
Value Proposition Sales Training

June 11, 2019 Meeting



Lorem 
Ipsum
Is Simply 
Dummy 
Text

AGENDA
10:15 – 1:30

• Outcomes and Expectations
• What’s New – Games, INSIGHT
• What’s Different
• Q & A
• How to Sell
• Wrap Up and Questions







5

Log-in • Selects their picture and can log-in at school or from parent’s device at home

Imagery and animation • Modern characters, photos, and animations

Avatars and 
customization

• Students create a buddy (avatar) and can then customize the avatar’s  appearance (clothing, 
accessories) after completion of a game set

Choice • Students are given the opportunity to choose between 2 game options presented to them at the 
start of a game set

Interactive game 
mechanics

• Multiple options – touch, tap, drag, swipe – to support different levels of fine motor skill 
development and to encourage interaction

• Game inputs, i.e. multiple tapping, increases level of animation

Rewards • Students play a game set (3 games) and get a star between each game.  At the end of the game set 
they can choose a customization for their avatar.

Micro-feedback • Micro-feedback increases engagement and helps with understanding the game

What’s New – The Student Experience  



The Tree House: Where Students get to 
choose the game they want to play



What’s New – Teacher Experience





Progression Issues Report



What’s New – Parent Experience



• Ignite Domains – Is equivalent to SSA 
‘Skill Families’

• Ignite Sub-domains – A new higher level 
learning objective that contains a group 
of related skills 

• Ignite Skills (with levels) –
• Each skill is a scaffolded objective under its 

corresponding sub-domain
• Not directly scaffolded with a separate set 

of opportunities per skill level like in SSA
• A skill and a game will not always be 1:1 as 

it is in SSA
• Opportunities within each game are 

scaffolded rather than having a different set 
of opportunities for each skill level (like SSA)

Ignite Example:
• Domain – Mathematics
• Sub-Domain – Counting and Numeral Recognition —

Verbally reciting the number list without the presence of 
physical objects and recognizing written numerals from 
1 to 10

• Skills/Skill Levels -
1. Beginning: Listens to verbal counting up to 10 

Number words are said in the correct order and 
with or without pausing between words. 

2. Emerging: Repeats/recites number words aloud up 
to 20; in the correct order (and with pauses 
between each word)

3. Intermediate: Repeats/recites the number words 
backwards in the correct order from 10 to 1

4. Accomplishing: Names which number comes 
directly before or after in the count list

5. Proficient; Kindergarten Ready: Recognizes written 
numerals from 1 to 10

What’s Different  – Scope and Sequence



ISS-SSA - Skill Families & Skill Development Areas Ignite  - Domains, Sub-Domains and Skill Levels
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Aligns to:

•25 Objectives
- Or -

• 41 Items



Game Selection & Progression rules

• Progression is linear - there is a specific order the games are displayed which 
moves the students between domains and sub-domains rather than keeping 
them in a single domain or sub-domain scaffold

• Shorter games – games are now considerably shorter than SSA targeting 3-5 
minutes per game to complete

• Game set - games are displayed in sets of three before the students are 
provided a reward (a choice of gear for their buddy)

• Game choice: students choose where they start their game set (game 1 or 
2); If they pick 1, then their set is 1,2,3- if they pick 2 their set is 2,1,3



Game Selection & Progression rules

• Positive progress – students that answer 80% or more questions correctly in 
a game will pass that game and move to the next game in the system 

• Lock – students that get less than 80% correct in a game will be locked out of 
that game for a day then allowed to attempt it again the next day

• Alerts will be designed in Insights and by email to tell the teacher when a child locks in  
a game once, and when it has happened multiple times.

• Progression Considerations – to determine the next three games that a 
student will play the system

1. Excludes games the student has passed with 80% or more correct
2. Excludes games that the student has been locked out of in the last 8 hours
3. Excludes games that the student has not yet passed all game prerequisites with 80% 

or more correct
No games available? – The system will remove the exclusion on ‘passed games’ and 
allow the child to play games they have previously passed with 80% or more correct





Role Old New

Super 
Admin

Role doesn’t exist The super admin role is view only.  They can view aggregate data reports from several 
orgs – permission from each org is required – but cannot add new entries (role is more 
restrictive than org admin; not the same as being an admin of two orgs)

Org 
Admin

Have the ability to:
• View all schools, classes, and students in aggregate for the entire org
• Add /edit /view schools, classes, school admin users, teacher users, students, devices​
• Move students between classes and assign students to classes, carry over students from a prior school year,
• Assign devices to classes​
• Activate or re-activate a HatchSync license for the organization​
• Unlock students who are locked out of skills
• View archive reports, organization overview report, School overview report, school comparison report over 

time, device overview report​
• View only a student's first name and first initial of their last name and their age and no picture​
• View a Utilization Panel indicating how many of their schools have recently used iStartSmart and the % of classes in 

their schools that have students added. They can view further details regarding the number of sessions in the last 7 
days and the average child progress to k-readiness for the school​

• View the Org k-readiness at a high level, and then drill down to view each school or to filter by a specific skill​
• View the number of active devices in their organization and drill down further to see on a school level the number 

of devices that have not recently sync'ed
• View number of students with progression issues in their schools and drill down to see the number locked and 

regressed by school​
• View the average play time of the students in their schools over the last 7 days then drill down to view the average 

per school and view the total play time of the students in each school​
• If the org has a HatchSync License, view the % of students matched to GOLD profiles and how many total documents 

were sent, and drill down to view the # of teachers, classes, students, %matched and docs sent per school.

The org administrators play a really big and important role now.  They will be required 
to add teachers for teachers to activate the product.

In addition to all current functionality, org admins can now
• Import schools, school admins, teachers, students and assign them to classes
• Move students from one school to another within the same org
• Edit / manually override imported data
• New dashboard in INSIGHTS - can now see

• how many times the school admin logs in
• Org utilization; org readiness toward k–readiness; progression levels within 

schools
• More detail on TSG – entire view of schools – can drill down and compare 

schools

Version: 6/11/2019,                      
for internal use only

What’s Different  – Stakeholder
Functionality



Feature Old New

Reporting application RMS; it will continue to work at the same URL for 
customers that have SSG. However, the new UI will no 
longer be in "Preview" mode. When there are only SSG 
sessions then the reports will display in the current style 
with the Skill Families and skills as that is the format of the 
data

• Insights at the same URL 
• The teacher will be presented with a toggle switch between Ignite and SSA/SSG data when Insights detects that 

there are SSA/SSG sessions and Ignite sessions indicating that students are actively using SSA/SSG and Ignite.
• The default will be to display Ignite domains, sub-domains, skills

Archived data • ISS only data in RMS
• ISS data will be archived again this year. The reset 

policy around classes, children, class to device 
assignment and teachers has not been finalized yet

• - Carry over of a child and their progress into Ignite will 
not be supported since the skills and games will be 
different

• Archive reports showing last year's and prior years progress data will be available in Insights and will display in 
the SSA/SSG style of skills and skill levels (since that is the format of the data)

• Ignite data in Insights – will be archived next year
• SSA data in Insights – will be archived next year

Data import Only one organization can import data in the current 
system. 

• Data can be imported using predefined CSV templates or manually entered through the Insights UI or Ignite app 
interface

• Imported data / transactions will be logged with the importers name, data and time stamp
• Any org or school admin can import data into their org or school

Parents viewing child’s data No access today • Registered parents/guardians will be able to view their child’s progression reports, drawings, and time in the 
games only if their child is playing an Ignite game.

Database RMS database The updated RMS database now accommodates new data collection and features:
• New views that make it easier to understand and access the data – i.e. bar charts (old views will exist for viewing 

SSG data)
• New reports because the scope, sequence, scaffolding is different
• More privacy

Student’s drawings to support 
the Social Studies Domain

No drawing will be available for view if the child is not 
using Ignite. SSA/SSG games do not have the student 
drawing and do not save drawings

Repository for saved drawings, with interface for teachers and parents to view and print the drawings

New org setup Initial creation of the org and the org admin happens by a 
Hatch coworker

• Via CSV or manual input
• Import can be performed by the org or school admin or Hatch admin

Emails and alerts Emails and alerts triggered by conditions Completely redesigned emails and alerts triggered by conditions/events

Administrative  
Version: 6/11/2019,                      
for internal use only



Questions?



Let’s Do This
Any questions?



Pricing for Ignite



Questions?
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