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From Elementary to Junior High: Extending a Digital Learning Platform to Support
Mathematics Learning
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Abstract: Research team previously developed Math Island, a self-directed mathematics learning game designed for
elementary school students to actively engage in mathematics learning. To facilitate a smooth transition from
elementary to junior high school mathematics, we expanded upon Math Island to develop the Math for Tomorrow junior
high school mathematics platform. This platform integrates digital content aligned with the Ministry of Education’ s
curriculum and incorporates game-based learning mechanisms to help students grasp junior high school mathematics
concepts, thereby enhancing their motivation and interest in learning.
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