
Developed under grants from the Institute of Education Sciences, ED-IES-15-C-0020 and ED-IES-16-C-0013, 
Teachley Connect is a formative assessment platform fueled by students’ gameplay. K-5 students play 
egaging math games that encourage deep thinking, while their teachers get real-time information about 
what students understand and where they need help.  Instead of reporting on broad standards, we identify 
student progress on speci�c skills and give teachers lesson suggestions for how to help students who are 
struggling with these skills.
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Game-based Formative Assessment
Our real-time data reports highlight which apps students are 
playing, the speci�c skills students are working on, and who is 
struggling in the moment. School-wide reports help administra-
tors see which classrooms have a strong implementation. 

As part of the grant, we conducted a pilot study of the Teachley platform in 4 schools, where we randomly 
assigned 22 classrooms to two groups: 1) Games only or 2) Games + Data to explore the e�ects of giving 
teachers formative assessment data. Teachers in each group received ~3 coaching sessions to suppport: 1) 
implementation of the games or 2) use of the data. To measure the games’ impact on student learning, we 
used a time series design to compare students’ growth before, during and after playing the games. 

Research Design
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suggestion. Feedback from teachers has been 
overwhelmingly positive.  

The benchmark reports identify speci�c, teachable skills and 
utilize a sortable design, so that teachers can click on a skill, and 
the page sorts the students by ability and displays a lesson 

“The students LOVE every Teachley app we 
have!!! And, as the teacher, I love the lessons 
and the data kept on all of my students. The 
data is organized in a way that I can take a 
quick look and know where my students are 
and what they need.” 
    - Jami Z., 3rd Gr 
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Results 
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Discussion

There is evidence that giving teachers access to data from students’ gameplay has positive outcomes. The 
strongest �nding was that classrooms in the data group on average played 70% more than the other 
classrooms after the coaching ended. This di�erence persisted even in the classrooms where the teachers 
were not actively using the data. Two possible explanations might explain this di�erence. The teachers may 
have anticipated using the dashboard, but not actually had the time to do so, or the teachers may have been 
more aware that their usage could theoretically be monitored. In terms of implementation, this �nding is 
important. From a school administrator perspective, rolling out a new program is fraught with challenges, 
including the fear that teachers will not use it. Being able to monitor classroms’ usage makes supporting 
implementation much easier. In addition, the fact that classrooms play the games signi�cantly more when 
their teachers have access to a dashboard is a strong recommendation for adopting a data-driven program. 

How do the games a�ect students’ fact �uency and fractions skills? 
We examined students’ growth during three 5-week periods: before 
playing the games, while playing and teachers were receiving 
coaching, and after the coaching ended. We found that students 
improved signi�cantly more during the times they were playing games 
for addition �uency, subtraction �uency, and fractions skills. 
Third-grade classrooms where students played at least 20 minutes per 
week also saw signi�cant improvements in multiplication �uency.

How do teachers use the data? In surveys and interviews most teachers reported using their dashboard 
weekly or monthly. The implementation was strongest in the school where coaching happened during 
grade-level planning time as opposed to individually. Teachers reported using the data to: monitor students’ 
app usage, prepare for SST meetings, and plan intervention lesssons. One teacher said the data helped her 
“see much more clearly who needs help with what.” 

How does access to the data impact teachers? After the coaching ended, classrooms where teachers had 
access to the data played 70% more than classrooms in the games-only group. Across both groups, teachers 
were highly con�dent in their ability to rate students on speci�c standards, however they tended to 
overestimate students’ performance. Teachers who used their dashboard weekly tended to have more 
accurate ratings and their con�dence aligned with their accuracy better than other teachers.

Even though teachers were highly con�dent in their ratings of students on speci�c standards, most often 
they overestimated students’ performance. There is initial evidence that teachers who use their dashboard 
regularly develop a stronger understanding of their students‘ speci�c needs and more realistic 
understanding of their own ability to rate students.

Results of the student quizzes provide evidence that teachers’ use of Teachley learning games will positively 
impact students’ fact �uency and fractions skills. Importantly, with this study design it is not possible to 
control for the content teachers are covering during each time period. To isolate the e�ects of the games, 
future research should randomly assign students to either play the games or not. Future research would also 
bene�t from a longer duration (entire school year), more schools participating, and more coaching during 
grade-level planning time. 
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