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The goal of this study is to present findings that games integrated into This research project was based on the following questions: , _— ‘ i Y
math helps students to become more engaged in the learning and * How does math games integrated into math lessons help student ’ o s
helps students to better understand what is being taught. If teachers engagement?
are able to find ways to include game activities into math instruction,  How does math games serve the different learning styles?
then students may respond in a more positive and effective way. Every  How does math games influence effective student learning?
student learns differently and therefore there are different learning A
styles that include visual, auditory, verbal, and kinesthetic. Games These questions help to formulate my hypothesis, If teachers are able = - ‘
integrated into math may help teachers to serve all these different to integrate games into math instruction, then students may respond in s /8 :
learning styles. a more positive and effective way. Discussion
| | | | | In an National Council of Teachers of Mathematics article titled Why Play
Online research and in person observations were used in collecting Math Games? Rutherford explains that games are an important tool for
If teachers are able to integrate games into math instruction, then data and information to support this research project. learning in elementary school mathematic classrooms. She talks about
students may respond in a more positive and effective way. There are how games:
many students who find math difficult at various levels. Why is this? » Encourage strategic mathematical thinking as students find different
This question can be answered in many ways. One simple answer is strategies for problem solving and deepens their understanding of
because students don’t understand the math. Sometimes students are numbers.

Through online research, studies have found that student engagement
have increased across all grade levels as game activities (hands-on
and online) have been included into math lessons. It is found that

» Supports student development of computational fluency.
* Opens opportunities for students to practice and develop familiarity
with number systems.

so focused on trying to memorize the math, that they miss out on trying
to understand it. Moreover, students find math difficult because they
simply cannot relate to it. Now the question becomes, how can

. ames motivate students to participate in the learning process because . -
teachers make the math relatable in a way that students can J aents 1o p P J P Supports a school-to-home connection.
understand it? Teachers must consider the different learning styles of they can connect with it in a way that they can understand and because * Motivate students
' . . . it is fun. ] - - - - :
each student and so finding strategies that will serve all types of Increase confidence with educational content and relieve math anxiety.
learning styles is the .key. What better. way tp serve all those Iearnlr_\g RCEPTIONS OF EFFICACY BY SUBJEC) Conclusions
styles than through different game activities in math that has the ability How effective have games been in Alth ok i  studies that h fund | |
to make it fun and engaging. improving your students’ learning? oug ere are diferent s u_ €S _ d aYe Ou_n an increase in
student engagement and learning with the inclusion of math games,
There are all sorts of games that can serve each of the students o ' R T N further studies need to be made to strengthen the results of this
learning styles and since math is a subject that many students struggle : research project. Teachers have claimed that students are more
in, math games can help students relate to things that they are familiar S 1% % engaged In the learning when there Is a”f'”CIUS'O” of a math game
with such as images of cars or animals, depending on their grade level. “ Yy 19% 2% 8% _aCtIIng or gadme-baseld Ie?r:nlng. SomedoI )?Ije I:qlarr:je-based iﬁarmng
hese are ways that students can visually see how the images they are INCIUCES prodigy, cool matn games, an - Fahds-on math games
familiar with relates to math. Hands on game activities and game-based | | "8 2013 e Joon anz Comney Ceter on bl o e Comes anaeaming Publenng Cownen, | @ve DECOme @ PosTIVe way 10 el students with erifical tinking anc
Iearning both provide students with Iearning opportunities to explore with their students. Part of the survey included how effective games have been in improving student probiem-solving skilis. some teac_ ers have recorded the |mprovements
different math concepts that can also relate to real life experiences. For learning. of student engagement and learning because students are able to
example, having a game activity with play money serves different connect and understand the concepts and steps rather than having i
learning styles. Students are able to physically count and touch the taught tOI them dlrgctLy from the bIOOKI' Students can become slelf- )
money, |dent|fy hOW money IOOkS, Observe the aCtiVity that gOeS on Wlth Game (n=70) | Non-Game (n=83) | Effect Size (d) ;,f,.h":r,:,ti:::i dlreCted earners in t e prOce.SS. N CIasSroom ObserVE?tIOr.]S alSoO S O\.N,
money (how it is used), and working with other students will help the et 1 R0 | 3007 |08 how engaged students are with math games. They enjoy it because it's
. . . . Posttest (max=61 IBO(96)*A 30.1(10.5 (.84 (.65 I I I I
learning process become more engaging and effective. Using such o pRe— 0037 | 31901 84 059 interactive, fun, ana reilatable_ in a way they can understand. Th's
activities will allow students to better understand the concept of money resopoststinsares____|_ 62692 | 416 | o8 s supports my hypothesis that if teachers can integrate games into math
counting, which will help them in their savings or spending in real life. :i::::::}f::i:?r'T-'::W“ﬂmm oo T a0 05 N instruction, then students may respond in a more positive and effective
Ease of interface (1-5) 21(69)* | 2.5(.76) 1 .35 ]
Feelings of math efficacy (1-5) 21 (L0)* | 2.8(1.0) _ .80 Way
: Intervention time (minutes) 89.7 (28.5) 82.1(25.4) .28
HyPOthes IS _ _ _ . Intervention errors [175.0(111.4) 273.4(209.2) * (.57 - Refe re n Ces
If teaCherS dare able tO Integrate games Into math InStrUCtlon, then Astensks (*) indicate scores that are sigmificantly greater for non-adjusted means. Carrot tops (*) indicate scores that are significantly
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greater for adjusted means (1.¢., with the pretest score used as a covanate)

students may respond in a more positive and effective way.
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