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INTRODUCTION EXPERIMENTAL CONDITION DESIGN MATH GAME INSTRUCTION

Early numeracy skills pred?ct later academic achieyement, S#éd;?ezﬁi/];?if}gen% a?g?\g;) QS%ZL:]Teb;t\éV;erglgteez S\I/ﬁlr): High Guidance Low Guidance
out many studer.1ts_ enter Kindergarten unprepared: iIncreased adult activity and increased adult control over Math Garage
. Pr_eschool 's Integral to the development of numeracy the child® Explain that each board is a The players could park the cars in
skills . . ,
| | | | N parking lot and that the numerical order, match the cars
« Math content is rarely taught in preschool classrooms Both high and low guidance conditions could be player(s) need to park their carsin  numbers to the number of dots on
Guided play has proven to be an effective method to teach advantageous for teaching early numeracy skills and are the spot that matches. the parking spaces, or do anything
preschool children and is associated with positive academic supported by the literature but... else they can think of!
outcomet.
* Low guidance provides a space for promoting child
What is Play? exploration and curiosity
Play Is child-led, fun, flexible, requires active child
engagement and does not have extrinsic goa|51_ » High guidance emphasizes the deliberate teaching of
skills.
What is Guided Play?

The adult initiates the learning process, constrains EXPERIMENTAL CONDITION PRINCIPLES

the learning goals and helps maintain the focus on those . . . .
goa?lsgas e child girects their own play? What is High Guidance? What is Low Guidance? Monster Math
» Adult initiates play » Child initiates play and The goal of the game The goal of the game is to allow the
. . . . adult supports it IS to help the players understand players to reason by themselves
Guided pla:y 'S 3.\/ ast tef”a'ﬂ' 'I\'/r\}rorgh dePs |gn|rr1]g | * Adult provides scaffolding the relationship between to get “enough” shoes for the
differentiate high and low guidyance’conditions and play \-Nlth materials in with the materials number of shoes needed and to
. . e | certain ways problem solve on how to match
make tangible the gu_ldance .mode within each game's | N . Math content only the sets :
Instructions. . Ad_LéIIt provides %pr;]cn introduced if child's play pr .
guidance towaras the provides opportunity for it oo 000
PARTICIPANTS AND METHODS mathematical goals of the
Experimental Conditions: games through directive  Adult asks non-directive El\ \
. . . uestions uestions
High Guidance Low Guidance Teacher 1 1
Teacher » Adult given ways to adapt| ¢ Adults given open-ended
High Guidance Math |Low Guidance Math the games to different suggestions for how the Forest Friend
Ambassador Ambassador levels of knowledge materials could be used orestrriends
participants: REFERENCES Explain that the players need to Players can use the grid to count
. 50 Presch 0.0I Classrooms from throughout Connecticut 1. Weisberg, D.S., Hirsh-Pasek, K., & Golinkoff, R.M. (2013) Guided Play: Where Curricular Goals Meet a Playful use the grid to decide how many  out how many animals will go in
redagogy. | | | N animals live in their forests! Have  the forest OR they can decorate
MATH GAMES DESIGN PRINCIPLES o g rrshPaset ., Golikoll R M. Kiredge, A, £, & fla, . (2916), Buided play: Finepes each player roll the dice to first and count the animals after.
« Games were designed by Wes|eyan students over 10 3. Carey, Susan E. 2004. Bootstrapping & the origin of concepts. determine the humber of each
years through an iterative process 4.  Gelman R, Gallistel CR (1978). The child's understanding of number. forest friend!
e Th ey were d eSi gn ed to inh erently prom ote early num eracy 5. lgfstz;sTaZ;;e;j;nie\;;nﬁtgigtfczfgtoRmI;//.l., & Hirsh-Pasek, K. (2016). Guided play: A solution to the play

 The games are based on cognitive development
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