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What is the End of Year (EOY)  
Summative Assessment in the Countdown  
Reading Playground?
The End of Year (EOY) Summative Assessment in the 
Countdown Reading Playground is a way for you to 
gauge the level of mastery students have achieved with 
the specific skills taught in Countdown. This cumulative 
and controlled assessment can indicate whether a 
student has mastered the skills taught in Countdown 
or whether the student needs additional practice and 
reinforcement to reach mastery.

The Countdown EOY Summative Assessment is a series 
of 13 short games that the students will play, one after 
the other. The games were chosen for their ability to 
showcase your students’ knowledge as accurately 
as possible without face-to-face interaction. Each 
game assesses one or more unique skills taught within 
the Countdown program. The concepts targeted in 
the assessment games are phonemic awareness, 
phonological awareness, phonics, letter-sound 
correspondence, decoding, and encoding. In total, the 
combined results of these 13 games will not address every 
skill taught within the Countdown units, but they will assess 
the major phonemic awareness and phonics skills taught, 
as well as how students are able to use their phonemic 
awareness and phonics knowledge to decode and 
encode controlled words.

How can I use the Countdown EOY 
Summative Assessment? 
The overall score on the EOY Summative Assessment 
games can be used to indicate a student’s general 
mastery of Countdown instruction; it can provide a grade 
that can be used formally on a report card, or it can be 
used more informally to indicate the most appropriate 
next steps for each student as he or she finishes the 
Countdown program. You can also use the scores on 
individual games to determine students’ level of mastery 
on specific skills.

How long will it take my students to complete 
the Countdown EOY Summative Assessment?
This EOY assessment will take most students between 15 
and 30 minutes to complete and can be done in one 

sitting or broken up into multiple shorter sessions. Student 
progress will be saved at the end of each game (when 
the next Start or Skip box appears, the previous game’s 
score will be saved), so they can return to the assessment 
to complete the remaining games at any time.

FIGURE 1. Navigating to the assessment

Students should log in to the Countdown Reading 
Playground using their normal passcodes. Once logged in, 
they will see an EOY (End of Year) icon in a “Show What You 
Know” section at the bottom of the main navigation screen. 
This icon represents the summative assessment. When 
students click this icon, they will enter the EOY Assessment. 
You will be able to lock and unlock the EOY assessment so 
that your students only have access to it when you want 
them to complete the assessment. (See the next page for 
information on locking and unlocking the assessment.) Next 
year, students will have access to Beginning of Year (BOY), 
Middle of Year (MOY), and End of Year (EOY) summative 
assessments in the Reading Playground.

How do my students begin the assessment?
A window will pop up when students click into the 
assessment. Students will click Let’s Go to begin. They 
will view a short instructional video that explains how 
to complete the assessment, and they will then be 
automatically taken to the Game 1 screen where they will 
view the video instructions for Game 1. After completing 
the 5 items in Game 1, they will see a pop up asking if 
they would like to Play Game 2 or Skip Game 2. Students 
should play all games unless you specifically tell them 
to skip certain games. If students accidentally skip any 
games you do want them to play, they can go back to 



the beginning of the assessment and it will offer them the 
chance to play any games they skipped the first time 
through. See the “When would my students skip assessment 
games?” section on the next page for more information.

What content is tested in the Countdown EOY Summative Assessment and how does it align 
to my standards?
The table below shows which content is assessed by game, as well as the number of items for each game and a summary 
of the directions students hear at the start of each game. The games are significantly shorter than the standard Reading 
Playgrounds games. The last column shows the alignment of the skills assessed in each game to the Common Core 
Foundational Skills Standards for Reading.

Game # Category Content Assessed # of Items Summary of Directions Standards Alignment

1 Phonemic 
Awareness Counting Phonemes 5

Students see and hear the name of a picture 
and choose the number of phonemes they 

hear in the word.  
RF.K.2, RF.K.2.d

2 Phonemic 
Awareness Identifying Vowel Sounds 10 Students hear a word and touch the picture 

that represents its vowel sound. RF.K.2.d

3 Phonemic 
Awareness Segmenting Phonemes 5

Students sort pictures into the three color 
tiles group or the four color tiles group based 

on whether they hear three sounds or four 
sounds in the word. 

RF.K.2, RF.K.2.d

4 Phonemic 
Awareness Blending Phonemes 5

Students hear a series of isolated sounds. 
They blend the sounds and touch the picture 

representing the word they hear.
RF.K.2, RF.K.2.d

5 Phonological 
Awareness Counting Syllables 7

Students sort pictures to the 1, 2, or 3 group 
based on how many syllables they hear in 

each word.
RF.K.2.b

6 Phonological 
Awareness Blending Syllables 5

Students hear a series of isolated syllables. 
They blend the syllables and touch the word 

they hear. 
RF.K.2.b

7 Phonics Short Vowel Sounds in 
Closed Syllables 5

Students hear a vowel sound and then 
choose the word that has the vowel sound 

they heard out of three choices. 
RF.K.3.a, RF.K.3.b

FIGURE 2. Students click “Let’s Go” to get started. FIGURE 3. Countdown Assessment, Game 1
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8 Phonics Digraphs 5
Students see a picture on the left and hear 

the word. Then they choose the digraph they 
hear in that word out of choices on the right.

RF.K.3.a

9 Phonics Short Vowels, Digraphs, 
2-Sound Blends 5

Students choose the number of sounds 
they hear in a word, then build the word by 
dragging letter tiles underneath each color 

tile.

RF.K.2.d, RF.K.3.a

10 Phonics Short Vowels, Digraphs, 
2-Sound Blends 5

Students see a word broken into individual 
letters. They label each letter as part of a 

2-sound blend or part of a digraph. 
RF.K.3

11 Phonics Single-Syllable Closed 
Syllable Words 5 Students choose the word they hear out of 

three similarly spelled words. RF.K.3.d

12 Phonics Two-Syllable Words with 
Closed Syllables 5

Students choose the number of syllables they 
hear in a multisyllabic word, then drag the 
correct syllables down to spell the word.

RF.K.2.b, RF.K.3

13 Phonics Two-Syllable Words with 
Closed Syllables 5 Students choose the correct first syllable to 

spell the word they hear. RF.K.2.b, RF.K.3.d

When would my students skip  
assessment games?
After students complete each game, they will see a 
pop up box with a choice to either Start or Skip the 
next game. The full summative assessment will give 
you information on students’ mastery of most key skills 
learned in the Countdown program, Units 1-28. However, 
if you did not teach all units, you may not wish to assess 
students on skills and concepts you know they have not 
learned yet. In this case, you might ask students to skip 
particular games so that their assessment score does not 
reflect things they weren’t taught. You can use the table 
above to determine which games you may wish to have 
students skip. For example, if you did not teach students 
to read two-syllable words in Units 27 and 28 at the end 
of Countdown, you might ask them to skip games 12 and 
13. This is at your discretion, and you will need to remind 
students to skip the games you do not wish them to play. 
If students accidentally skip any games you do want 
them to play, they can go back to the beginning of the 
assessment and it will offer them the chance to play any 
games they skipped the first time through.

FIGURE 4. Start or Skip Games

How do I lock and unlock my students’ 
assessment access?
Locking and unlocking the assessment will ensure your 
students have access to it only when you want them 
to. To do this, follow the steps below: 

1    Log in to your Teacher Dashboard. 

2    Click into your class. 

3    Click the arrow on the right side of the first student in 
your class.

continued on next page



4    Click on the assessment (the assessment currently 
appears as the very next unit after Unit 28). 

5    A box will appear.  If the assessment is currently 
locked, the screen will ask you if you wish to unlock it.  
If the assessment is currently unlocked, the screen will 
ask you if you wish to lock it. 

6    Check the box next to “Apply for all students in this 
class” if you would like this change to occur for all 
students and then click the green button. If you wish 
to only make this change for one student, just click 
the green button. 

7    The assessment will now be locked or unlocked.

How do I access the results from  
this assessment?
After students have completed the assessment, you 
can access the results through the School and Teacher 
Dashboards. By clicking on “Reports” in the left-
hand sidebar, you can access the “By Assessments” 
performance report. There are two report views to 
choose from: Summary and Detailed by Games. In 

the Summary report, the composite score for the entire 
assessment is located on the left-hand side. Additionally, 
a composite score for each main skill assessed is also 
shown. Just like the Summary report, the Detailed by 
Games report shows the main skills assessed; however, 
the score for each individual game associated with 
the main skills is also shown. By hovering over the game 
number, you can view the name of the game for 
additional information. Furthermore, each column can 
be sorted. Student names can be sorted alphabetically 
from A to Z or from Z to A.  Note that this will sort the 
students based off their first name. By clicking on the 
word or arrows, each game’s column can be sorted 
based on percentages from low to high or high to low.  

The percentages are color-coded, giving a nice, quick 
visual for how well a student performed in each game.  
The colors are on a gradient scale from green to yellow 
to orange to red. The darker the green, the stronger the 
mastery over the content. As the percentage decreases, 
so does the hue before changing to the next color. The 
colors help indicate, at a quick glance, which students 
may need additional support or review of the materials.

FIGURE 6. Detailed by Game Report

FIGURE 5. Locking and unlocking the assessment

FIGURE 7. Summary Report

FIGURE 8.  
Colors reflect approximate 
level of mastery
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