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Lesson Plan: Mapping the Monster's Lair – A
Coordinate Graphing Adventure
Materials Needed:

Beast Academy Practice Book 5D and Guide Book 5D (Chapter 12: Coordinates & Graphs)
Several sheets of graph paper (at least one large sheet, if possible)
Pencil and eraser
Ruler
Colored pencils or markers
Optional: Access to an online graphing calculator like Desmos for exploration

1. Learning Objectives (The Mission Briefing)

By the end of this lesson, you will be able to:

Accurately plot ordered pairs (x, y) in all four quadrants of the coordinate plane.
Generate a set of coordinates from a linear equation (e.g., y = x + 3) and graph the resulting
line.
Creatively apply coordinate graphing skills to design a unique map and solve spatial puzzles.
Clearly communicate mathematical ideas through a combination of graphs and written
descriptions.

2. Alignment with Curriculum (Following the Beast Academy Map)

This lesson is designed to bring the core concepts of Beast Academy, Level 5, Chapter 12:
Coordinates & Graphs to life. Instead of just completing workbook pages, you will apply the
principles of plotting points and graphing lines in a creative, project-based context that mirrors the
puzzle-solving spirit of Beast Academy.

3. Instructional Activities (The Adventure Begins)

Part 1: Warm-Up - Secret Agent Training (10 minutes)

The goal of this warm-up is to get your brain ready for plotting coordinates quickly and accurately.

Task: On a fresh piece of graph paper, draw an x-axis and a y-axis.
Mission: Plot the following "secret agent" locations. After plotting a point, write its
corresponding letter next to it.

A: (-7, 2)
B: (0, 5)
C: (4, 5)
D: (7, 2)
E: (7, -3)
F: (4, -6)
G: (-4, -6)
H: (-7, -3)

Connect the Dots: Use your ruler to connect the points in alphabetical order (A to B, B to C,
etc.), finally connecting H back to A.
Question: What shape did you create? This is the outline of the secret headquarters!
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Part 2: Concept Exploration - The Architect's Blueprint (15 minutes)

Now that you're an expert at plotting single points, let's look at how architects (and level designers!)
create straight lines like walls, laser beams, and secret passages. These are not random points; they
follow a rule, or an equation.

Review: Open your Beast Academy Guide to Chapter 12. Let's quickly review how a "rule" like
y = x + 1 works. For any x-value you pick, the y-value must be one more than it.
Guided Practice: Let's create a "T-chart" to find some points for the equation y = x + 1.

x y = x + 1
-2 -1
0 1
3 4

Plot it: On the same graph paper as your warm-up, plot these three new points: (-2, -1), (0, 1),
and (3, 4). Use your ruler to draw a line through them. Notice how they all line up perfectly?
Every single point on that line follows the rule y = x + 1.

Part 3: Main Activity - Design the Beast's Lair! (45 minutes)

This is your chance to be the architect! You will design a top-down map of a monster's lair on a large
sheet of graph paper. Your lair must include specific features at key coordinates and defenses that
follow linear equations.

Set Up Your Map: Draw a large, clear coordinate plane on your graph paper. Label the x-axis1.
and y-axis.
Place Key Features: Plot and label the following locations in your lair. Get creative and draw2.
a small symbol for each one!

The Beast's Throne: (-6, 7)
The Treasure Chest: (8, -8)
The Cauldron of Ooze: (-9, -5)
The Lair's Entrance: (0, -10)
The Cage for Pesky Heroes: (9, 2)

Install Linear Defenses: Now, add defenses to protect the lair. For each one, you must first3.
create a T-chart with at least three points, then plot them, and finally draw the line across your
entire map with a ruler. Use a different colored pencil for each defense.

Defense 1: A Red Laser Wall that follows the equation y = -2. (This is a horizontal
line!)
Defense 2: A Moat of Fire that runs along the line y = x - 5.
Defense 3: A Secret Escape Tunnel hidden along the line y = -x + 3.

Add Your Own Touches (Creativity):4.
Add at least two more features of your own choosing to the map. Write down their
coordinates.
Design and graph one more linear defense with your own equation. Write the equation
on your map next to the line.
Give your beast and its lair a name! Write a short (2-3 sentence) description of your lair,
explaining what the different features are.

4. Assessment & Wrap-Up (The Heist) (10 minutes)

Your finished "Beast's Lair" map is the primary assessment. It will show if you can accurately plot
points and graph lines. Let's discuss your design to check for understanding.

Show & Tell: Explain your lair. Point out the key features and trace the path of your linear
defenses. What did you name your beast?
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Critical Thinking Questions:
A hero enters your lair at the entrance (0, -10) and walks straight up (along the y-axis).1.
What is the first defense they will run into? At what coordinate will they hit it?
Is there a point on your map where any of your defenses cross each other? If so, what2.
are the coordinates of this intersection?
Imagine a vertical force field protecting the treasure chest. It runs through the point (5,3.
-8). What would the equation of that vertical line be? (Hint: The equation for a vertical
line is x = [a number]).

5. Differentiation & Extension (Leveling Up)

Need More Support? If creating the T-charts is tricky, focus first on just plotting the points
provided for the defenses. We can also stick to just the first quadrant (all positive numbers) to
start, before building the full four-quadrant lair.
Ready for a Challenge?

Advanced Defenses: Create a new defense using an equation with a fractional slope,
like y = ½x + 2. How does the smaller slope change the look of the line?
The Heist Route: Write a set of coordinate-based instructions for a hero to navigate
your maze, avoiding the defenses and reaching the treasure. For example: "Start at (0,
-10). Move to (0, -3). Then move to (7,-3)..." This requires you to find safe paths on your
own map.
Explore on Desmos: Use the Desmos online graphing calculator to experiment with
more complex equations. What does y = x² look like? What about a circle? This is a great
preview of future math concepts!


