Leveraging Mathematics Software Data to Understand Student Learning and Motivation
e o et AR During the COVID-19 Pandemic

EDUCATION &
HUMAN DEVELOPMENT

Teomara Ruthertord, Kerry Duck, and Raymond Patt

RESEARCH QUESTION RESULTS

How does the pandemic associate with fourth Motivation Results Engagement Results Performance Results
grade student engagement, performance,

a n d m Oi iva Illi o n Wi II. h i n ih e ST Ma i h SOflllwq re ? How good would you be at learning new things in math? How well do you think you will do on math this year? How does each activity make you feel? TOta I M i n u teS P I ayed AI I Yea r Ave S p ri n g Level S CO res

, 3500 0.77
METHOD : f S - 076
2500 Ttel 075

7/
7/
Ve
7/
7
o 7
~ 7
2000 ’
Not g at all Not so g Okay Good Very good Not well at all Not so well Okay Well ' ? V4
TX distri ¥ 0.74 '
O n e d I S.I-rl C.I. Next Next Next - 7
150 Z
7/
7
7

« 2,800 3rd—>4th graders 2019-2020 Motivation Measures 1000 0.73
(pandemic cohort) 500 0.72
0 0.71
» 2,653 3rd>4th graders 2018-2019 . Third Grade Fourth Grad Thitd Grade Fourth Grad
(prior Cohorf) 4 ExpeCtanCy for Mathematics —Prior I(I.Zohorr%‘t e—-lggrqdemri?; C?ohort —Prior I('.Zch()rﬁt e--F?énjrr\demriac: C?ohort
« 30% Hispanic/Latinx, 35% Atrican American/ 41 \
O o \\\
Black, 22% White 4 ‘ Total Year Content Progress Posttest Ave Score
e 12% ELL, 65% Free/Reduced Lunch 29 0.82
Difference in ditfterence models comparing across 38 0.81
grade and cohort for engagement with software, 37 0.8
oerformance, and motivation. Third Grade Fourth Grade 0.79

—Prior Cohort --Pandemic Cohort

0.78

0.77

Third Grade Fourth Grade

Emotional Cost, Mathematics Third Grade Fourth Grade Priol Oopaade FOUNh 2L hort
14 —Prior Cohort --Pandemic Cohort

1.35
1.3
1.25

No. of Spring Level Attempts
250

200 \
150

Third Grade Fourth Grade 100
—Prior Cohort --Pandemic Cohort
50

0

40 Third Grade Fourth Grade
30 —Prior Cohort --Pandemic Cohort

10
s — S A Students played less during the pandemic spring, but Funding provided by

1 4 7 10 13 16 19 22 25 28 31 34 37 o the National Science
2017 percent- 2018 percen those who played performed better. Self-efficacy for

1.2

<= Q SR &5 G 12% -l

1.15
Gameplay within ST Math 1.1

Percent of Students' Last Login
Date by Weeks

) ) ) Foundation, grant
2019 percent math went down, but so did negative emotions. #1845584




	Slide Number 1

