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Super Mario's Coordinate Quest!
Materials Needed:

Graph paper (or print pre-made coordinate grids focusing on the first quadrant)
Pencil
Eraser
Colored pencils or markers (optional, for fun!)
Small Super Mario related items (optional - like small drawings of coins, mushrooms,
Goombas, or Mario himself)

Hey there, future math superstar! Imagine you're playing Super Mario. How does the game know
exactly where Mario is, where the coins are, or where Bowser's castle is located? It uses a special
map called a Coordinate Plane! Today, we're going on a quest to learn how this works.

The Map: The Coordinate Plane

Think of your graph paper as the map of the Mushroom Kingdom. It has two main lines:

The x-axis: This is the line that runs straight across, horizontally (left to right). Think of it as1.
the ground Mario runs on.
The y-axis: This is the line that runs straight up and down, vertically. Think of this as how2.
high Mario can jump.

Where these two lines meet is called the Origin. It's like Mario's starting point, and its special
location is (0, 0).

Finding the Treasure: Ordered Pairs (x, y)

To find a specific spot on our map, we use two numbers called coordinates. They are always written
in a specific order inside parentheses, like this: (x, y). This is called an ordered pair.

The first number (x) tells us how far to move along the x-axis (run side-to-side from the
Origin).
The second number (y) tells us how far to move up the y-axis (jump up from that spot).

Important Rule: Always run (x) before you jump (y)! The order matters! Just like in Mario, you
usually run to a spot before you jump up to hit a block.

Let's Plot Some Points!

Let's place some things on our Mushroom Kingdom map (your graph paper)! We'll only use the top-
right section for now (called the First Quadrant), where both numbers are positive.

Find the Coin at (3, 4): Starting at the Origin (0,0), first 'run' 3 steps to the right along the x-1.
axis. Then, from there, 'jump' 4 steps up along the y-axis direction. Make a dot and maybe
draw a small coin there! You found it!
Where is the Goomba at (5, 1)? Start at (0,0). Run 5 steps right (x=5). Then, jump 1 step up2.
(y=1). Uh oh, watch out! Draw a Goomba (or just a dot) here.
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Grab the Super Mushroom at (1, 6): Start at (0,0). Run 1 step right (x=1). Jump 6 steps up3.
(y=6). Power-up time! Mark this spot.

Your Turn: Coordinate Challenges!

Challenge 1: Plotting Practice

Grab your pencil and graph paper. Plot these points. Maybe draw what you might find there!

A ? Block at (2, 2)
A Piranha Plant base at (7, 0) (Hint: 0 means no jump!)
A Star at (4, 5)
Luigi starting at (0, 1) (Hint: 0 means no run!)

Challenge 2: What's Where?

Now, I'll place some items (or you can ask your parent/teacher to place dots). Look at the grid and
tell me the coordinates (the ordered pair) for each item. Remember: find the x-value first (how far
right), then the y-value (how far up).

Where is the Fire Flower? (Find its x, then its y)
What are the coordinates of Bowser's Minion?
Give the ordered pair for the Flagpole base.

Mission Complete!

Great job! You've learned how to navigate the coordinate plane just like Mario navigates his world.
Coordinates (x, y) tell us exactly where things are on a grid. This is super useful not just in video
games, but also for maps, graphing science data, and lots more!

Keep practicing plotting points and finding coordinates. Maybe you can even design your own simple
Super Mario level on graph paper using coordinates!


