
Three player accounts
The user types in a name. Game 
data is only saved within the app, not 
online. (See Pi Education’s privacy 
policy).

Addition menu 
6 lessons with increasing difficulty: 
addition with ones, ones and tens, 
10 and 20 strategy, doubling, and 
addition with ten carry.

Mathbakery 1 
- Start counting

Spoken English with text
All exercises have explanations and 
instructions in spoken English with 
text. The text can be toggled on and 
off, as can the music and timer.

Subtraction menu
6 lessons with increasing dif-
ficulty, including halving and 
subtraction 10 strategy.M
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Examples of help functions
After some seconds of inactivity the 
player is prompted to move up ging-
erbread cookies to be added.

The cookies are laid in units of tens 
and ones on the baking tray.
A group of ten is marked as a com-
plete row with a red ribbon. An 
incorrect answer provokes a 
suggestion to count the full rows.



M
A
N
U
A
L An incorrect answer on ones

provokes a suggestion to count 
cookies not in a 10 group.

In this case the suggestion is to find 
half of the cookies on the baking 
tray, which must be moved to the 
blue tray.

The summary screen
The result is saved in the form of com-
pleted tasks, best results and earned 
stars.

The Dual
Two levels of difficulty, 3 game 
durations.

In The Dual the user creates tasks to 
be tackled by a friend or adult, and 
vice versa

The Dual can even be used by a 
teacher or parent to demonstrate or 
discuss different problems and how 
to solve them.
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Mix more dough
In each game session there is a fun exercise: Follow the recipe, use the 
measures to transfer ingredients to the dough bowl. 

Building a gingerbread house
After earning 3 stars, a new part of a 
gingerbread house can be built.

Writing numbers
The first 2 lessons train writing 
numbers.

Our fundamental philosophy
All children can learn - if given the opportunity.

We have therefore included help functions for all exercises, leading 
to correct answers. Children can then investigate numbers at their 
own pace, building up self-confidence and ability.

Practice makes perfect. Math Bakery stimulates quantity manipu-
lation, which consolidates and automates fundamental math skills. 
For this we have included a kind reward system. But the first fun 
moment happens when mastering something that was previously 
difficult.

Math Bakery 1 has been developed in cooperation with researchers, 
teachers and students and is tested regularly in several schools.
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Pi education


