleliu. Kitame vaizde jau yra
deliones ir vietos joms isdestyti. Teisingai isdestyta delione
uzsifiksuoja teisingame taske ir prilimpa prie savo vietos. Jy
nebegalima perkelti. Svarbi zodziy tvarka. Vis dar lentoje, fone
mirkses teisingai isdestyty delioniy vaizdas. Uzduotis sekminga,
kai visos deliones detales yra savo vietose.

Veikla remia vystymasi
Forma: kalbos zaidimas

Tikslai:
koncentracijos pratimai, gerinantys akiy ir ranky koordinacijg bei
atmintj, grafomotoriniai pratimai




Break the code

The task of the participant is to correctly decipher the word. On the left
side of the screen, using pictures or colors, there is a key that will help
you decrypt the password. On the right, in the cipher field, there are
items arranged in order, and below the field for letters that represent the
password to be deciphered. Press on the letter in the key field, and then
on the appropriate field under the item in the cipher field to save the
letter. Letters can be changed again by clicking on another letter and
then on the given field in the cipher field. The same letter may appear
several times in a cipher. After all the cipher fields are completely filled,
you need to press the envelope pile button. If the scrambled word is
spelled correctly, the activity is successful. The levels differ from each
other, e.g. the length of the encrypted word, the number of letters in the
key field, the presence of unused letters in decryption in the key field.
The application has several levels that differ in the length and complexity
of the cipher.

Activity supports development

Form: language puzzle

Objectives:

vocabulary enrichment

visual attention exercises

improving hand-eye coordination and memory
concentration exercises

text comprehension exercise




ISlauzkite koda

Dalyvio uzduotis - teisingai issifruoti zod]. Kaireje ekrano pusegje,

naudojant paveikslelius arba spalvas, yra raktas, kuris pades issifruoti /
slaptazod]. Desinégje, Sifro lauke, yra isdéstyti elementai, 0 zemiau - raidziy
laukas, zymintis iSSifruocjamg slaptazod|. Norédami issaugoti raide,
paspauskite raide rakto lauke, o tada atitinkamag laukg po elementu Sifro
lauke. Raides galima pakeisti spustelejus kitg raide, o tada atitinkamag laukg /
sifro lauke. Ta pati raide sifre gali pasirodyti kelis kartus. Uzpildzius visus
sifro laukus, reikia paspausti voky kravos mygtuka. Jei issifruotas zodis
parasytas teisingai, uzduotis sekminga. Lygiai skiriasi vienas nuo kito, pvz.,
uzsifruoto zodzio ilgis, raidziy skaiCius rakto lauke, nenaudojamy raidziy
buvimas issifruojant rakto lauke. Programa turi kelis lygius, kurie skiriasi
sifro ilgiu ir sudéetingumu.

Veikla remia vystymasi

Forma: kalbos délioné

Tikslai:

zo0dyno turtinimas, vizualinio demesio pratimai, gerinantys ranky ir

akiy koordinacijg bei atmintj, susikaupimo pratimai, teksto suvokimo /
pratimai




Where is the monster?

R T R N I
There are three activities to choose from with different levels of
difficulty.
The first one has no time limit. In the second activity, the participant
has 1:30 minutes to find monsters, and in the third 45 seconds.

At the beginning, there will be a set of three creatures that the
participant may know from other planets. They should be memorized,
because these are the characters you need to find on the board. Then
you have to click anywhere to make the board appear. After a while,
the clock will also start. With a magnifying glass, guided by a pen or
cursor, you can x-ray the houses and other elements on the board.
When a student finds a creature, they should press on it with a pen to
mark it. When all the characters are found, the activity ends
successfully. The activity fails after choosing a creature that was not
memorable or time runs out.

Activity supports development

Form - a language game

Objectives:

improving the ability to count elements in the range of 1-3
encouraging healthy competition

improving eye-hand coordination and memory




([
Kur yra pabaisa?
A L L I
Yra trys skirtingo sudetingumo veiklos, is kuriy galima rinktis.
Pirmoji veikla neturi laiko apribojimo. Antrojoje veikloje dalyvis turi 1
valandg 30 minuciy pabaisoms surasti, o trecCiojoje - 45 sekundes.

Pradzioje bus rinkinys trijy butybiy, kurias dalyvis gali pazinoti is kity

planety. Jas reikety jsiminti, nes tai yra personazai, kuriuos reikia rasti /
lentoje. Tada reikia spusteleti bet kurioje vietoje, kad atsirasty lenta. Po

kurio laiko jsijungs ir laikrodis. Naudodami didinamajj stiklg, valdoma

rasikliu ar zymekliu, galite rentgeno nuotraukomis nufotografuoti namus

ir Kitus lentos elementus. Kai mokinys randa butybe, jis turety jg

pazymeti rasikliu. Kai visi personazai randami, veikla sékmingai baigiasi. A
Veikla nepavyksta, jei pasirenkamas nejsimintinas padaras arpa
pritrUksta laiko.

Veikla remia vystymasi
Forma - kalbos zaidimas
Tikslai:

gerinant gebejimg skaiciuoti elementus nuo 1 iki 3; skatinant sveikg
konkurencijg; gerinant akiy ir ranky koordinacijg bei atmint;j
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Get to the vault

Knowla's Activity: Break the Code

The task of the participants is to break the next system security. They have, for example, 30 seconds
per activity to complete them (the time can be adjusted to the group, as well as the selected difficulty
level). Solutions are written down in their notebooks, empty fields remain in the application. After

completing all activities within a level, restart the activity from the beginning. Each student writes down

their proposed solution while the rest of the class checks their solutions.

't is worth thinking about a reward for people who get to the vault.



Patekti | saugyklag

Knowla veikla: Sulauzyk koda

Dalyviy uzduotis - jveikti kitg sistemos apsaugg. Jie turi, pavyzdziui, 30 sekundziy kiekvienai veiklai atlikti
(laikas gali buti koreguojamas pagal grupe ir pasirinktg sudétingumo lygj). Sprendimai uzsirasomi jy
sgsiuviniuose, programoje lieka tusti laukai. Atlikus visas veiklas tame paciame lygyje, veikla pradedama

IS naujo. Kiekvienas mokinys uzsiraso savo siulomg sprendima, o likusi klases dalis patikrina savo

sprendimus.

Verta pagalvoti apie atlygj zmonems, kurie patenka j saugykla.



Exercise ¥our mouth

Knowla's Activity: Connect the faces

Students have to match two matching smiley faces. Once they have

successfully combined the given emotes, they must all perform the same mouth

pose as the matching creature.



Mankstinkite burng
—

Knowla veikla: Sujunkite veidus

Mokiniai turi sujungti du vienodus besisypsancius veidukus. Kai jie sekmingai
sujungia duotus jaustukus, visi jie turi atlikti tg pacig burnos pozg kaip ir

atitinkamas padaras.



Make a word

Knowla's Activity: Puzzle with syllables

Materials: a piece of paper (they can be with prepared rectangles to complete the puzzle, i.e. with a place at the
top for a drawing, a place to write down a syllable, a scale for the next puzzle), writing utensils
and drawing scissors

Course:

The task of the participants is to complete puzzles similar to those in the application for words of their choice. You can let students have a moment of
fun in the application, after which they will be inspired to create their own puzzles. Everyone should make a puzzle for several different words. After
completing the puzzle by the student, check the correctness of their writing. Then all the prepared puzzles are collected by the whole class and mixed

with each other. They are placed on the floor and students have to make words

from this great splinter of words. If someone succeeds, he must say the word aloud and then break it into syllables

and sounds. The person with the most words wins.

It is worth determining whether they must be words created in the intention of a given person or whether they can be words created from various

puzzles.



Sukurkite zodj

Knowlos veikla: Délioné su skiemenimis

Medziagos: popieriaus lapas (gali blti su paruostais staCiakampiais délionei uzbaigti, t. y. su vieta virSuje
piesiniui, vieta skiemeniui uzrasyti, masteliu kitam délionés sprendimui), raSymo reikmenys ir pieSimo zirklés

Kursas:

Dalyviy uzduotis — spresti galvosukius, panasius | pateiktus programeleje, naudojant pasirinktus zodzius. Galite leisti mokiniams akimirkg pasilinksminti
programeleje, po to jie bus jkvepti kurti savo galvosukius. Kiekvienas turety sudaryti galvosutk] is keliy skirtingy zodziy. Mokiniui sudejus galvosukj,
patikrinkite, ar teisingai parasete. Tada visa klaseé surenka visas paruostas galvosukiy skeveldras ir sumaiso jas tarpusavyje. Jos padedamos ant grindy, o

mokiniai is sios dideles zodziy skeveldros turi sudaryti zodzius. Jei kam nors pavyksta, jis turi garsiai istarti zodj, o tada suskaidyti jj j skiemenis ir garsus.

Laimi tas, kuris sugalvoja daugiausiai zodziy.

Verta nustatyti, ar tai turi bUti zodziai, sukurti konkretaus asmens intencija, ar tai gali bUti zodziai, sukurti is jvairiy delioniy.
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	Planet J
	Planeta J
	A package of over 229 interactive tasks aimed at developing speech and improving communication skills of preschool children and early school, including children on the autism spectrum and speech therapy for children with speech disorders (dyslalia). It contains both spelling exercises (supporting speech development), articulation, breathing and phonation exercises, as well as listening exercises, voice analysis and synthesis and syllables, elementary diction exercises and graphomotor exercises. The developed activities improve the motor skills of the speech apparatus, correct incorrect articulation, develop auditory sensitivity, and develop the ability to read and write.
	Daugiau nei 229 interaktyvių užduočių paketas, skirtas ikimokyklinio amžiaus ir ankstyvojo mokyklinio amžiaus vaikų, įskaitant autizmo spektro sutrikimą turinčius vaikus, kalbos lavinimui ir bendravimo įgūdžių gerinimui bei logopedinės pagalbos vaikams, turintiems kalbos sutrikimų (dislaliją). Jame yra rašybos pratimų (padedančių vystytis kalbai), artikuliacijos, kvėpavimo ir fonacijos pratimų, taip pat klausymo pratimų, balso analizės ir sintezės bei skiemenų, elementaraus dikcijos pratimų ir grafomotorikos pratimų. Sukurtos veiklos lavina kalbos aparato motorinius įgūdžius, taiso netaisyklingą artikuliaciją, lavina klausos jautrumą ir gebėjimą skaityti bei rašyti.
	System buttons and menu view
	Sistemos mygtukai ir meniu rodinys
	Planet J in the Educational Universe
	J planeta švietimo visatoje
	Main menu - Knowla Box/Wall
	Pagrindinis meniu – „Knowla Box“ / „Wall“
	Main menu - Knowla Web
	Pagrindinis meniu – „Knowla Web“
	Menu icons in activities - legend
	Veiklų meniu piktogramos – legenda
	Successful activity
	Activity failed
	Sėkminga veikla
	Veikla nepavyko
	Activity list with quantity or time
	Veiklų sąrašas su kiekiu arba laiku
	The Planet J includes 19 apps with 229 activities:
	Mouth and tongue gymnastics - 1 activity
	Breathing exercises - 1 activity
	Match the sound - 2 activities
	Connect the faces - 3 activities
	Copy the picture - 20 activities
	Colour by number - drawing - 17 activities
	Colour by number - filling - 17 activities
	Colour by number - legend - 17 activities
	Colour by letter - drawing - 15 activities
	Colour by letter - filling - 15 activities
	Colour by letter - legend - 15 activities
	Choose the same - 1 activity
	Find the difference  - 2 activities
	Connect two syllables - 22 activities (Polish version)
	Connect three syllables - 14 activities (Polish version)
	Two-syllable puzzles - 11 activities (Polish version)
	Three-syllable puzzle - 8 activities (Polish version)
	Break the code - 3 levels, 60 activities (Polish version)
	Where is the monster? - 3 activities
	„Planet J“ apima 19 programėlių su 229 veiklomis:
	Burnos ir liežuvio gimnastika - 1 užsiėmimas
	Kvėpavimo pratimai - 1 veikla
	Suderinkite garsą - 2 užduotys
	Sujunkite veidus – 3 užduotys
	Nukopijuokite paveikslėlį – 20 užduočių
	Spalvink pagal skaičius – piešimas – 17 užduočių
	Spalvink pagal skaičius – įdaras – 17 užduočių
	Spalvink pagal skaičius – legenda – 17 užduočių
	Spalvinimas pagal raidę – piešimas – 15 užduočių
	Spalvinimas pagal raidę – užpildymas – 15 užduočių
	Spalvink pagal raidę – legenda – 15 užduočių
	Pasirinkite tą pačią – 1 veiklą
	Raskite skirtumą - 2 užduotys
	Sujunkite du skiemenis - 22 užduotys (lenkų kalba)
	Sujunkite tris skiemenis - 14 veiklų (lenkų kalba)
	Dviejų skiemenų galvosūkiai - 11 užduočių (lenkų kalba)
	Trijų skiemenų dėlionė - 8 užduotys (lenkiška versija)
	Sulaužyk kodą – 3 lygiai, 60 veiklų (lenkiška versija)
	Kur yra pabaisa? - 3 užduotys
	Mouth and tongue gymnastics
	Turn on the activity to practice your mouth and tongue a moment later. Jamal will appear on the screen doing seven different mouth and tongue exercises. Each exercise is repeated for thirty seconds. The activity is successful when you complete all of them.
	Activity supports development

	Burnos ir liežuvio gimnastika
	Įjunkite užduotį, kad po akimirkos lavintumėte burną ir liežuvį. Ekrane pasirodys Džamalis, atliekantis septynis skirtingus burnos ir liežuvio pratimus. Kiekvienas pratimas kartojamas trisdešimt sekundžių. Užduotis sėkminga, kai atliekate juos visus.
	Veikla remia vystymąsi

	Breathing exercises
	Kvėpavimo pratimai
	Match the sound
	Activity supports development

	Suderinkite garsą
	Veikla remia vystymąsi

	Connect the faces
	Activity supports development

	Sujunkite veidus
	Veikla remia vystymąsi

	Copy the picture,  Colour by numbers or letters
	Nukopijuokite paveikslėlį, nuspalvinkite skaičiais arba raidėmis
	Copy the picture
	Activity supports development

	Nukopijuokite paveikslėlį
	Veikla remia vystymąsi
	2D view


	Colour by numbers or letters - drawing version
	3D view
	Activity supports development
	2D vaizdas


	Spalva skaičiais arba raidėmis – piešimo versija
	3D vaizdas
	Veikla remia vystymąsi
	2D view


	Colour by numbers or letters - filling version
	3D view
	Activity supports development
	2D vaizdas


	Spalvokite skaičiais arba raidėmis – užpildymo versija
	3D vaizdas
	Veikla remia vystymąsi

	Colour by numbers or letters - with legend
	Activity supports development
	Form: language game
	Objectives: concentration exercises improving hand-eye coordination and memory graphomotor exercises


	Nuspalvinkite skaičiais arba raidėmis – su legenda
	Veikla remia vystymąsi
	Forma: kalbos žaidimas
	Tikslai: susikaupimo pratimai, gerinantys rankų ir akių koordinaciją bei atmintį, grafomotoriniai pratimai


	Choose the same
	There will be one hex on the board (a hexagon filled with a different graphic pattern) at the top surrounded by a white border and two hexes below without a border. The task of the participant is to press on one of the lower borderless hexes, which is identical to the one at the top. The activity is successful when the correct one is pressed and fails when the task is performed incorrectly.
	Activity supports development

	Pasirinkite tą patį
	Lentoje bus vienas šešiakampis (šešiakampis su kitokiu grafiniu raštu) viršuje, apsuptas baltu rėmeliu, ir du apačioje be rėmelio esantys šešiakampiai. Dalyvio užduotis – paspausti vieną iš apatinių be rėmelio esančių šešiakampių, kuris yra identiškas viršuje esančiam. Veiksmas laikomas sėkmingu, kai paspaudžiamas teisingas, ir nepavyksta, kai užduotis atliekama neteisingai.
	Veikla remia vystymąsi

	Find the difference
	Activity supports development

	Raskite skirtumą
	Veikla remia vystymąsi

	Connect two syllables Connect three syllables
	Activity supports development

	Sujunkite du skiemenis Sujunkite tris skiemenis
	Veikla remia vystymąsi

	Two-syllable puzzles Three-syllable puzzle
	Activity supports development

	Dviejų skiemenų galvosūkiai Trijų skiemenų galvosūkis
	Veikla remia vystymąsi

	Break the code
	Activity supports development

	Išlaužkite kodą
	Veikla remia vystymąsi

	Where is the monster?
	Activity supports development

	Kur yra pabaisa?
	Veikla remia vystymąsi

	The planet in educational practice
	Planeta švietimo praktikoje
	Get to the vault
	Knowla's Activity: Break the Code

	Patekti į saugyklą
	Knowla veikla: Sulaužyk kodą

	Exercise your mouth
	Students have to match two matching smiley faces. Once they have successfully combined the given emotes, they must all perform the same mouth pose as the matching creature.

	Mankštinkite burną
	Mokiniai turi sujungti du vienodus besišypsančius veidukus. Kai jie sėkmingai sujungia duotus jaustukus, visi jie turi atlikti tą pačią burnos pozą kaip ir atitinkamas padaras.

	Make a word
	Knowla's Activity: Puzzle with syllables
	Materials: a piece of paper (they can be with prepared rectangles to complete the puzzle, i.e. with a place at the top for a drawing, a place to write down a syllable, a scale for the next puzzle), writing utensils and drawing scissors

	Sukurkite žodį
	Knowlos veikla: Dėlionė su skiemenimis
	Medžiagos: popieriaus lapas (gali būti su paruoštais stačiakampiais dėlionei užbaigti, t. y. su vieta viršuje piešiniui, vieta skiemeniui užrašyti, masteliu kitam dėlionės sprendimui), rašymo reikmenys ir piešimo žirklės
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