MathSpark: Sparking student curiosity through hands-on, inquiry-based
mathematics explorations inspired by funds of knowledge
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Our 3 Lessons

/ Abstract \

Much of the existing research focuses on the
guestions teachers ask students, but there is very
little information about the questions students
ask. The main purpose of this research was to
explore ways to engage students in asking their
own questions in the learning of mathematics,
and to create a scale to help educators categorize
the types of questions students ask. We created

1) Game of Life (Gardner, 1970): a cellular automaton that revolves
around the states of the cells on a grid during multiple iterations.
Students made observations and predicted future iterations.

2) Fraction Representations: Students engaged in several activities to
realize that a single fraction can be represented in many different ways.
3) Origami: Students explored questions while folding paper and
\engaging in productive struggle to make a sonobe cube. y

and used inquiry-based, funds of knowledge-rich Our Question Categorization Scale / Conclusions \
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