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[bookmark: _GoBack]The research the aim is to develop and examine a methodological tool, traces teaching behavior during math lessons embedded computer- games. 
Theoretical framework 
For that purpose, we used Drijvers (2013) Instrumental Orchestration framework. This conceptual framework provides information about the way teachers use computers and exploit them while conducting a lesson. Drijvers describe some interactions the teachers may conduct when using computers in their lessons, eight of them with whole-class and five with a or a pair of students. 
Methodology 
We used a Lesson Fluency Picture, a tool that developed to provide a detailed picture of the teacher action during the lesson, from different aspects, such as orchestrations, sequence, participants, level of thinking, and the artifacts in use. This tool gives a succinct description of all lesson’s parts.
Current status of the scientific work 
The study is in the post-data collection phase. As part of professional development (PD) courses, took place in 2018, for elementary school math-teachers, which incorporated computerized math games into their lessons, as part of the course requirements, the teachers were asked to plan a lesson, implement it in their classes and provide a reflective insight in a submitted report. The teachers also reported about their experience in the PD course meetings, that were video recorded and transcribed, to give supplemented information. 
Data analysis includes two parts, descriptive and comparative. The first phase used the Lesson Fluency Picture almost ended, for the 18 lessons. The comparative phase, enabling a comparison between lessons of different teachers, it’s about to begin.


