	Texas, 1867

	Activity Plan, Math 3
	Race Across Texas


	Texas, 1867: Activity Plan, Math 3



Lesson Summary: 

This activity will incorporate the study of rates and unit conversion into a board game.  Students will use dice, a game spinner, game cards, and game pieces to move around a game board which represents a journey across Texas.  Each move of a game piece will require students to calculate  how far they will travel using ‘speed’ and ‘time traveled’ which are variables.  Their ‘speed’ will be indicated on the game cards.  Each game card gives the mode of travel used and the ‘rate’ or ‘speed’.  ‘Time traveled’ will be determined by a roll of the dice and a turn of the spinner. Students will use this information to calculate on the how far they may move on the game board.  The first student to reach the finish line is the winner.
Subject: Math: Numbers and Operations, Measurement, Problem Solving 

Grade Level: 

Target Grade: 7th 

Upper Bound: 8th 

Lower Bound: 6th

Time Required: One to two class periods.

Materials:  Each group of two to six students will need:
· a printout of the game board
· six game cards printed on card stock
· one spinner (the arrow should be attached to the spinner through the center black circle using a pin)

· one game marker for each player (coins, colored paper clips, etc.)

· one die

· enough Race Across Texas Worksheets for the students to have a few on hand
· a calculator to check answers (Optional)

Lesson Plan:

· Print out copies the Race Across Texas Game Board and distribute one game board for each group.
· Do the same with the Race Across Texas Game Cards and Spinner.
Game Rules:

· At the beginning of each round, all six cards will be shuffled.

· Have each player in the group select one card.  The card selected will determine what mode of transportation each student will use for that round.
· The card will also state the speed the student will use in their calculations.

· Have the first player roll the die and spin the spinner to determine their ‘time traveled’. For example, if the student rolls a three on the die and the spinner stops at ‘Hours’, that student’s ‘time traveled’ equals three hours.
· They will then use their speed for that round (given on the game card) and the ‘time traveled’ (determined by the die and the spinner) to calculate ‘distance’ in kilometers.  Have students perform their calculations on their Race Across Texas Worksheets.
· As the students are working their calculations out on paper, the other players should solve the problem on a calculator to check their answer.
· Have students round to the nearest km and add that to their current position on the board (ex. they are on 25, they calculate 162, 162 + 25 = 187) and move to the closest rounded space (187 rounds to 175, 188 would round to 200).  Each player must move at least one space.
· Each new round starts with a reshuffling of the cards.  The person in last place then selects a card and rolls first.

· This repeats until a player “travels across Texas” (reaches the finish line).
TEKS: 
7.1 (A) Compare and order integers and positive rational numbers.
7.1 (B) Convert between fractions, decimals, whole numbers, and percents
7.2 (B) Add, subtract, multiply, and divide fractions and decimals to find answers
7.13 (B) Use a problem-solving model that solves a problem using a plan
7.13 (C) Select or develop an appropriate problem-solving strategy
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