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Introduction
Mrs Wordsmith - the word 
learning experts - presents 
Epic Word Adventure: the 
most fun, word-rich game 
world ever created. 

From the creative talent behind 
games and movies including 
Madagascar, Club Penguin, 
Marvel Hero Tales, and Subway 
Surfer, with instructional 
support from our academic 
experts at NYU and the 
University of Cambridge.

http://mrswordsmith.com
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Join the Scooties as they 
embark on unforgettable 
missions packed with epic 
words, epic laughs, and epic 
scooters. 

Grab your scooter and explore 
Blabberville, an ever-expanding 3D city 
powered by words. Everything kids see in 
Epic Word Adventure, from avatar outfits 
to scooters, has rich vocabulary attached 
to it. Kids can select avatar outfits with 
names such as Extravagant Lobster, and 
Sassy Airkiss. 

Kids will be having so much fun that they 
won’t believe it’s educational.

http://mrswordsmith.com
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What are the 
benefits for 
my child?
Their 
vocabulary 
will skyrocket
They will learn words that stretch them 
and boost their reading age. We combine 
words curated from curriculum lists with 
more challenging words.

Kids become 
better readers 
and spellers
They will interact with the letters and 
sounds in the words they encounter in 
a gamified way that will develop their 
spelling and reading fluency.

Unlocks STEAM 
concepts 
Concepts around Science, Technology, 
Engineering, Arts, Mathematics (STEAM) 
are extremely important for children to 
become problem solvers and thrive in a 
21st century world. Epic Word Adventure 
includes words that cover topics like 
numbers, shapes, and sizes, and words for 
technology (e.g. invent, 3D printer, drone, 
and motherboard). STEAM learning for 
children is most effective when coupled 
with interaction and play that helps them 
discover what concepts mean.[1]

Inspires children 

With words that will help them develop 
character (e.g. persevere, empower, 
nonconformist, sympathetic).

Provides positive 
role models
Our cast of characters includes inventors, 
chefs, athletes and trailblazing designers.

Makes learning 
fun by turning it 
into a game 
According to research, children learn 
best through play because hands-on 
experience leads to deeper engagement 
and understanding of new concepts.[2] 
Gamification also promotes problem 
solving and independent learning, and 
is particularly effective when it comes to 
learning new words.[3]

Personalization
Each child learns to their speed. Our word 
curation has been designed to challenge 
children of all ages and abilities while 
they’re having fun.

http://mrswordsmith.com
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MAKES LEARNING 
MOBILE AND FUN 
FOR THE WHOLE 
FAMILY

Apps are tools that can help families 
play and learn together, connect people 
and experiences, help address everyday 
challenges, and make learning something 
that happens at home, on a bus, or 
grandma’s house, not just at school.[4]

“Research shows that children learn more 
from all kinds of media when families 
participate too. Whenever you’re playing 
with apps, reading books or watching 
television together, children have more 
opportunities to ask questions and learn 
about what they are seeing, which can 
lead to even more opportunities for 
conversations. Don’t worry about letting 
your child play alone. But do take the time 
to play together when you can. You’ll both 
have more fun!”[4]

Epic Word Adventure fulfills the criteria 
recommended by the The Joan Ganz 
Cooney Center (an independent research 
and innovation lab, dedicated to the 
founder of Sesame street, that focuses on 
educating children in a rapidly changing 
media landscape) on how to best choose 
apps for children.[4] 

These criteria include:  

• Bridging activities between home  
and school 

• Preparing them for new experiences 
• Helping the family have fun together 
• Building on children’s interests    
• Engaging in creative play rather than 

passive tapping 
• Providing age-appropriate content 
• Providing opportunities to talk  

about the activity 
• Offering ways to play or  

create together 

http://mrswordsmith.com


Parent and Educator Guide 6 mrswordsmith.com

How do 
kids learn 
new words 
using the 
app? 

Our pedagogical approach 
was developed in collaboration 
with literacy experts including 
Susan Neuman (Professor of 
Early Childhood and Literacy 
Education, NYU; former 
U.S. Assistant Secretary of 
Education) and Ted Briscoe 
(Professor of Computational 
Linguistics, University of 
Cambridge).

Word of the Day  
As kids navigate, they collect the letters 
that make up the Word of the Day. When 
the whole word is completed, this unlocks 
a character-led short cartoon that brings 
the word’s meaning to life, ensuring that 
players laugh as they learn challenging 
vocabulary.

Themed missions 
that place words 
in context
Every day, the Scooties send players 
on missions to collect objects and learn 
words they need to perform various tasks. 
“Help Grit fix the broken robot chef!” 
Helping characters complete missions 
contributes to better retention of new 
information.[5] Children encounter 12-15 
words a day through missions. 

http://mrswordsmith.com
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Missions 
organize words 
into topical 
clusters
Learning words in thematic clusters is 
compatible with how our brain works, 
but also helps children organize their 
knowledge and access it better.[6] 

 

Sound out 
the words to 
develop spelling 
and reading 
fluency
Every time children collect an object, 
they interact with the word attached to 
it by tapping on syllables, or onset-rimes 
(first letter-rest of the word), hearing how 
they are pronounced, and putting them 
in the correct order. These techniques are 
used in school to help children advance 
their reading skills. In layman’s terms, 
we call them ‘sounding out the words’. 
Breaking words into sounds and seeing 
the letters they correspond to develops 
children’s phonological awareness, which 
is an important prerequisite for reading, 
spelling and writing fluency.[7]

Learn and Earn! 
Children are rewarded for the words they 
learn with Blabberbucks, our in-game 
currency, which they can exchange for 
cool outfits and scooters. According 
to research, the immediate feedback 
games give through rewarding a player’s 
accomplishments is particularly beneficial 
for learning.[8] 

http://mrswordsmith.com
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Children need 
several spaced 
encounters in 
order to learn 
new words
Our algorithm ensures that children 
encounter each word up to six times with 
the optimal amount of time between each 
encounter to maximize retention.[9]    

 

Children learn 
better visually 
When it comes to word learning, visuals 
are proven to increase children’s interest 
and motivation, as well as foster 
engagement and retention.[10] 

Active, gamified 
learning
Levelling up, using rewards and  
involving the senses makes learning  
more memorable.

Quick word 
review
All the words kids encounter are stored 
in their Blabberbank -- a repository of 
words with definitions to make reviewing 
vocabulary easy.

shampoo

racecar

http://mrswordsmith.com
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What else do I 
need to know?
What age is our game 
designed for?

Ages 6+ 

For native English speakers, the app is 
most suitable for ages 6-11.

Designed and tested to make navigation 
in a 3D world accessible and intuitive for 
children as young as six years old.

Includes missions and words of various 
levels of complexity to keep children up to 
11 years old engaged and stimulated.

For learners of English as a second or 
other language, it can be suitable for 
anyone aged 6-99. 

Safety is our priority. 
It’s very simple:

No in-app purchases
No third party advertising
No social or external chat features

Epic Word Adventure is 
affordable

Subscription-based 
Affordable monthly and upfront yearly 
payment options.

Receive emails keeping you updated on 
your child’s word-learning progress, and 
word a day notifications so you can join 
the fun. 

Register up to four children  
per subscription. 

Receive The Blab
a vocabulary-rich, illustrated 
monthly newspaper designed 
for children. 

http://mrswordsmith.com
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