🌳 Build a Park — Third Grade Lesson Plan
Geography, Community Planning & Digital Design  |  40-Minute Lesson


Lesson at a Glance
	Grade Level: 3rd Grade
	Duration: 40 minutes

	Subject Areas: Social Studies, ELA, Technology
	App Used: Build a Park (browser-based)

	Group Size: Individual (1 device per student)
	Assessment: Screenshot + Rubric (100 pts)



Learning Objectives
By the end of this lesson, students will be able to:
1. Use the Build a Park app to place and label park features on a digital map
1. Demonstrate spatial thinking by arranging features with purpose and intention
1. Explain how a community park serves the needs of different people
1. Capture and share their design work using the app's screenshot function

Essential Question:  How do we design shared spaces that meet the needs of our whole community?

Standards Alignment
	Standard
	Strand
	Connection to Lesson

	ISTE 1.3
	Knowledge Constructor
	Students use digital tools to gather information and create artifacts that demonstrate learning.

	ISTE 1.6
	Creative Communicator
	Students communicate clearly using digital tools to express ideas in multiple ways.

	CCSS.ELA-Literacy.SL.3.4
	Speaking & Listening
	Students report on a topic using appropriate facts and relevant details.

	NGSS Practices
	Asking Questions & Constructing Explanations
	Students analyze a design and explain how it meets the needs of a community.

	Social Studies
	Geography & Community
	Students identify how maps represent real-world spaces and how communities plan shared spaces.



Materials & Preparation
Materials
1. One device per student (Chromebook, tablet, or laptop) with internet access
1. Build a Park web application open in browser
1. Projector or classroom display for teacher modeling
1. Optional: printed Park Design Planning Sheet (see below)

Preparation Before Class
1. Open the Build a Park app on the teacher display and test all features
1. Verify student devices can access the app URL
1. Queue a photo of a local or well-known park for the hook activity
1. Print rubrics or set up digital submission folder if collecting screenshots

Build A Park URL: https://trbaker.github.io/buildAPark/ 

Key Vocabulary
	Community
	A group of people who live in the same area and share resources

	Map
	A drawing that shows what a place looks like from above

	Feature
	A specific thing or place found on a map (e.g., a slide, a bench, a tree)

	Layout
	The way things are arranged in a space

	Screenshot
	A saved picture of what is on a computer or tablet screen



Guided Questions for Spatial Thinking & Park Design
Use the questions below before and during the independent work phase to deepen student thinking. They are organized around three core ideas from geodesign and spatial reasoning: site selection, proximity and access, and purpose-driven placement. You do not need to use all questions — choose 2–3 based on where students seem to need the most scaffolding.

📍 Site Selection — Where Should Our Park Go?
These questions help students think like planners, considering the broader context of where a park is located before zooming in to individual features. Encourage students to look at the surrounding map and think about who lives or travels nearby.

1. 'Look at the map around your park space. Who do you think lives or works near here? How does that change what features you might include?'
1. 'If someone had to walk to this park, where would they be coming from? Are there any barriers — like a busy road or a river — that might make it hard to reach?'
1. 'Why might it matter whether a park is on flat land versus on a hill? How could the shape of the land affect where you put your features?'

🛤️ Proximity & Access — How Do People Move Through the Space?
These questions introduce the geodesign concepts of connectivity and access — the idea that good design considers how all users move through a space, not just where features are placed in isolation.

1. 'If a grandparent in a wheelchair wanted to reach the picnic tables from the parking lot, could they do it in your design? What might you need to add or move?'
1. 'Look at your park — if you placed a bathroom at one end and the playground at the other end, is that a good design? Why or why not?'
1. 'Where would you put a path so that someone entering the park could reach every area without backtracking? Can you trace a route with your finger?'
1. 'What features should be close together, and which ones should be far apart? Think about a dog area next to a toddler play area — is that a good idea?'

🌳 Purpose-Driven Placement — Why Does Location Matter?
These questions push students beyond simply placing icons and toward justifying their choices — a key spatial thinking skill. Prompt students to connect feature placement to real-world needs, environmental factors, and community equity.

1. 'You placed the benches there — what made that a good spot? Is it shaded? Is it near something people would want to watch or rest near?'
1. 'Imagine it is a hot summer day. Which parts of your park would be uncomfortable to be in? Is there anything you could add or move to help?'
1. 'If your park is for everyone in the community — little kids, teenagers, older adults, and families — do you have something for each group? Walk me through it.'
1. 'Look at your whole park from above, like a bird. Does it feel balanced? Is one side crowded and the other side empty? How could you fix that?'

Teacher Note — Spatial Thinking Vocabulary to Reinforce:  As students work, weave in these terms naturally: proximity (how close things are to each other), access (whether people can reach a place easily), scale (the size of features relative to the space), connectivity (how paths link areas together), and context (what surrounds the park and how that influences design). You do not need to introduce all terms at once — listen for natural openings in student responses.



Lesson Timeline
	Time
	Phase
	Teacher Actions
	Student Actions
	Materials

	0–3 min
	Hook & Intro
	Display a photo of a local park. Ask: 'What makes a great park?' Take 3-4 quick answers.
	Students shout out ideas. Activate prior knowledge about parks in their community.
	Projected park photo

	3–8 min
	Direct Instruction
	Introduce the Build a Park app on the projector. Walk through the toolbar: drag-and-drop icons, map navigation, labeling a feature.
	Watch teacher demo. Ask clarifying questions about app features.
	Projector, Build a Park app

	8–12 min
	Guided Practice
	Together as a class, drag 2 features onto the map and add labels. Model thinking aloud: 'I'm placing the swings near the path so kids can find them.'
	Students suggest where to place features. Practice thinking about location and purpose.
	Projector, class computer

	12–30 min
	Independent Work
	Circulate the room. Ask prompting questions: 'Why did you put the picnic tables there?' 'Does everyone have a path to walk on?' Assist as needed.
	Students design their own park: place at least 5 features, label each one, consider layout and community needs.
	Student devices, Build a Park app

	30–35 min
	Screenshot & Save
	Demonstrate how to use the Screenshot button in the app. Remind students to include their name.
	Students take a screenshot of their finished park design using the app's built-in button.
	Student devices

	35–40 min
	Share & Reflect
	Ask 2–3 students to display their park. Prompt: 'What feature are you most proud of? What would you change?'
	Selected students share their park. All students reflect silently: write 1 thing they'd add if they had more time.
	Projector or display screen



Student Screenshot Instructions
When students have finished placing and labeling all features, they should follow these steps to take a screenshot of their park:

	1
	Look at your park and make sure all features are visible on the screen. Zoom out if needed so everything fits.

	2
	Check that every feature has a label. If any label is missing, add it now.

	3
	Click or tap the 📷 Screenshot button in the top toolbar of the Build a Park app.

	4
	The app will save an image of your park to your device's Downloads folder (or ask you where to save it).

	5
	Open the saved file to verify it looks correct. Your full park map should be visible.

	6
	Name your file: FirstName_LastName_Park.png (example: Maria_Santos_Park.png)

	7
	Submit your screenshot to the class folder or show your teacher.



Differentiation & Teacher Tips
Support Strategies
1. Pair students who need support with a peer helper during independent work
1. Provide a printed checklist: Place 5 features, Label each one, Take screenshot
1. Pre-load the app on struggling students' devices with 1–2 features already placed

Extension Opportunities
1. Challenge early finishers to write 3 sentences explaining who their park is designed for
1. Have advanced students add a 'Park Name' and create a legend for their map symbols
1. Ask extension students: 'How would you change your park design for winter vs. summer?'

ELL Support
1. Provide a visual glossary card with icons and translated terms for key vocabulary
1. Allow labels in home language alongside English



Assessment Rubric — Build a Park Design
Total Points: 100  |  Each category is scored 1–4 and multiplied by the point value shown.

	Category
	Exemplary (4)
	Proficient (3)
	Developing (2)
	Beginning (1)

	Map Features (25 pts)
Number and variety of park features placed
	6+ features placed, strong variety (playground, seating, nature, sports, etc.)
	5 features placed with some variety
	3–4 features placed, limited variety
	Fewer than 3 features or features are all the same type

	Labels (25 pts)
Each feature is correctly and clearly labeled
	All features have clear, descriptive labels; no spelling errors
	Most features labeled; 1–2 minor errors
	Some features labeled; several missing or unclear
	Few or no labels; labels do not match features

	Layout & Design (25 pts)
Thoughtful placement showing planning and spatial reasoning
	Features are logically placed; design shows clear thinking about flow and use (paths connect areas, seating near activities, etc.)
	Most features are logically placed with some evidence of planning
	Features placed without clear reasoning; layout is random
	Features are crowded or randomly scattered; no apparent design thinking

	Screenshot (15 pts)
Student used the screenshot tool to capture finished park
	Screenshot captured; full map visible; student name included
	Screenshot captured; map mostly visible
	Screenshot taken but incomplete or unclear
	No screenshot submitted

	Reflection (10 pts)
Student can explain their design choices
	Student clearly explains 2+ design decisions with reasons tied to community or user needs
	Student explains 1 design decision with a reason
	Student describes their park but does not explain why
	No explanation given

	Score Guide
	Multiply each category score (1–4) by the point value. Total = _____ / 100     |    90–100: Excellent  |  75–89: Proficient  |  60–74: Developing  |  Below 60: Beginning



Student Name: _________________________________     Date: _______________     Total Score: _______ / 100

Teacher Comments:
 
 

Optional: Park Design Planning Sheet
Students may use this sheet to sketch their ideas before using the app.

	My Park Name: _______________________________     Student: _______________________________

	Sketch your park layout below:
 

	Features I plan to include:
1. ________________________________
2. ________________________________
3. ________________________________
4. ________________________________
5. ________________________________
6. ________________________________
	My park is designed for:
(circle all that apply)
1.  Young children
1.  Older kids
1.  Families
1.  Seniors
1.  Everyone

One thing that makes my park special:
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