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 Students stay in each Stage until they completely master that Stage, (both the input device and 
the cognitive concepts). Students return to the previous Stage if they have difficulty with the 
device (example “happy clicking”), even if they are working on more advanced work in non-
computer lessons. Because it is easier to learn to use a (new) device when the brain is not also 
learning new academic concepts, students return to Stage One to learn to use each new device (ex. 
moving from a switch to a mouse). A student may move through the early Stages very quickly or may 
stay on a Stage for many years. Make sure that the software you choose is also age appropriate. 
 
 Here are some examples of skills within each Stage. You can probably think of more skills for 
each Stage. 

 
Stage One: Cause and Effect (learning devices) 

Given simple cause & effect applications with motivating sights and sounds, students are learning: 
A. to attend to the computer’s presentations by looking and/or listening to the computer; 
B. to properly use an input device; 
C. that pressing the input device causes a reaction on the computer;  
D. to focus on the action in the computer’s presentations; 
E. to use the input device only when it is needed (i.e. no “Happy Clicker” or long pauses);  
F. to appropriately use press; press and release; press and hold; and press, drag, and release;  
G. to take turns with other people or with the computer; 
H. to follow simple directions of the applications and of staff members (i.e. “wait” and “do it now”); and  
I. and to time the activation of the device to when it is actually needed (i.e. use the device only when 
the application calls for the device’s use). 
 

Stage Two: Language Readiness (receptive language) 
Given computer cause & effect applications with receptive language, students are learning:  
A. to watch and/or listen to language-rich presentations; 
B. to use the input devices to run applications in language rich environments; 
C. the relationship between using the input devices and computer actions in a language-rich 
environment;  
D. to focus on the language used by the applications (pictures and spoken words); 
E. to use the input device only when it is needed (no “Happy Clicker” or long pauses) to run language-
rich presentations;  
F. to appropriately use press; press and release; press and hold; and press, drag, and release; 
G. to take turns with other people or with the computer when using receptive language rich software; 
H. to follow simple directions of the applications and of staff members (i.e., “wait” and “do it now”); and  
I. to time the activation of the device to when it is actually needed (use the device when, and only 
when) the application calls for the device’s use. 

 
Stage Three: Emerging Language (expressive language) 

Given computer applications that teach expressive language skills, students are learning:  
A. to use the input device to move the cursor on the screen, 
B. to only “click” when the cursor is over the desired or appropriate target on the screen, 
C. to deliberately choose a target to activate (click on the item), 
D. to “click” on pictures of objects and actions, 
E. “click” on a requested picture of an object or action when presented with multiple choices, 
F. “click” on a requested pictures within common categories, 
G. place pictures into their categories (i.e., “Place all of the vehicles in the box.”), 
H. to match pictures with their function (i.e., “Which one do you use to wash your hands?”), 
I. group related objects together (i.e. A group of vehicles), 
J. remove objects that do not belong (i.e., removing a banana from a group of toys), and 
K. identifies objects by their attributes and sorts by the attributes of objects (i.e. A ball is round). 



Stage Four: Early Concepts (approximately preschool through kindergarten) 
Given computer applications that teach early academic skills, students are learning:  
A. numbers, letters, shapes, and colors, 
B. to retell stories by manipulating pictures of actions and characters, 
C. to sequence pictures of common activities, 
D. to repeat visual and/or auditory patterns, 
E. to put together jigsaw puzzles, 
F. to create artwork, 
G. to count pictures and match with numerals, 
H. match sounds to letters that make them and letters to the variety of sounds they can make (basic 
phonics), 
I. to match sounds of words to corresponding letters (may not be reading for understanding yet), 
J. to match pictures by corresponding letter sounds and to match pictures to the letters in them, 
K. to recognize and type his or her own name, and 
L. to demonstrate an understanding of vocabulary that will lead to reading, such as prepositions (i.e., 
put the dog under the table). The terms for parts of speech are not yet introduced (i.e., “preposition”). 
M. Answer questions about stories they have heard (with or without picture support).  
 

The next three Stages are worked on simultaneously. 
 Students learn to read (Stage Five), to tell time (Stage Six), and to write (Stage Seven) at the 
same time. Students may also be on different levels for specific skills. For instance, a student may be 
beginning to learn to read yet able to multiply and divide. If a student develops a problem with an input 
device, such as repetitive clicking, go back and work on that issue using software from an earlier Stage. 
Use Stage One software to teach the input device skills (i.e., mouse) even though the student is doing 
academic work off computer. The example that Madalaine Pugliese used in District 75 workshops was 
that Christopher Reeves was a Stage One leaner whenever learned a new device. Don’t worry if a 
student needs to back up to practice a new device or to gain more experience with the current device. If 
a student was a Stage Five/Six/Seven learner on the computer, he or she will be again. 

 
Stage Five: Advanced Concepts and Communication (approx. first grade and above) 

Given computer applications that teach elementary academics, students are learning:  
A. to add, subtract, multiply, and divide; 
B. to determine number placement values columns (ones, tens, etc.); 
C. use basic fractions and percentages; 
D. to set up and solve word problems; 
E. to use standard measuring tools; 
F. simple geometry problems; 
G. to read sight words; 
H. to sound out words phonetically; 
I. to read for understanding; 
J. to read for details and “who, what, where, when, why, and how;” 
K. spelling (also in STAGE Seven); 
L. grammar (also in STAGE Seven); 
M. punctuation (also in STAGE Seven); 
N. basic typing skills (K = find the letters, 1 - 2 = left/right hand placement, 3rd grade + = specific finger 
placement); and  
O. academic skills in additional subject areas (science, social studies, health, etc.) and within various 
school curricula. 
 
 Typing Note: Many teachers teach touch-typing earlier than third grade. Some studies show that 
students lack the motor skills and academic background to touch-type before the third grade level, but 
others have had some success with programs that are specifically aimed at younger/less academic 
students. Madalaine Pugliese’s research demonstrates that students who do not yet have a firm 
knowledge of the letters (a Stage Four skill) will not have success learning to type. 
 

 



Stage Six: Functional Learning (applying academic skills to daily life) 
Given computer applications that teach functional academic skills, students are learning:  
A. to tell time, 
B. to use money, 
C. to dress appropriately (i.e. for the weather), 
D. to recognize the meanings of common signs in school and the community, 
E. to recognize people’s social cues, 
F. to explore community workers and future jobs, 
G. to politely ask for assistance, 
H. to safely walk in community and school environments, 
I. to read maps and schedules, 
J. to show responsibility for tasks throughout the day, 
K. to apply mathematical concepts to real world situations, 
L. to properly use objects that look similar but have different functions within their context (i.e. baseball 
vs. soccer ball), and 
M. to engage in a variety of additional functional skills that will lead to a more independent adult life. 
 

Stage Seven: Written Expression (writing sentences through research papers) 
Given computer applications that teach writing skills, students are learning:  
A. to write with proper spelling (spelling is also in STAGE Five), 
B. to write with proper grammar (grammar is also in STAGE Five), 
C. to write with proper punctuation (punctuation also in STAGE Five), 
D. to write increasingly complex sentences, 
E. to write sentences, paragraphs, essays, research papers, etc. 
F. to write both fiction and nonfiction, 
G. to write using a variety of modes (informative, persuasive, creative, descriptive, etc.), 
H. to research a subject before writing, 
I. to write based on personal experiences, 
J. to write poetry, songs, and drama, 
K. to self-edit and self-correct drafts of written material, 
L. to use editing tools in word processing software, 
M. to use publishing software to create a final written document that is both well-written and stylish. 

 
A Closing Note About Goals and Objectives 

 In her books, Madalaine Pugliese uses 80% as the criteria for demonstrating that a goal has 
been reached. If a student is not consistently performing at or above an 80% success rate, that student 
is not yet ready for new material or new fine motor skills. That being said, a student’s goal for any given 
year may be less than 80%. Some students require many years to learn Stage One material, while 
other students may move through the first four Stages in a few minutes because they already know the 
academic material and pick up the new device (mouse, etc.) very quickly. Just go back to Stage One 
whenever a new device is presented. Even college-educated adults learn new devices best when they 
begin with Stage One and progress through Madalaine Pugliese’s Stages. 
 
 The assessment software has not been updated for newer computers, so I do not recommend 
purchasing it. I refer to the book or this chart when conducting assessments. 
 Note: The grade equivalencies are my approximations because Stages was never meant 
to align with specific grade levels. Also, students may be in different Stages in their computer 
work in different tasks, especially if students are not solidly in a specific Stage on the computer. 
 
References: 
Pugliese, M. (1999). Stages: Software Solutions for Special Needs. Assistive Technology, Inc.; Newton, 

MA. 
Pugliese, M. (2002). Stages: Software Solutions for Special Needs - Second Edition. Assistive 

Technology, Inc.; Newton, MA 
Pugliese, M. (2016). Stages: A Systematic Framework to Design Learning for Special Needs - Third 

Edition. Attainment Company Inc.; Newton, MA. 


