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Description

The award-winning English learning solution® for young learners, contains an adaptive learning system with structured
multimedia content providing learning incentives with personalized feedback for students to continuously learn and

improve their English with a high knowledge learning retention rate

Compatability

Windows, iPad and Tablet

Discover today

https:/ [edu.nd.com.hk/english-galaxy/?lang=en

Target Audience

Fit for young learners aged 5 to 12 years old
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Key Capabilities

Gamified Learning App

Assimilating students’ interests with gaming across educational material encourages students to learn and review course materials
outside of the classroom.

Combine Learning with Entertainment, Reinforce Learning Memory

Reinforce learning memory after class with 7 interactive learning games and daily mission.

Vitual Rewards Encourage Learning

Create in-game incentives with virtual rewards to personalize avatar and island.

Personalized Learning, Teaching with Student’s Aptitude

Personalized exercises given as “Daily Missions” are assigned accordingly to students’ learning path

Professional Learning Materials

Core of syllabus in alignment with Cambridge English: Young Learners English Tests (YLE) with learning materials adapted from
English Journey published by Foreign Language Teaching and Research Press (FLTRP).

Core Curriculum Outline

Cambridge English: Young Learners English Tests (YLE)

English Journey by Foreign Language Teaching and Research Press (FLTRP)

Strongly coherent with the English Galaxy learning app

Complete courseware with English Galaxy Classroom that comes with student's books, workbooks and storybooks with teaching
materials and teaching plans
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