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Scenario Challenge

MaryAnn Veseskis 

Background

Learning Outcomes:

· Students will make further connections between how math is used in the “real” world, as well as, articulate an understanding of why multiplication is essential for academic success in math and/or science

· Students will apply the idea of positive reinforcement to game design

· Students will demonstrate creative thinking through unique game design

· Students will demonstrate organizational skills through thoughtful game design, student score/progress sheets and their group presentation

This challenge will be used 8th  (an maybe 7th) grade Math Skill Building (MSB) class.  Groups of four will be chosen at random.   This challenge will be used to help students begin to further the connections between basic math skills and academic and real world success.  This is a challenge that we will use at the end of October after their first academic challenge is complete.  Because the mastery of the multiplication tables to the level of the 12s is one of the goals of this course, this challenge will provide a way for students to think about why this is an important skill.  It will also provide a way for students to develop new ways in which they would like to practice this skill.

The over-arching question for this class for the year will be, “How do people use math in our daily lives?” Much of the first part of the year will use the academics of math to frame problem based learning, critical skills development and community building in the pursuit of having this class face a real world challenge.

This challenge will be preceded by a revisiting of the idea of quality criteria focusing on the skills of creativity and organization.  This group will also have done a multiple intelligence learning inventory and have an exposure to the idea of different learner types.  We will have some discussion around the game theory idea of positive reinforcement and how that relates to the interest level and success of a game design and learning.  This idea is also reflected in the freedom students have in choosing the type of game they would like to design.

MathFun Corporation

We Put the FUNdamental into Mathematics!

Memo

To: Product Development Teams

From: Vice President of Marketing

As you may have recently heard, the influential National Board of Middle School Math Teachers Who Always Know Best (NBMSMTWAKB) has recommended that multiplication be removed from the all middle school areas of study.  They cite the reasons as of lack of student interest, boring drills, the increased use of calculators and spreadsheets, and no connection of multiplication to “real” math and science or the “real” world.  Along with threatening the very existence of MathFun, we view this as a national disaster!  We must NOT let this happen.

I need each development team to design a new interactive MathFun game that makes middle school students enjoy practicing their multiplication math facts.  We are looking for games that are FUN!  Be creative!!!  

Each game should include:

· All the multiplication facts from the 2s to the 12s

· All pieces or objects needed to play the game

· Positive student reinforcement

· A way to keep track of individual student progress or score

· Clearly written game directions

· Don’t forget FUN, FUN, FUN!

Each team will be presenting these new games to the NBMSMTWAKB in two weeks time.  The presentation of these games should not only highlight their fun, but must convince the Board that multiplication has a place both at school and the world at large.  To this end each team’s presentation will highlight and explain 5 practical reasons why multiplication is needed in middle school math and/or science and 5 practical reasons why multiplication is needed in the “real” world. 

I can not stress enough how important this task is.  The fate of our company lies in your hands!

Please schedule a meeting with me for today or tomorrow for preliminary design approval.  This will help ensure the supplying of any needed materials and equipment.

MathFun Assessment

	Exceeded 

Quality

Criteria
	(
	All measures of quality were exceeded.  The presentation was unique.  Your organization showed through clearly in every aspect of your project.  Your game showed  extremely careful and thoughtful planning focused on learning multiplication while still having fun.

	Met 

Quality 

Criteria


	(
	The presentation showed 5 clear reasons why multiplication facts are important in school and 5 clear reasons why multiplication facts are important in the real world.  The presentation and game were organized and easy to understand.  The game showed creativity and imagination.  The game rules were clear and understandable.  The score/progress system was easy to use.  Your game used positive reinforcement that made it interesting and fun to play.  



	
	(
	This project and presentation was similar in nature to the one described above, but with a few of the elements that were not as well done.

Specific comments:



	
	(
	This project and presentation was similar in nature to the one described below, but with a few of the elements that were done well.

Specific comments:



	Fell Short of Quality Criteria
	(
	The form of your project and presentation fell below the criteria for quality.  Your presentation did not include at least 5 clear reasons why multiplication facts are important in school and 5 clear reasons why multiplication facts are important in the real world.  Your presentation and game would have benefited with organization.  Clearer organization of your game and game rules would have made it more the game more understandable.  There was no clear score/progress system.  Your game showed a lack of time and creativity.  The lack of positive reinforcement in your game design made game play over time dull.

	
	(
	The project and presentation was extremely poor, or, not attempted.
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