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1. Ākonga want to be involved in designing and creating an interactive application (app) for
learning maths and/or numeracy.

2. The following diagram, Figure 1 shows a synopsis of what each group said they would like.
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Step 1
Ākonga asked to be able 
to click into their specific 
programme so that they could 
have direct access to the 
maths and numeracy learning 
that would be relevant to their 
study.

Step 2
What they would like to learn 
about numeracy and maths. 
This means having a way to:
1. Learn and articulate

maths and numeracy 
language,

2. use maths and numeracy 
relevant to their study,

3. use maths and numeracy 
relevant to their lives, and

4. to learn the maths and 
numeracy they missed 
out on through their 
education.

Step 3
The app is ubiquitous and 
individualised and ākonga 
asked for it to be interactive 
in varieties of ways: chat 
rooms, gaming either together 
or competitively, forum 
discussion. They also want it 
to be motivational through 
humorous/fun activity, 
competition, and some sort 
of system of rewards and 
“levelling-up”.

Figure 1: Ākonga expressed categories and headings for a teaching and learning app.


