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How does the pandemic associate with fourth 
grade student engagement, performance, 
and motivation within the ST Math software? 

METHOD

One TX district
• 2,800 3rd4th graders 2019-2020

(pandemic cohort)
• 2,653 3rd4th graders 2018-2019

(prior cohort) 
• 30% Hispanic/Latinx, 35% African American/ 

Black, 22% White
• 12% ELL, 65% Free/Reduced Lunch

Difference in difference models comparing across 
grade and cohort for engagement with software, 
performance, and motivation.

Gameplay within ST Math
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Motivation Measures

Students played less during the pandemic spring, but 
those who played performed better. Self-efficacy for 

math went down, but so did negative emotions.
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