THE PREMISE...

1 inflatable bus
2 languages (Spanish/English)
4 fantastical venomous plants

/ wacky puzzles designed to teach
concepts for reading evolutionary trees

45 minutes
Children age 8+ and their families

GAME STATS

Current tour: 5 museums,
4 public libraries, 3 conferences O
“Wow!” moments in the game: 7
# of Players: 1200 and counting!
Success rate: ~98%
Average review rating: 5 stars
Top time: 10 minutes
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THE OUTCOMES...

 Ridiculous amounts of fun ' -
 STEM learning for all ages P

 Positive family interactions about N
science during the game \

 Extended interactions with science ourle
concepts after the game it out

O j® Test QNN
O ® O your idea . {\\ ‘ \
R |
‘ J
@ J r
O =

'S,

@ Past host sites ---and e S — : 2
(O Future host sites Win! WA Seast

Iy 8

Score
Gain in pre/post scores: n = 447 (all participants), t(446) = 14.41, p <.001, Cohen’s d = 0.680 (medium-large); No age group x gain size interaction: F(2,443) = 0.25, p =.975

Tree-thinking quiz scores for pre-, post-, and follow-up-test
(n = 66)

Players retain

most of this Pre-test
knOWledge gain Post-test
4+ WeekS later 4+ week follow-up test
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Score

Post/follow-up drop in score: t(65) =2.18, p = .033, Cohen’s d = 0.268 (small); Pre/follow-up overall improvement in score: t(65) = 3.37, p =.001, Cohen’s d = 0.414 (medium-

small)
Distribution of group puzzle-solving styles
(n =51 groups)
Most families 22
work together,
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-14 to -11 -10 to -7 -6 to -3 -2 to +2 +3 to +6 +7 to +10 +11 to +14

# of Gruops

child driven

Child/Adult Puzzle-solving Score

Performance on each of 7 puzzles were rated between -2 (entirely adult driven) and +2 (ElgidlcINAallleNelgi=1q)), with O being an equal balance. Scores were summed over 7
puzzles for a minimum score of -14 and max of +14

Mean tree-thinking quiz score by game-play style
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Game-play style x gain size interaction: F(2,167) = 5.49, p =.005, n2=0.062 (medium-small)
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Mean tree-thinking quiz score by age group ‘
Pre M Post
Players Of all Younger children (n=53) &
ages learn about
eVOlUtionary Target group (n=157) __B
. \
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FUN AND ENGAGEMENT

Adults M Children Adults m Children
(n=211) (n=241) (n=211) (n=241)

—

91% 91%

80%
75%

0% 0% 0% 0% 0% 0% 0% 1% 1%
’ NO! No Not sure Yes YES! NO! No Not sure Yes YES!
| Response Response

) Talk about the game days or weeks later || 5%
Talk about some science concepts that were inthe game || 64%

) Read the comic book from the game || 50%

| Do any of the comic book activities | NG 33%

| Talk about the fun you had playing || NG 25%

Look up science or evolution information from the game [N 22%
| Talk about medical or science careers related to the game || 19%
Talk about the design of the game (like the inflatable bus or the plants) |G 19%
Explore any of the links from the email sent to you after the game | 11%
| None of the above [l 6%

Other - 6%

- METHODS

PHASE 1
Quantitative and qualitative mixed methods
(n=174 people in 51 groups):
| * Pre/post tree-thinking skills test
» Follow-up test at 4 weeks (n=66)
| * Post-survey asking about experience playing

| the game '
0 * Observation protocol during game play AN d
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Cin Yeo/ wings changed to triangle wings just once. Draw
d U e re this happened.

‘ “1ess (not sure) '
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