Suggestions for Implementing After School Math Games

Suggestions for the Facilitator
General suggestions for planning the program
1. Decide on the day(s) and times you plan to do the After School Math Games (we recommend one per week).  Create a pattern for students to follow: Stick to a set schedule to aid the students in developing a rhythm. 

2. Decide if the After School Math Games will be required of everyone in the after school program, or optional.  Communicate to the after school students when the After School Math Games program will begin.  Describe the basic structure and incentives to create interest.  Encourage full participation.  
3. We found it to be very distracting in the computer lab if some students were participating in the After School Math Games and some students were not (sending e-mail, playing poker, etc.).  On the days you choose to do After School Math Games, we recommend that the computers only be used for after school math games (30-minute time period). 

4. Set up an easy to use incentive system.  We have found that giving a can of pop to students at the end of the 30-minute time period (if they earned it) helped students stay focused on the task and made the program successful.
Suggestions for advanced preparation for After School Math Games
5. Be familiar with the activities: Make sure you have gone through all of them at least once and are familiar with the purpose of each activity.

6. Make sure the games run on the computers in the lab which the students will be using.  You may have to update Shockwave, for example.  Any time with computers, you should test the software/applet on the computer you plan to use.
7. Print out and cut sticker tents (available on the web site) and have stickers.  A sticker tent is a half of a piece of card stock (or heavy paper) folded which goes on the top of the computer or monitor for each student.  We have found these to be useful for 

· Knowing the students’ names (they write their name on the card),

· Motivation and showing student progress.  As the student completes a game or part of a game they receive a sticker on the sticker tent.
· A way to record when the games have been completed.  The students turn in the sticker tent at the end of the 30-minute period in order to receive their can of pop (or candy bar, etc.).

8. Print out handouts when necessary: This is not necessary for every activity, but be aware of when you will need them.

9. Plan out instructions to students: If needed, you should be able to provide verbal instructions on each activity and/or how to maneuver through the After School Math Games website. 
10. Communicate to the after school adult aides (at our school, we have college students to help supervise the after school program) of the upcoming After School Math Games program and that they will be expected to help supervise in the computer lab and award stickers for completed activities. 
Suggestions for preparation for using After School Math Games
11. Turn on all computers which will be used and bring up the After School Math Games web page before students arrive.  (Students should be able to walk into the lab, sit down, and start right away on the first game.) 

12. Make sure every computer has a sticker tent and the handouts (if required).
13. It is the assumption that the facilitator will be present when the students arrive and that the facilitator is familiar with the day’s activities. 

14. Give stickers to the adult aides who will help with the supervision in the computer lab.  (We found that it was not necessary for the aides to have advance knowledge of the day’s games—they learned it along with the students.) As students complete the activities, show the adult aides what the computer screen looks like when the activity is completed, so that they can award stickers on the students’ sticker tents.

15. Be available to answer questions: Be aware of what the students are doing and welcome any questions they might have.
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