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NYC iZone Short-Cycle Evaluation: BuzzMath Practitioner Guide 

 

BuzzMath Overview  

 

BuzzMath is an educational technology product that supports the practice of middle 

school mathematics concepts and skills via a website and iPad application. In using the program, 

students complete math problems aligned with the Common Core State Standards (CCSS) and 

are provided detailed feedback pertaining to their progress. The program also generates data for 

teachers concerning each student’s progress. To enhance student engagement, the program 

adopts a continuous storyline approach whereby students create a personalized avatar, earn 

“stars” and “badges” through completing assignments, and unlock “missions” involving the 

rebuilding of “Buzz City”—a cartoon environment centered around math history.  

 

Study Overview 

 

BuzzMath was piloted during the fall of 2014 by two teachers at a public middle school 

in New York City. The teachers used the program with 180 sixth grade students every Friday for 

12 weeks. The teachers used the program as an independent practice session for students during 

this period.  

Data collection involved a student survey, teacher survey, classroom observation, 

developer survey, developer interview, and product usage data.   

 

Study Findings 

 

Student Achievement 

 Both teachers felt the program was effective at increasing student learning over and 

above regular teaching practices and promoted higher-order learning such as critical 

thinking or problem solving 

 The majority of students indicated that the program helped them understand the math 

material (89.3% agreed) and helped them do better on tests (76.3% agreed) 

 

Student Engagement 

 Both teachers indicated that students are very well engaged while using the program and 

students would get upset if they did not get to use it as scheduled 

 The majority of students indicated the program was easy to use (89.4% agreed) and was 

fun, engaging, and interesting (84.7% agreed) 

 The majority of students indicated that the program improved their confidence in learning 

math (81.7% agreed) and increased their interest in math (71.8% agreed) 

 

Teacher Practice 

 Both teachers reported they felt that the program was easy to use, relevant to their class’ 

instructional needs, and enhanced their ability as teachers to achieve lesson goals 

 Teachers felt the program worked well in helping students practice and reinforce skills 

they had already learned 
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 Teachers felt that because the program provided them with instantaneous feedback on 

student progress,  they were able to more quickly address student misunderstandings, 

save time on grading student work, and tailor interventions as needed 

 Teachers felt that because the program was so engaging for students to use 

independently, through using the program they were better able to offer small group 

instruction and tutoring to students without needing to devote much energy to supervising 

the rest of the class  

 

Strengths  

 The program appears to be fun and very engaging for students. Students suggested they 

especially liked the program’s storyline, graphics, and reward structure (“stars") 

 Examples of problem solutions embedded in the program were cited by participants as 

highly valuable learning tools 

 Teachers felt the program was easy to integrate into their math programming and 

relevant to their classroom’s instructional needs 

 The program generates data as students complete problems—which teachers cited as a 

highly valuable feature  

 

Weaknesses 

 Participants noted some minor technical issues including long loading times and 

navigation arrows skipping pages  

 A few student participants noted that they felt the problems presented in the program 

could be too difficult at times 

 

Recommendation  

 

BuzzMath appears to be a highly engaging program that middle school math teachers can 

use in having students practice and review previously learned math skills. Both teachers and 

students felt the program was effective at facilitating student learning and was easy and fun to 

use. Both teacher participants and 83.2% of student participants indicated they would 

recommend the program. For further information on the program and the study’s findings, please 

refer to the complete Short-cycle report (Morrison, Ross, & Lesiczka, 2015). 
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 Results of the BuzzMath Short-Cycle Evaluation  

 

The Short-Cycle Evaluation Challenge (SCEC) is an initiative to evaluate a methodology 

of piloting educational technology programs in order to enable school leaders to make more 

informed procurement decisions. The SCEC first involved matching educational technology 

products with the expressed needs of teacher teams. Innovative teachers were recruited within 

New York City public schools through an application process. Through the application process, 

teachers indicated not only the tools they were interested in piloting, but also provided an 

explanation and rationale of their identified need. At the same time, developers of educational 

technology products focused on personalized learning submitted applications to be considered 

for participation in the SCEC. Developer applications were evaluated based on educational 

potential, short-cycle readiness, and company capacity. A match was then made by iZone 

between the selected educational technology products and the expressed needs of teacher teams. 

 

One of the products selected and evaluated in Cohort 1 of the SCEC was BuzzMath. 

BuzzMath is an educational technology product that supports the practice of middle school 

mathematics concepts and skills via a website and iPad application. BuzzMath is intended to 

supplement classroom instruction, and the instructional activities within the program allow 

students to master the Common Core State Standards by ensuring necessary prior knowledge and 

skills through interactive activities with scaffolded questions, instructional supports including 

examples and explanations, and the application of new knowledge to challenging problems. 

Further, students are provided opportunities to practice mathematical problem-solving skills in a 

variety of contexts in order to deepen their understanding of the concepts.  

 

Teachers can access detailed reports within the teacher dashboard that may be exported to 

a spreadsheet in order to monitor student progress and plan assignments for students. Students 

are offered various problem formats and may obtain a detailed explanation of a solution. In the 

case of an incorrect response, students are provided with an explanation and are allowed to retry 

the problem with new data. Students are allowed unlimited problems to try, and an accuracy 

score is calculated that incorporates the number of attempts. 

 

A continuous storyline approach is employed in the program, whereby students gain stars 

through completing assignments in order to unlock missions, which may be individual or group 

activities. These missions are more challenging problem-solving activities, often introducing 

above grade level application of concepts that center on mathematical history, with the premise 

that areas of BuzzCity will be restored through completion. Teachers may encourage students to 

work on the missions in groups due to the challenging content, and the nature of the activities is 

appropriate for student collaboration. Students are also awarded badges based on performance 

including content knowledge, process knowledge based on mathematics practices, and 

achievement. In addition, teachers may award badges for positive behaviors and can add a 

message to the student. 

 

 The focus of the current research is to inform iZone and potential future users of the 

nature and quality of student and teacher experiences during the short-cycle evaluation of 

BuzzMath. The short-cycle evaluation used a systematic methodology developed by the Johns 
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Hopkins University Center for Research and Reform in Education, Good Harbor Partners, and 

iZone. The following evaluation questions were examined in the present study: 

 

1. To what degree does use of BuzzMath impact 

a. student learning? 

b. student engagement? 

c. teacher practice? 

2. To what degree are teachers and students satisfied with the BuzzMath program? 

 

Method 

 

Participants 

 

 BuzzMath was piloted by two teachers at a middle school in New York City. A total of 

180 sixth grade students in seven classes interacted with the product every Friday for 12 weeks. 

 

During the 2012-2013 school year, the school where BuzzMath was piloted enrolled 842 

students in grades five through eight (New York State Department of Education School 

Enrollment Data, http://data.nysed.gov/index.php). The composite makeup of this school is 

diverse with Black students (58%) and Hispanic or Latino students (32%) being the predominant 

races. This school has a high percentage (78%) of students that are economically disadvantaged. 

Detailed demographics of the student population are presented in Table 1. 

 

Table 1 

 

School student demographics (2012-2013). 

 

 

n 

percentage of total 

enrollment 

Race/Ethnicity   

American Indian/Alaska Native students 7 1% 

Asian or Native Hawaiian/Other Pacific Islander 

students 

56 7% 

Black students 488 58% 

Hispanic students 269 32% 

White students 21 2% 

Two or more races students 1 0% 

Economically disadvantaged students 656 78% 

Limited English Proficient students 6 1% 

 

 

Instruments and Data Sources 

 

 Teacher focus group. The two teachers who participated in the short-cycle evaluation 

discussed their reactions to the product and its implementation during a focus group (see 
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Appendix A). The focus group lasted approximately 30 minutes and took place at the end of the 

product evaluation cycle.  

 

 Teacher survey. The two teachers also completed a survey (see Appendix B) soliciting 

reactions to the product and its implementation during the evaluation. The survey consisted of 12 

items rated on a five point Likert-type scale and seven open-ended questions. The survey 

gathered participant reactions on ease of use, perceptions of student engagement and learning, 

and desirable and undesirable features of the product. Participants, who were assured anonymity 

in responses, completed the survey online through Qualtrics during the last teacher workshop. 

 

 Student survey. Students (n = 131) completed a survey consisting of 10 items rated on a 

five point Likert-type scale and five open-ended items. The survey (see Appendix C) solicited 

students’ reactions to the product in terms of ease of use, perceived learning, interest, and 

desirable and undesirable features of the product. Participants, who were assured anonymity in 

responses, completed the survey online through Qualtrics during the last week of the evaluation. 

 

 Classroom observation. A research associate observed a teacher using BuzzMath with 

students and completed the classroom observation instrument presented in Appendix D. The 

researcher documented observations related to teacher practices, student use of the product, and 

perceptions of product utility. The classroom observation was conducted during the last week of 

the product evaluation. 

 

Developer interview. Two representatives from BuzzMath participated in an interview 

(see Appendix E) to solicit their reactions towards the short-cycle evaluation. The developer 

responded to questions related to their interactions with the teacher users, the relative fit of their 

program to the teachers’ needs, and product implementation during the short-cycle evaluation.  

 

 Developer survey. In addition to the developer interview, two representatives responded 

to a series of survey items (see Appendix F) assessing the conditions of the short-cycle 

evaluation. Survey items pertained to topics such as the developer’s satisfaction with the teacher 

teams and product implementation. 

 

 Program usage. Student and teacher program usage data was obtained from the 

developer. 

 

Results 

 

 The following sections provide a synthesis of student and teacher survey results, teacher 

focus group responses, classroom observation results, developer survey results, and developer 

interview results related to the research questions. Descriptive statistics and frequencies of 

responses for the student survey and the teacher survey are presented in Appendix G and H, 

respectively. 

 

How was the product used? 
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 Student use of BuzzMath was collected by the developer cumulatively throughout the 

short-cycle evaluation period from September 19, 2014 through December 11, 2013. Across the 

twelve weeks of usage, 95% of students used the product during class time, while 98% of 

students used the product outside of class time. Student usage of BuzzMath is displayed in 

Figure 1.  

 

 

Figure 1. Average usage by students during the twelve week evaluation. 

 

The above results do not include student usage during the week of Thanksgiving. However, it is 

insightful to note that data collected during the holiday break revealed that 69 students (38%) 

accessed the program for an average of 4.85 hours of use outside of class. 

 

During the focus group, teachers stated that they decided to use the product at the end of 

each week, allowing for skills reinforcement to emphasize previously taught concepts. As 

students used the program, data were created based on student performance during the 

assignments and informed teacher instruction. Specifically, teachers were able to use the data 

obtained through the program, accessed via the dashboard, to differentiate assignments based on 

individual student understanding. Teachers shared that BuzzMath supported their expected needs 

of encouraging skill reinforcement and providing data on student performance. The program 

enabled them to allow student practice in a different method than teacher-led instruction and the 

program allowed students to work independently or collaboratively. 

 

In the classroom observation, students were observed seated at clustered desks with 

laptops, and the teacher directed the students to work on their BuzzMath problems 

independently. The students worked on problems the teacher assigned that were related to the 

teacher lessons presented during the week.  

 

The BuzzMath developers responded to survey items assessing their satisfaction with the 

implementation of the product within this location and overall indicated positive perceptions. 

The developers indicated strong agreement that the teacher teams were appropriate in terms of 

the types of students and the subjects taught. Further, the developer indicated agreement (one 

agreed, one strongly agreed) that the teachers seemed interested in using the product and seemed 

fair and free from bias in their ability to evaluate BuzzMath. The developers also indicated 

7.61

2.92

10.54

Average student usage outside of class

Average student usage during class

Total average hours used
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strong agreement that the environment was suitable for the evaluation and also agreed (one 

agreed, one strongly agreed) that the product was used by teachers in the appropriate ways. In the 

interview, the developer elaborated on these points, noting that the product did seem to be well-

matched because the teachers had the need for a good mathematics resource with the shift to 

Common Core State Standards (CCSS). The developer also commented that they had adequate 

time to introduce teachers to the program and that the length of time the teachers and students 

used the product was ample to provide valid impressions of the product’s potential.  

 

What is the impact on student learning? 

 

 Students responded to several survey items regarding how the product affected their 

learning (see Figure 2). Students generally agreed (89.3% agreed or strongly agreed) that the 

program helped them to understand the material and also agreed (81.7% agreed or strongly 

agreed) that using the program increased their confidence in their ability to learn mathematics. 

Students were also in agreement (76.3% agreed or strongly agreed) that using the program 

helped them to do better on tests and also agreed (78.6% agreed or strongly agreed) that the 

BuzzMath program let them learn in the way that they do best.  

 

Figure 2. Frequencies of student responses assessing degree of agreement on items related to 

learning from the product.  

 

Students’ open-ended survey responses also indicated that they would generally prefer to 

learn mathematics through BuzzMath. For example, one student commented, “I wouldn’t prefer 

to learn in a different way than BuzzMath because I like the way they teach and show examples 

and I find it much more easier [sic] than any other website or any other way.” Students 

recognized that they used the program more for practice and received instruction primarily 

through their classroom lessons. Very few students indicated they would prefer a different 

approach, but some commented on improvements they would like to see in BuzzMath if they 

were to use the program for learning. These improvements centered on the need for additional 

15%

27%

20%

12%

3%

16%

24%

16%

2%

2%

2%

25%

42%

42%

65%

53%

16%

12%

5%

Strongly Disagree Disagree Neutral or Undecided Agree Strongly Agree

The program helped me to 

understand the material.

The program helped me to do 

better on tests.

As a result of using this 

program, I have more confidence

in my ability to learn math.

This program let me learn in the

way that I do best.
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instruction in order to complete assignments. Students indicated that in addition to offering 

practice opportunities, they would like to receive instruction through the program.  

  

Similarly to students’ positive reactions, both teachers agreed that the program was 

effective for increasing student achievement over and above regular practices. Further, teachers 

agreed (one agreed, one strongly agreed) that the program promotes both higher-order learning 

and personalized learning for students. Teachers were unable to comment in the focus group 

regarding perceived impacts on student learning due to many differences between the current and 

previous year such as variation in student ability and having just begun the Common Core State 

Standards implementation last year. They did offer that the program allowed for the 

reinforcement of concepts taught in class and enabled teachers to evaluate topics that required 

additional review. In addition, teachers noted that the program and real-time data provided to 

them allowed them to intervene with students who may not understand a topic prior to a test. 

 

What is the impact on student engagement? 

 

 Survey items also explored the degree to which student engagement was affected through 

the use of BuzzMath. The majority of students (84% agreed or strongly agreed) that the program 

was fun (engaging and interesting) to use. In addition, nearly three-fourths agreed or strongly 

agreed (71.8%) that the program increased their interest in mathematics. Both teachers also 

strongly agreed that the program was engaging for students and yielded high student interest and 

motivation. Teachers commented that students were highly motivated to use the product on the 

dedicated day of the week, stating, “If we had to skip a BuzzMath Friday, they’d get very upset.”  

  

During the classroom observation, students were observed using the product 

independently and requiring little to no instruction from the teacher. Most students appeared to 

be engaged with the product and little between-student discussion was observed. Two or three 

students appeared to be working at a faster pace than the rest of the class based on the number of 

problems they worked on. 

 

What is the impact on teacher practice? 

 

 According to teacher survey responses, both teachers strongly agreed that BuzzMath 

enhanced their ability to achieve lesson goals. Teachers elaborated in the focus group that the 

product allowed them to check student answers instantly, grade automatically, and provided 

opportunity for intervention due to student misunderstanding. They noted that since they are 

provided with real-time data, they are able to save time on grading, allowing them the ability to 

more readily monitor student understanding of content and modify instruction. 

 

An important impact on teacher practice is the freeing of teacher time for targeted 

instruction for those students in need of attention. Because students were motivated to learn from 

the product and worked independently, teachers commented on their ability to offer small group 

and differentiated instruction, such as using the product with a group of students or to review 

content presented during the week. During the classroom observation, students worked 

independently with the program and the teacher worked one-on-one with students who raised 
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their hands with questions. The teacher provided clarification to the whole class for one of the 

problems the students encountered.  

 

In terms of the impact on teacher content knowledge, teachers commented in the focus 

group that the product offered them an alternative method of solving problems or explaining an 

approach that they were unaware of. The product prompted the teachers to think about how they 

are forming the questions for students.  

 

Product satisfaction 

 

 Students. Open-ended and closed-ended survey items solicited students’ degree of 

satisfaction with BuzzMath. Nearly all (89.4%) of students at least agreed that the program was 

easy for them to use and 77.1% indicated agreement that the lessons were the appropriate level 

of difficulty for them. With very few exceptions, students indicated that they liked using the 

product and mentioned specific features and perceived benefits as reasons, including:  

 

 Fun: The most frequently referenced reason why the program was enjoyable was that it 

was a fun and interesting approach to learning mathematics. For example, one student 

commented, “it was a fun way to do math and I think everyone should have a program 

like this.” Another commented that, “I liked this program, it was fun and it got me to 

understand math and I have never been more interested in math till BuzzMath came.”  

 

 Practice: The opportunity for students to receive additional practice and reinforcement on 

content learned in class was a feature that influenced students’ positive perceptions of the 

product. Students commented that if they did not fully understand topics during the week, 

the program allowed them to obtain a deeper understanding and to practice problems 

related to their homework and classroom instruction.  

 

 Improved learning: Students referenced the increase in their perceived learning and 

mathematical understanding as a reason for why they enjoyed using BuzzMath. For 

example, a student offered, “I like using this program because it’s a great way to help 

students learn more about math,” while another stated they liked the program, “because it 

helps me understand math better.” 

 

 Worked examples: Related to the previous point, a feature referenced frequently was the 

examples that were provided. Students appreciated the opportunity to view an example 

that consisted of the solution steps to a problem similar to the one they were working on. 

Using the solution steps within the example enabled students to apply the same steps to 

their current problem. A student stated, “I like this program because it helps me to better 

understand math. Let’s say I don’t understand a problem, BuzzMath has an example icon 

where I can click on it and instantly get a[n] example on how to do this problem.”  

 

When asked what they liked most about the program, students most often referenced the 

program’s context, such as the storyline, graphics, and the students’ ability to customize their 

experience by changing the background and avatar. A second feature frequently referenced was 

the rewards students received, specifically stars. Students expressed the motivational factor of 
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earning stars and the practice of sharing their quantity of stars earned with their peers. As 

referenced previously, students also mentioned the worked examples as a most-liked feature of 

the program, noting that the examples allowed the students to understand how to solve a 

problem. 

 

Students were also asked what they liked least about BuzzMath. Though not all students 

had aspects they did not like, students most commonly referenced technical issues, such as the 

length of time to load, accuracy of stars and completed assignments, and navigation arrows 

skipping problems or pages. A few students also mentioned the difficulty level, noting that the 

problem-solving activities within missions and some of the assignment problems proved to be 

too hard for them. 

 

Teachers. Teachers provided input on their satisfaction with the product through survey 

responses and in the focus group. In their survey responses, teachers indicated agreement (one 

agreed, one strongly agreed) that it was easy for them to effectively use all the major product 

features. The teachers also strongly agreed that it was easy for them to integrate the features into 

their lesson plans and that the product was relevant to the instructional needs of their class.  

 

In open-ended survey responses and in the focus group, teachers stated that BuzzMath 

supported their needs, encouraging the reinforcement of concepts from lessons and allowing 

them to understand student performance through data provided. A particular need that this 

product fulfilled was the ability for teachers to efficiently assess student understanding and 

differentiate learning opportunities. A perhaps unanticipated benefit of the product was the 

effective use of BuzzMath as a behavioral management tool. As a teacher noted, “students 

improved their behavior during the week because we need to make sure there’s time to use the 

product on Friday.”   

 

When asked what features they liked best in the survey and focus group, teachers were 

very positive about the program and referenced the following: 

 

 CCSS aligned questions organized by topic 

 

 Student engagement: Students were motivated to work in the program, which allowed the 

teacher to provide targeted instruction to students that may be struggling 

 

 Data: Teachers were able to easily obtain real-time data on student performance in order 

to differentiate instruction accordingly.  

 

In terms of aspects or features they liked least, teachers referenced the need for the product to be 

available on Android devices so that students may use the product when not at school. In 

addition, a teacher mentioned the inability to view data for an individual student based on the 

students’ performance across all assignments.  

 

Suggested improvements 
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 Both teachers and students were asked to suggest changes to improve the product. In their 

survey responses, participants referenced the following: 

 

 Increased instructional supports: While students referenced the worked examples as a 

valuable feature of the program, they most frequently suggested the program include 

additional examples and instruction prior to the assignments. Such mini lessons could 

orient the students to the problems and serve as a reminder to the content they learned 

during the week. 

 

 Characters and avatars: Similar to the previous suggestion, students enjoyed the 

characters and avatars but would like to see an increase in the number of characters and 

further ability to customize their own avatar. A teacher also suggested variation in the 

math professor avatars.  

 

 Increased rewards: Students greatly enjoyed the rewards they received in BuzzMath. 

Students suggested rewarding a greater quantity of stars if all questions within an 

assignment were correct. In addition, students suggested the incorporation of a game as 

an additional reward for performance.  

 

 Growth measure: A teacher suggested that allowing students to reattempt problem sets, 

then incorporating a growth measure to provide information on improvement would be an 

attractive feature. 

 

Product support 

 

 Teachers were asked to respond to survey items and a focus group question soliciting 

their impressions on their preparation and support during implementation. In their survey 

responses, both teachers strongly agreed that they were sufficiently supported by the professional 

development offered by the provider and that the company provided sufficient access to 

technical support. Teachers also stated in the focus group that they definitely felt prepared to use 

the product.  

 

 The developers also commented on their offering of support to the teacher teams. The 

developers noted that teachers were extremely receptive to ongoing guidance during the 

evaluation, engaging in communication with the developer an average of twice a week. The 

developer noted that this communication involved discussions on product implementation, 

requests for assistance, and user feedback. The developer commented that the teachers responded 

in a timely fashion to all communication. 

 

User recommendations 

 

 In the survey, participants were asked about their desire to continue using the product and 

whether they would recommend the product to others. Students predominantly agreed (83.2% 

agreed or strongly agreed) that they would recommend BuzzMath for use in their school and 

84% agreed they would like to use programs like BuzzMath in the future. Similarly, teachers 

strongly agreed that they would not only like to use BuzzMath in the future, but they would 
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recommend it to other teachers. In the focus group, the teachers echoed their survey responses, 

indicating that they would recommend the product be acquired by their school and stated that 

BuzzMath is a great product.  

 

Conclusion 

 

 The purpose of this research was to assess student and teacher reactions to the use of this 

product during the short-cycle evaluation. The study examined such factors as the impact on 

student engagement, student achievement, and teacher practice, in addition to user perceptions of 

the product.  

  

Findings of the study indicated that students and teacher users perceived the product to be 

a valuable tool to reinforce concepts learned during classroom instruction, encourage a deeper 

understanding of content, and allow for the practice of knowledge acquired. An important 

finding from this study was that students felt the product was helpful to provide clarification on 

topics they may not have fully understood during classroom lessons. Similarly, teachers found 

that the product allowed them to more easily determine gaps in individual or whole class 

knowledge based on data provided to them through student performance within the program.  

 

Both student and teacher users indicated a high degree of engagement when using the 

product. Students found the product to be highly enjoyable, and this increased engagement 

allowed for teachers to provide targeted instruction to those students in need of additional 

support. Further, due to the strong interest of students to work in the program, teachers were able 

to use the program as a behavioral management tool to keep students on task during the week.  

 

Students were highly satisfied with the product, referencing the instructional approach 

and instructional environment as key factors that influenced their positive opinions. The 

engaging approach, the use of rewards, opportunities to practice, perceptions of improved 

learning, and the access to instructional supports were key features of the product that were noted 

by students. Teachers also referenced student engagement, in addition to CCSS alignment and 

real-time data that contributed to the desirability of the product.   

 

While users were very positive towards the product, improvements that were noted 

included an increase in instructional supports, more variety in the characters and avatars, 

increased rewards, and the incorporation of a student growth measure. Both teacher and student 

users, however, indicated a strong desire to continue using the product in its current state and 

would recommend the product for adoption by others.  

 

This short-cycle study was designed to screen products in terms of fit and potential, but 

cannot provide a conclusive test of effectiveness. Teacher participants, who were specifically 

selected, were only two in number and may not be representative of the broader population of 

potential users. Further, these teachers were disadvantaged by the restricted timeframe and the 

fact that they were using the product for the first time. With these caveats in mind, BuzzMath 

emerged as a product having strong potential for use by other schools in New York City.  
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Appendix A: Teacher Focus Group Protocol 

 

1. What instructional needs does this ed tech product potentially support? 

 

2. Describe your experiences in using the product.  What is required of you?  What does the 

product do operationally?  What student activities (if any) are involved? 

 

3. Were you adequately prepared to use the product fully and effectively?  Why or why not? 

 

4. Did the product support the expected needs of you and your team? Why or why not? 

 

5. To what degree were the conditions of this short-cycle review similar to those in which 

regular teachers using the product will experience?  Will the present results be useful in 

judging the product’s potential for broader use?  Explain. 

 

6. a. To what degree do students appear engaged with the product? 

 

b. What do you perceive to be the impacts on student learning with regard to homework 

completion, test scores, or other activities? 

 

c. Are there other desirable or undesirable impacts on students?  If so, describe. 

 

7. a. What are the impacts of the product, if any, on your ability to teach the associated lesson 

material? 

 

b. What about on your knowledge of the content area? 

 

c. Did the product make it easier to determine student progress and needs? What about 

sharing information with others? 

 

8. What are the impacts on your confidence to teach the lesson material and the content area in 

general?  

 

9. Did this program increase the time available to you for teaching individual student or groups 

of students (or completing other relevant instructional activities). 

 

10. What aspects/features did you like best about the product? 

 

11. What aspects/features did you like least? 

 

12. What changes, if any, do you recommend in the product design or operation to make it more 

effective for use in your school? 

 

13. Would you recommend that the present product be acquired by your school and the district 

for use by you and other teachers?  Why or why not? 
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Appendix B: Teacher Survey 

Ratings Items 
 
Use the following rating scale to indicate your degree of agreement or disagreement to each 
statement regarding the ed tech product identified.  Select “Not applicable” if a statement does not 
fit the particular product. 
 

1. Strongly disagree 
2 Somewhat disagree 
3. Neither agree nor disagree 
4. Somewhat agree 
5. Strongly agree 
0. Not applicable  
 

1. Easy to effectively use all major features 

2. Sufficiently supported by professional development/training by the provider 

3. Relevant to the instructional needs for my class. 

4. Easy to integrate into my lesson plans. 

5. Engaging for students. 

6. Effective for increasing student achievement over and above regular practices. 

7. Promotes higher-order learning such as critical thinking or problem solving  

8. Promotes personalized learning for students. 

9. Enhances my ability as a teacher to achieve lesson goals 

10. Would like to use it in the future for my classes. 

11. Would recommend it to other teachers. 

12. The company provided sufficient access to technical support. 

 

Open-Ended Questions 

 

13. What instructional needs does this ed tech product potentially support? 

 

14. Were you adequately prepared to use the product fully and effectively?  Why or why not? 

 

15. Did the product support the expected needs of you and your team? Why or why not? 

 

16. What aspects/features did you like best about the product? 

 

17. What aspects/features did you like least? 

 

18. What changes, if any, do you recommend in the product design or operation to make it more 

effective for use in your school? 

 

19. Would you recommend that the present product be purchased by schools for use by you and 

other teachers?  Why or why not? 
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Appendix C: Student Survey 

 

Ratings Items 
 
Rating scale: 
 

1. Strongly disagree 
2 Somewhat disagree 
3. Neither agree nor disagree 
4. Somewhat agree 
5. Strongly agree 
0. Not applicable  
 

 
1. The program was easy for me to use. 
2. The program was fun (engaging, interesting) to use. 

3. The program helped me to understand the material. 

4. The program helped me to do better on tests. 

5. I recommend that the program be used in my school. 

6. The lessons were a good fit - not too hard or too easy. 

7. The program increased my interest in math. 

8. As a result of the program, I have more confidence in my ability to learn math. 

9. The program let me learn in the way that I do best. 

10. I would like to use programs like this one in the future. 
 

 

Open-Ended Questions 

 

11. Did you like using this program?  Why or why not? 

 

12. Would you prefer to learn math in a different way from Buzz Math? If so, how?  

 

13. What did you like best about it? 

 

14. What did you like least? 

 

15. Describe any changes that would make the program better for you and other students.  
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Appendix D: Classroom Observation Instrument 

 

Comment on the following aspects of the pilot administration as applicable to the session. 

1. Class Conditions: 

(Number of students, room arrangement, technology devices available) 

 

 

  

2. Administration: 

(How product was made available to students.  Learning mode—individual, cooperative, 

teacher-led, whole class, etc.) 

 

 

 

3. Teacher Activities  

(Instructional, management, other) 

 

 

 

4. Student Activities and Engagement: 

(What students did—answered questions, created learning products, researched, read, etc.  

Level of interest) 

 

 

 

5. What went well: 

 

 

 

6. What was challenging: 

 

 

 

 

7. Overall impressions and recommendations:  
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Appendix E: Developer Interview Protocol 

 

1. What are your reactions to the application process used to select products for the short-cycle 

evaluation?  What worked well?  What could be improved? 

 

2. Do you feel that your product was well matched to the needs of the teacher team that piloted 

it? 

 

3. Were the conditions of the short-cycle evaluation adequate to provide valid impressions of 

your product’s potential for use? Explain.   

 

4. How receptive were the teachers to using the product and receiving any associated 

guidance, professional development, or training from your organization to increase 

effectiveness of usage?  

 

5. To what degree did you have opportunity to interact with the teachers or student users and 

receive feedback from them?  If you did receive feedback, what type and how helpful was 

it? 

 

6.  a. To what degree has the evaluation provided helpful formative information for improving 

the product design, development, and implementation?   

 

 

b. Do you anticipate making any immediate or future changes on the basis of the feedback?  

If so, what types? 

 

7. What aspects/features of the short-cycle evaluation did you like the most? 

 

8. What aspects/features did you like least? 

 

9. What changes in the evaluation processes, if any, do you recommend to make them more 

effective?  
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Appendix F: Developer Survey 

 

Ratings Items 
 

1. Strongly disagree 
2 Somewhat disagree 
3. Neither agree nor disagree 
4. Somewhat agree 
5. Strongly agree 
0. Not applicable  
 

1. The teacher teams that participated seemed appropriate (types of students and subjects 

taught) to evaluate the product. 

2. The teacher teams seemed fair and free of bias in evaluating the product. 

3. The teacher teams seemed interested in using the product. 

4. The educational (classroom/lab) environment was suitable for the evaluation. 

5. The time period was adequate for a short-cycle evaluation. 

6. The evaluation has thus far provided useful feedback for improving support to teachers. 

7. The evaluation has thus far provided useful feedback for improving product design. 

8. Overall, the product was used by teachers in the appropriate ways. 

9. Overall, I am satisfied with the way the evaluation was conducted. 

10. I expect the results of the evaluation to be generally positive.  

11. Based on the present experiences, I would be inclined to pursue similar evaluation 

opportunities in other districts.   

 

Open-Ended Questions 

 

12. Were teachers adequately disposed to use and evaluate the product?  If not, what were the 

limitations?   

 

13. Were the conditions of the short-cycle evaluation adequate to provide valid impressions 

your product’s potential for use? Explain.   

 

14. Has the short-cycle evaluation been helpful to the development or improvement of your 

product?  If so, how? 

 

15. What aspects/features of the short-cycle evaluation did you like the most? 

 

16. What aspects/features did you like the least? 

 

17. What changes, if any, do you recommend in the product design or operation to make it more 

effective for adoption by schools in this district? 
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Appendix G: Student Survey Descriptive Statistics and Response Frequencies 

 

 

Survey item 

Strongly 

Disagree Disagree 

Neutral or 

Undecided Agree 

Strongly 

Agree M SD 

  % % % % %     

1. The program was 
easy for me to 
use. 0.8 2.3 7.6 32.1 57.3 4.43 0.80 

2. The program was 

fun (engaging, 

interesting) to use. 3.1 6.1 6.1 31.3 53.4 4.26 1.03 

3. The program 

helped me to 

understand the 

material. 0 3.1 7.6 35.9 53.4 4.40 0.76 

4. The program 

helped me to do 

better on tests. 3.1 4.6 16.0 42.7 33.6 3.99 0.98 

5. I recommend that 

the program be 

used in my 

school. 1.5 3.8 9.9 16.8 66.4 4.45 0.94 

6. The lessons were 

a good fit - not 

too hard or too 

easy. 1.5 6.1 14.5 44.3 32.8 4.02 0.93 

7. The program 

increased my 

interest in math. 9.2 7.6 10.7 25.2 46.6 3.93 1.31 

8. As a result of the 

program, I have 

more confidence 

in my ability to 

learn math. 3.8 3.8 9.9 35.1 46.6 4.18 1.02 

9. The program let 

me learn in the 

way that I do best. 2.3 3.1 15.3 25.2 53.4 4.25 0.98 

10. I would like to 

use programs like 

this one in the 

future. 3.8 0.8 9.9 17.6 66.4 4.44 0.98 
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Appendix H: Teacher Survey Descriptive Statistics and Response Frequencies 

 

Survey item 

Strongly 

Disagree Disagree 

Neutral or 

Undecided Agree 

Strongly 

Agree M SD 

  % % % % %     

1. Easy to 

effectively use all 

major features 0 0 0 50 50 4.50 0.71 

2. Sufficiently 

supported by 

professional 

development/traini

ng by the provider. 0 0 0 0 100 5.00 0.00 

3. Relevant to the 

instructional needs 

for my class. 0 0 0 0 100 5.00 0.00 

4. Easy to integrate 

into my lesson 

plans. 0 0 0 0 100 5.00 0.00 

5. Engaging for 

students. 0 0 0 0 100 5.00 0.00 

6. Effective for 

increasing student 

achievement over 

and above regular 

practices. 0 0 0 100 0 4.00 0.00 

7. Promotes higher-

order learning 

such as critical 

thinking or 

problem solving  0 0 0 50 50 4.50 0.71 

8. Promotes 

personalized 

learning for 

students. 0 0 0 50 50 4.50 0.71 

9. Enhances my 

ability as a 

teacher to achieve 

lesson goals. 0 0 0 0 100 5.00 0.00 

10. Would like to use 

it in the future for 

my classes. 0 0 0 0 100 5.00 0.00 

11. Would 

recommend it to 

other teachers. 0 0 0 0 100 5.00 0.00 
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12. The company 

provided 

sufficient access 

to technical 

support. 0 0 0 0 100 5.00 0.00 

 


