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Pipo is a collection of educational games on CD-ROM that, through their
presentation and the creative way they treat different themes, quickly capture
children’s interest. The program builds different areas of the school curriculum
and the skills necessary for children's learning and development.

They have been created and coordinated by child psychology professionals,
including contributions from teachers and specialists in each area of education. Clear, 
simple and very stimulating, they aim to let children work through the activities by 
themselves at their own pace and learn through play, encouraging and stimulating 
intuition, reasoning and creativity...

Although the child sees these games as just games and has fun trying to solve them,
from a teaching point of view each one delivers a specific set of learning goals for
children. 

Some programs also include the possibility of regulating the level of difficulty. These
have proved to be very useful for children with learning difficulties or in special
education. The educational contents of Pipo are complementary to the curriculum
content for preschool and elementary school and with the goals set by current
teaching practice.
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-  NEW EDITION  - v.10

More Information at:
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licenses
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1

contents

General introduction



Learn to read with Pipo is a flexible reading tool which children and/or teachers can 
use to meet their educational needs.  In most cases, it is recommended you use the 
configuration key because it creates a progressive and directed medium for learning.  
As the child plays new letters will be introduced.  The first consonant “ L” will ap-
pear.  The child may begin to play the game, granted he knows his vowels.  However, 
he can at any time return to the vowel screen and begin to play with the letter A. 

The alphabet letters will be presented in the following order :

A L  S  N  P  T  M  RR  R  B  D  C  Q  H  CH  G  GU  F  J  Ñ  Y  Z  V  LL  X  K

Please keep in mind the following:

METHOD The methodology of the game complements the reading and writing 
process.  It is important to observe the child’s behavior and never force him to 
play, instead motivate him to play an easier game.
  
MODERATE USE  Children should never play the game for more than an 
hour.  It is better to play short frequent times   (a little bit each day or a few 
times each week).
DAILY READING EXERCISES Although a unique foundation for learning to read, 
the program is not designed to replace the reading curriculum in use.  It is a useful 
tools that motivates children to read their daily environment: signs, advertisement, 
billboards , etc… and later to read stories and text according to his developmental levels.   

SCORES A constant record of student’s scores is available.  High scores are not 
indicators of intelligence.  Having a high score simply means that one child has 
played the games more than another.  Score records should be used to motivate 
children and provide a record of responses. 

Precipitated Aid It is imperative to let children play at their own rate.  Do not 
worry if at first children become confused with the game and never consider errors 
as something negative.  Let them discover how to play the game and use their 
mistakes to internalize and learn the objectives of the game.   

ENCOURAGE CHILDREN TO PLAY PARTS OF THE GAMES It is not necessary 
for children to complete  consecutively  all of the games for one particular letter for 
this may exhaust them and some may see this as a type of test needed to learn the letter.   

Don’t worry, if after playing the games, some children do not have a 
solid understanding of the letter, just invite them to play the games again. 

In some cases it is better to play the games twice simply by using another name. 
Replaying games can reinforce skills and develop skills necessary for harder games.   

for parents and educators
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Learn To Read With Pipo 1  is designed primarily for children between the ages 
of 3 and 6 years.  The program's flexibility permits each user the ability to establish 
their own learning pace.

Eighteen entertaining games focus on different educational concepts such as:  
differentiation, visual, memorization, letter/symbol recognition, vocabulary, etc...

The games are divided into 4 sections: 

1. The Lobster's Syllables:  Consists of 9 games designed to introduce new  
alphabet letters.
2. Crab's First Words : Includes 6 games which introduce 5 words beginning 
with the targeted letter.  A picture of each word is shown to aid comprehension.   
3. More Words For Fish:  Includes 5 games that practice and evaluate 
the acquired skills of the targeted letter.
4. The Seal's Sentences:  Consist of 3 entertaining games where children 
construct or edit sentences.  

Use the configuration features to meet individual learning needs (see page 4 for an 
explanation of this feature).  

Duration of each game varies based on the individual learning pace and motivation 
of each child.  There are no time constraints and the game can be exited at any time. 

The games are highly stimulating and rapidly capture children's interests and they 
can be easily adapted to meet student's individual learning needs.   

.

THE MAP OF LETTERS 

Here you have a global view of all the areas that must be travelled in order to
obtain the Explorer's Diploma. 

Depending on the configuration feature chosen, sections accomplished will be vis-
ible and will continue to be recorded as the games are successfully finished.  

Children will receive a diploma to color after they finish each letter game.

Learn to read WitH pipo 1

to start

133

Type your name if 
this is your 1st 
time.
Click  Play to link 
into the Treasure 
Map  

Choose your 
name from the list

Credits

Internet Access

Exit Program Summary

Help Button

Configuration 
Button

Click to Exit or by 
pressing “Esc” or 

“F4”

To start the game, Pipo will ask children to select their name from the list.  Only 
children who have played before will have their name on the list.  First time 
players will be asked to enter their names and their progress will be recorded.  

First time users need to type their name twice exactly the same way.  From here 
students will have access to a multitude of games.   



THE ISLAND

Once you click "Play" the path (small islands) for that letter will appear.
You can play each activity in order or click on a specific letter.  After you finish the 
activities for that letter you can go on to another one.

Click on F5 and Link to Option Screen.  From here you can view all of the 
program's features. 

F8 - Configuration    F9 - Scores for each letter game.

The program can be configured in many ways depending on the purpose. Thanks to the 
Configuration feature we can adapt the program to meet the educational needs of children. 

The following sections can be modified: 

Configuration Types: 

Default 
Preset in all the games:

summary

Brief explanation 
of all the games 

Access: 
www.pipoclub.com 
from here.

F8

Click on "A" and "F8" 
at the same time to 

Link to the 
Configuration page. 

Young children will not 
be able to access the 
configuration page in 

error.  

The play button 
will indicate the 
letter for the game.
Use the arrows to 
move forward or 
backward.

If you have earned a 
Diploma this icon 
will be activated and 
you can print your 
Diploma.

Click on the arrows 
to move through all 
the screens.  
.

Exit

CONFIGURation
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DIPLOMA 

Successfully 
complete the games 
for a letter and re-
ceive a diploma.  

Activity Page

Print an activity 
page for each letter 
you are working on.  

Summary of 
Program

Apply configuration:  default, general or individual  

Click the help key (F1) if you want an explan-
ation of each section. 

Games: active/inactive, game details, letter 
type for each game. 

Scores

Configuration

Help

Double Click on 
the letter or Play 
button to move 
into the games.    

Access to Diplomas Activity pages (handwriting)



1- Begin with the letter "L" and progress through all sections. 
2- Consists of three inactive games (the lobster and the fish).  
3- The default letter is the targeted letter.   
4- Button to change letter is available.   
5- Print Button is activated.   
6- There is a total of 6 quiz games.  Once these games are complete player 
can move on to next letter.  

Default is set for children between 3 and 4 years old.  For more advanced ages, 
choose other games with higher level stories like The Beavers, The Toucan, and The 
Dragonfly.

General
Configuration set is the same for all players.

Individual
Configuration is chosen for each individual player simply by choosing their name 
from the name list (upper right-hand corner). 

If after setting individual configurations you want to return to a general con-
figuration, just re click on the General button and the application will affect all players.  

Method Type:

Progressive Method 
You can decide what letter you want the child to start with. The default is set to 
start with the letter “L”, this can be easily changed by clicking above the letter 
you want the child to read.   The letters in the reader (The Treasure Map) will be 
activated once the games have been completed.  To move to the next letter, all 
game quizzes must be resolved in all four sections.

Free Method

If you choose this option children can work on any of the letters.  All the letters in 
Pipo's reader will be activated giving free access to all letters.  This option also 
allows you to deactivate any letters you do not want the child exposed to.  Click 
on the letters you want to deactivate and they will become shaded and inactive.  

Letter Type 
Decide on the letter type you want to configure.  
Chose the Letter Type per game: 
Click on this option if you want to choose a letter type for each game.  

Default Letter: If you wish you can have a default letter type for all the games.  

Letter Type Button: If you chose this button can be activated in all the games 
so that children can change the letter type at any moment.  

5

Game Quiz

There is a minimum 
of one game quiz 

per section.

Click on the Letter 
Button to choose 
from:  lower and 
upper case letters 
or cursive.  

Quiz games will 
have this icon. 

Letter Type 

    Letter Type 

Change the letter 
type in each game 
from: lower and 
upper case or 

cursive.   



Available Games
From this option you can decide which games you want to omit (ex. the quiz 
games)  and you can also decide on the letter type for each on of the games. 

      

To activate or deactivate an option, Click on the icon representing the option.  

Print
Print options are limited.  The pages of the games you can print are:

Diplomas: Receive a diploma you can color  by completing all the games for a 
particular letter.

Activity Pages: Each Letter comes with a handwriting activity page that can 
be printed from these screens:  the treasure map, the islands, and each letter section. 

Coloring Pages: Play the Lobster Syllable Game by clicking on different 
colors to color the pages.  You can also print these pages and color them with your 
crayons.  

Awesome!  You 
have received the 
diploma for the 
letter "K"

Click on the 
Print Button

Printing

We suggest 
printing Diplomas -

landscape
Coloring pages -

portrait

Use the arrows to 
see
the activity page.

Print your 
Handwriting 
activity page.

.

Click and Link 
to the 

Letter Diploma:

Click for Activity 
Pages:

Print on paper 
and color. 

A grey shaded area means
the button is inactive. .

Game 
Options 

Quiz Games  Active Game Inactive Game

If you configure 
a letter type for 
all the games, 
the letter type 
will be be added 
here.

Click to activate 
or deactivate a 
game.  
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Learn to Read With Pipo 1 is an interactive program that supports reading development. It 
begins with simple letter identification and progresses to more challenging, sentence 
formation.

Words used in the games are “user friendly” words children are very familiar with.  
This facilitates and promotes the reading process as opposed to, pseudo words (words 
children have no idea what they mean).The games are progressively structured begin-
ning with the letter “L”.  This will ensure that as children progress through the games 
they will not encounter words with letters they have not previously played with.  

Some words in the Lobster game use letters that have not been introduced; however, 
the objective is to present letters in the middle of very simple words children will know. 

On Default Mode, the first game to appear is Lobster’s Syllables.  After that children 
can use the tabs on the tool bar to navigate freely.  

The alphabet letters will be presented in the following order :

A L S N P T M RR R B D C Q H CH G GU F J Ñ Y Z V LL X K.

The vowel section of the program (represented below) does not have 
default features. It has the same options as in the consonant games; 
however, it only has to two sections which correspond to the Lobster, and 
Crab sections.  So, there are only two tabs to play the vocabulary games.     

   

Interacvtive Reader 

Lobster's Syllables            Crab's First Words              More Words For Fish        Seal's Sentences

7

Lobster's Vowels Vowel Words with Crab

Completed Games

Complete all the games 
and quizzes, 100% and 
get a check mark! Children can choose to freely navigate through each section acquiring each 

objective. However, it is recommended to begin with the first tab on the left and 
work their way through the last tab on the right. 



Pipo will begin by talking about the syllables and end by forming words with those 
syllables.  As he is talking the syllable is colored in.  This provides a visual and audio  
stimulant for children as the learn the syllable.  

   

Upon entering this section the targeted letter will appear along with the button to 
print the activity page. Click on the Writing Fish to see the activity page.  

Click on each syllable to hear how they sound.

The games in this section are designed to introduce the letters of the alphabet.  The 
games are simple and introduce a letter and how it sounds with each of the vowels.   

Click on any of these game icons to continue playing games with the targeted letter.    

                

At any time, children can replay any of the games. 

Didactic Objectives:
Identify and differentiate letters.

How do you play?
Click on the letter you hear Pipo say. 

Didactic Objectives:
Identify sound/letter symbols.
Differentiate between syllables.
Reinforce and review colors.
How do you play?
Children will learn letter sounds and  symbols by clicking on them and then they can 
move to the vowel screen and see/hear how the letters sound when connected to 
vowels.   

    Lobster's syllables

    Skills 

Visual & Auditory 
Memorization

Visual Motor Coordination

Differentiation

Association

Reading/Writing

Comprehension

tHe JellyfisH

Look for the letter Pipo 
is asking.  Click on the 
Megaphone and Pipo 
will repeat the letter. . 

Letter Type

100% will conquer 
the game!

Color Ii

Jelly Fish
Color III

Bubbles 
Beetle

Color I
Stars

Turtles Ruins 
Color III

Writing Fish

Completed Games

Receive a check mark 
for each completed 

game.  100%

TIP

Use Landscape 
setting to print 
activity page.
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Children will learn the syllables as they color each section

Didactic Objectives:
Letter Recognition and Image Association. 
How do you play?
Click on a bubble and drag it to another bubble containing the matching 
syllable.

Didactic Objectives:
Recognize syllables in different letter types. 

How do you play?
Move the beetle from tree to tree matching the syllables.

Didactic Objectives:
Identify letter/sound relationships.
Differentiate between syllables.
Reinforce color names.

How do you play?

Listen to Pipo say the syllable and choose the color pencil that has the matching 
syllable.  

tHe jungle beetle 

THe bubbles

99

Click on the 
Megaphone and Pipo 
will repeat the syllable.

Click on the Question 
Mark for help. 

Play

Pipo will keep tally 
of correct responses 
and errors.
The less errors made, 
the quicker you can 
receive a 100% 

Print and color
the drawings .

F8 will activate 
or disactivate 
printing 
function.

Look closely each color

matches a syllable!

Exit

Pipo will keep tally of 
correct responses and 
errors.
The less errors made, 
the quicker you can 
receive a 100% 

Match and connect the 
syllables in each tree. 

Exit

Color Ii

TIP

Use Landscape 
setting to print 
activity page.



Didactic Objectives:
Learn how each letter is formed by connecting the dots.  

How do you play?
Pipo wants to tech you how to form all of your letters.  To do this, unite all of the 
stars by connecting them in number order.

Didactic Objectives:
Match syllables sound to graphic representation. 

How do you play?
Listen to Pipo say a syllable and click on the turtle that carries the matching syllable.  

Didactic Objectives:
Identify letter/sound relationships.
Differentiate between syllables.
Reinforce color names.

How do you play?

1.  Click on an area to color. 
2.  Listen to Pipo say a syllable.
3.  Look for the matching color pencil.
4.  Click on the same area again to color.

Match the color 
pencil to the area that 
needs to be colored.  

Help

Letter Type Button

Print and color 
picture. 

tHe stars

Click on the Writing 
Fish and he will show 
you how to do it. 

Follow the numbers to 
form the letter.  

Click on the 
Megaphone to hear 
Pipo say the letter 
again.  

tHe turtles

Pipo will keep tally of 
correct responses and 
errors.
The less errors made, 
the quicker you can 
receive a 100% 

Click on the 
Megaphone to hear 
Pipo say the syllable 
again.
Exit

Color Iii
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TIP

Use Landscape 
setting to print 
activity page.



By this point children will have had many opportunities to internalize the 
sounds and symbols of syllables to perform optimal auditory discrimination.  

Didactic Objectives:
Memorize and differentiate between syllables.

How do you play?

Search the ruins to find matching syllables.  Two players can play.

These two sections overlap due to the correlation of the games. The way to play, 
regardless of the section the child is in, is the same, with the only difference being 
that the crab game works with five words, the fish game increases the number of 
words.  The words in the fish game include letters that have already been introduced, 
according to the progressive method by default, which begins the game.

It is not necessary to complete all the activities in this section to surpass it.  This 
section can be passed by completing the game quizzes you as the child's tutor has set.  
Children may return to this section and play as many times as they want.

Lobster's First Words:

Words used will be reviewed in the following games:  

               

Click over an area, 
listen to Pipo say the 
syllable, and choose the 
matching color pencil. 

Help

Letter Type Button.

Print picture.

F8 will activate or 
inactivate this 
feature.  

THe ruins 

Number scores will be 
kept for each correct 
answer.  The one at the 
end of the game wins.

PointsPoints

Player will go to 
sleep if it is not 
his turn. 

Help

Lobster's First Words and more  Words for fisH

Lobster's First
Words 
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All the words in this 
section have corres-
ponding pictures.  

As the words are read, 
they are colored-in 
syllable by syllable. 

.
This section has 
inactive parts.
         Exit

The Fishes

The Birds

The Monkey

The Beavers 
The Spiders

The Submarines

       Skills

Visual & Auditory 
Memorization
Visual Motor 
Coordination
Differentiation
Association
Reading/Writing
Comprehension



 More Words for Fish

Words used will be reviewed in the following games: 

            

Didactic Objectives:

Reviews easy words from Lobster section.
Word-Image Association

How do you play?
Read the word in the sunken boat and find the submarine with the matching picture. 

Didactic Objectives:
Recognize words from a global perspective. 
How do you play?
Place the bubble on the fish containing the same word. 

Didactic Objectives:
Build words using syllables.
Letter-symbol recognition

THe submarines

7

Letter Type

Pipo will keep tally of 
correct responses and 
errors.
The less errors made, the 
quicker you can receive 
a 100% 

THe fisH

Letter Type Button

Megaphone 

Pipo will not help you 
read the word.  You 
have to read it by
yourself.  

Help

THe Birds

12

100%  needed to 
pass.

Pipo will keep tally of 
correct responses and 
errors.

This game only
appears in the 
Lobster section

12

Help Fish eat the 
words.

As the words are read, 
they are colored-in 
syllable by syllable. 

.

This section has 
inactive parts.

Help

The Fishes

The Birds

The Monkey

The Beavers 
The Spiders

 More Words for Fish



How do you play?

Click on the bird that that is carrying the syllable needed to complete the word and 
place it on the bench at the bottom  The complete word appears at the button of the 
screen.  

Didactic Objectives:
Learn Letters
Manipulate the keyboard
Sequence Letters
How do you play?
Use the letters on the keyboard to type the letters in the leaves and that you hear Pipo 
say.  

Didactic Objectives:
Build words using syllables
Differentiate between letter symbols
How do you play?
Click on the Beaver's log that contains the syllable necessary to spell the word and 
move it to its place on the ground. 

This game is more challenging than the Bird game because children need to know 
how to read.  the Bird game provided visuals.  

Didactic Objectives:
Match read words to graphic representation
Identify words

THe monKeys

88

Tip

Small children will 
need help by pointing 
to the area on the 
keyboard where the 
letter is located. 
Configuring to 

uppercase letters will 
match the letters on 

the keyboard. 

Throw away the 
syllable you don't 
need.  

Choose the bird that 
has the syllable 
needed to complete 
the word. 

Visual
Support

Click on the 
Megaphone to hear 
Pipo repeat the word.
     Exit

As you type the 
letters, the monkeys 
will bring them 
down
Letter Type

THe beavers

13

Throw away the 
syllables you do 
not need.  

Click on the tree 
trunk that has the 
syllable you need.  
If you need help 
Pipo will say the 
word.  

THe spiders 
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How do you play?
Click on the word that is said by Pipo

From this point on children will read complete sentences.  This completes the last 
section for the designated letter.  The seal will help you read 4 sentences found at 
the bottom of the sea.

Use the phrases learned to make more sentences in these games: 

    

Didactic Objectives:
Build Sentences
Differentiate Between Words
Graphic-Sound Association

How do you play?
Build a sentence by choosing a word from the tree leaves and placing it on the log at the bottom. 

Didactic Objectives:
Build Sentences
Differentiate Between Words
Reading Comprehension

How do you play?
Help Toucan choose the words to make a complete sentence. 

THe bees
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Click on the 
Megaphone to hear 
Pipo say the word 
again. 

Letter Type Button

Be Careful!  Don't 
get any wrong. 

Seal's sentences

Pipo will keep tally of 
correct responses and 
errors.
The less errors made, 
the quicker you can 
receive a 100% 

THe toucan

Place the words in the 
tree leaves on the log.  

Activity Pages 

Games in 
this section.

Help

The Bees  The Toucan  The Dragonfly
                

   Skills 

Visual & Auditory 
Memorization

Visual Motor 
Coordination

Differentiation

Association

Reading/Writing

Comprehension



Didactic Objectives:
Reading Comprehension
Auditory Memory
How do you play?
Listen to the sentence Pipo reads and help the dragonfly place the words in order in 
Cucas's canoe.  

From this screen you can see the score tally of all the players (CD-ROM).

You must remember that the scores are not important in themselves. What is
important is the attainment of the configurated games and quizzes.  

“Learn to Read With Pipo 1”, comes an extensive and wide range of games and it is 
for this reason a series of quizzes, which can be chosen and set from 
the configuration option, are at your disposal.  Accomplishing these games, for a 
preset letter, is a success in and of its self.  

Do not be overly influenced by the number of points a child might have: having 
many points does not necessarily mean that a child knows more than another.  It 
means the child has played more often. 

What is really important in the score chart is to get a “check mark ” under the quiz
icon.  By doing so, the child has demonstrated that he has acquired 
enough knowledge of the targeted letter to complete the quiz.    

It is important that you do NOT attempt to get your child to complete everything in
one sitting, i.e. to get 100% in all the games.  If you do this, the only thing
that will happen is that the child becomes overwhelmed and that which was
designed as a motivating learning tool becomes a source of boredom

When you link to the score screen you will go directly to the scores for the letter the 
child is working on; however, you can change the letter by clicking on another letter 
located on the letter bar (right side of monitor).  

On the other hand, there is a score bar for each game including all 4 sections 
(omitted games will not be reflected in this screen). Thus, with a simple glance you 
may view the status of those games that you as the teacher have set for your students.  

THe dragonfly 

Scores
F9

Click on F9 and link 
directly to the score 
page.  

As you play the 
percentage in the bar 

will get higher.

Points for each 
game will appear.

Place the word 
where it belong 
in the sentence. 

Button Type

Choose the missing 
words. 

Click on the 
Megaphone to hear 
the sentence again. 

Use the Megaphone
to hear Pipo repeat 
the sentence. 

Place the words in the 
canoe to build the 

sentence. 
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Each section for each letter must be completed for records to appear.  

Or to finish faster, just complete and pass all the quizzes.  

When the mission has been accomplished (have mastered all the letter games),you 
will have access to the island of treasures and receive your
                                       Explorer of Letters Diploma 

   

Your Explorer of Letters Diploma and be printed in black and white or in color.  
Select your choice on your printer.  

The game records the date the mission was completed and it will also print your 
name on the diploma.  

Points received for 
each letter. 

Total Number of 
Points..

.Pass the mouse 
over the games to 
see a brief de-
scription of each.

Percentage Bar 
for each game. 

Player's Name

Game Quizzes

A check mark under 
this icon indicates 
quiz for that letter 
have been mastered.

Each completed 
section will also get 

a check mark.
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