Designing Early Childhood Math Games: A Research-Driven Approach
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Figure 2. Pilot Student Achievement Results Figure 3. Using Learning Blueprint for Game Development
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Figure 1. Phases of Development and Research
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Iterating Designh & Research |
We employed a design-based research approach that
showcases how learning is deepened through successive
interactions with specific concepts and skills across media,
with adult- and peer-mediated discussion becoming richer
with each subsequent interaction. During our design process,
there was extensive interplay between educational
researchers and the media production team across several
phases of work (Figure 1).
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