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Lesson 16: Design a Carnival Game (Optional)

Standards Alignments
Building On 3.MD.A, 3.NBT.A.2, 3.0AA

Building Towards 3.MD.A.2
Teacher-facing Learning Goals Student-facing Learning Goals

® Apply knowledge of measurement and ® |et's design a carnival game.
operations to design a game.

Lesson Purpose

The purpose of this lesson is for students to apply their understanding of length measurement, time
measurement, and fluency with four operations to design a carnival game.

This lesson is optional because it does not address any new mathematical content standards. This
lesson does provide students with an opportunity to apply precursor skills of mathematical modeling.

In this lesson, students continue to work with the context of a fair. Students analyze games they might
see at a carnival such as a penny toss or marble run and consider what makes a good game. They then
create their own games with given materials and integrate mathematical ideas from this unit.
Students play the game and consider ways to improve it.

When students make choices about quantities and rules, analyze constraints in situations, and adjust
their work to meet constraints, they model with mathematics (MP4).

This lesson may take more than 60 minutes, as students may need additional time to design, set up,
and play their games. Consider modifying the activities or expanding the lesson across 2 days to meet
students’ needs or to give more time for revision.

Access for:

Students with Disabilities & English Learners

® Engagement (Activity 1) ® MLR8 (Activity 1)

Instructional Routines

Notice and Wonder (Warm-up)
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Materials to Gather

e Paper clips: Activity 1

® Pipe cleaners: Activity 1

e Rulers: Activity 1

e Tape (painter's or masking): Activity 1

® Yardsticks: Activity 1

Lesson Timeline

Warm-up 10 min
Activity 1 45 min
Lesson Synthesis 5 min

Teacher Reflection Question

Think about times when students were able to
make connections to and build on the ideas of
their peers during discussions today. What
norms or routines allowed students to engage
with other students’ ideas?




	Lesson 16: Design a Carnival Game (Optional)
	Standards Alignments
	Teacher-facing Learning Goals
	Student-facing Learning Goals
	Lesson Purpose
	Access for:
	Students with Disabilities
	English Learners
	Instructional Routines
	Materials to Gather
	Lesson Timeline
	Teacher Reflection Question


