
 
 

 

Super Smash Bros. Ultimate 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
This lesson can actually be taught with a number of the Super Smash Bros. games, or any other fighting game in 
which you can alter handicaps.  
 
I will often try to include some mathematical thinking into my history class because my students often struggle with 
math concepts and analysis. What I have noticed is that many students have a difficult time with graphs. Many of 
my students will often come to a conclusion about information presented in a graph that seems correct upon first 
glance, but ends up being incorrect because the context of the information represented was not taken into account. 
The context of this lesson in particular will require students to make connections between the game and voter 
registrations percentages by race before and after implementation of the Voting Rights Act of 1965. While I am 
using this game for this specific piece of content, this lesson could easily be modified to discuss a number of varying 
topics.  
 
This lesson will require students to make a simple bar graph based on the results several fights in the game. This is 
followed by an analysis of the graph to get students to explain what caused the results and the results’ significance. 
They will need to put their evidence in context. The game will be rigged for a certain participant to win just like life 
was often rigged against people of color as represented by voter registration numbers. The resulting graph will make 
it seem like player 2 is better because they will have more wins, but the students will need to consider the context of 
what was causing player 2 to win more often. A connection will then be made to why African Americans had lower 
voter registration rates than white people in the United States before 1965. 
 

 
 

CONTENT AIM (content) 
 

 
● How do we use context in order to accurately extrapolate information from 

statistical evidence? 
 

WHAT QUESTIONS will 
SUPPORT THE AIM and 
DEEP, COMPLEX 
THINKING  

 
● What is a video game? 
● What can video games teach us? 

 
LESSON OBJECTIVES 
What should students know 

or be able to do at the end of 

the lesson that they couldn't 

do before that will help them 

answer the aim.  

*Note: Learning objectives 
should be about student 
performance.) 

Students will: 

 

● Put graphical evidence in context.  
● Make connections between the game Super Smash Bros. Ultimate and the 

Voting Rights Act 1965. Specifically, voter registration percentages.  
● Play through several rounds of Super Smash Bros. Ultimate.  

 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

● Listen  to other students in a conversation.  
● Speak to other students in a conversation.  
● Read  the statistics from graph created by Super Smash Bros. Ultimate 

 
STUDENT WORK as EVIDENCE OF LEARNING and TOOL for Future Learning and Project Completion 
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● Students will complete attached Graphic Organizer.  
 

 
TEXTS TO BE USED 
 

● Super Smash Bros. Ultimate 
○ Available on Nintendo Switch 

MATERIALS NEEDED 
 

 
● One means of playing Super Smash Bros. together as a class. I will be using 

my Nintendo Switch attached to a screen in the front of the class.  
● Graphic Organizer. 
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What is context? How do we use context in our writing? 
● Have a short 2-3 min conversation about the student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (10 min) 
 

 
● Read the Aim: How do we use context in order to accurately extrapolate 

information from statistical evidence? 
○ Our conclusions are sometimes incorrect  when we use statistics as 

our evidence.  
○ We are going to practice how to put our evidence in context.  

● Use the accompanying presentation to transition to talking about Super 

Smash Bros. Ultimate.  
● Super Smash Bros. Ultimate is a fighting game for the Nintendo Switch.  

○ In this game you don’t try to eliminate someone’s health like in 
other fighting games.  

○ In Super Smash Bros. Ultimate, you need to hit your opponents to 
give them more damage. The higher percent damage you receive 
the more easy it becomes to kill you.  

○ We are going to play one-on-one a couple of times to see who can 
win more rounds.  

● Now set the context for the game.  
○ We need to two students to come up and play the game. They will 

be playing one-on-one.  
■ For Teacher: It would be beneficial to choose two 

students who know how to play the game well. (I 
personally was one of the participants in this lesson 
because I happen to be very good at Super Smash Bros.). 

○ While they will each have one life, one of the players will start 
with 300% damage (player 1).  

■ This means that they will die a lot more easily than the 
other player. They will most likely die in one hit.  

● For Teacher: If you know who the better player is, make them the one 
with the 300% damage. We want the stronger player to be at a disadvantage 
when the game starts. 
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○ The reason one students (the better player) will be starting with 

more damage is to show how life is not always fair. Some people 
naturally have an advantage even though they did not earn it.  

○ The better player will presumably lose all 4 rounds. The students 
will be creating a bar graph based on the outcome of each fight. 
The final results, if taken at face value, will insinuate that player 2 
is better. The students will need to put the results in context which 
requires them to think about why the numbers are what they are.  

■ A connection to voting will be made later on in the lesson.  
● Time to play 

CHECK FOR 
UNDERSTANDING #1 
How will you assess or gauge 
if students are making progress 
towards the lesson objectives?  

 
● Check that everyone in class understands the basic concept of the game. 

Ask individually, or as a class, or in whichever way your class typically 
responds to you.  

PRACTICE TASK (35 
min)  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Pass out worksheet.  
● We will have 2 players participate in the front of the class while everyone 

else observes.  
● Students will answer question 1 while playing the game.  
● We will be playing first to 4 wins.  

○ The students must create a bar graph based on the results.  
○ After each round, have the students fill in the appropriate section of 

the graph. 
● After someone wins 4 games have students answer question 2 and 3 

individually.  
○ 2) Who won 4 games first? What was the final score? 

■ You can draw the graph on the board if necessary.  
■ For Teachers: My assumption is that player 2 will have 

won. You know your students. Make sure you choose 
students that will result in this outcome. In my lesson, the 2 
players were myself and another student. I lost the original 
4 rounds because of the 300% damage, but I knew I would 
win on an even playing field.  

○ 3) Based on this score, who would you assume is the better player? 
■ The answer to this should be whoever won 4 games first, 

regardless of who is actually better at the game.  
● Answer question 4 together as a class . 

○ 4) Is this the correct conclusion to draw from this evidence? Why? 
■ This is where we need to start thinking about player 1 who 

started with 300% damage which put the player at a great 
disadvantage.  

■ The answer to the question is “no” because there was a 
factor other than skill, the damage, that was affecting the 
outcome.  

● Answer question 5 together as a class.  
○ 5) How did the context of this fight affect the outcome? 

■ Get students thinking about what the 300% meant and 
about how the game was unfair from the beginning.  
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■ Even though the information in the graph makes it look 

like Player 2 is better, we cannot say for certain that this is 
true because of how the context, the damage, affected the 
fights.  

● Now play one more round, but with both students starting with 0% damage 
so it is fair. Have students answer question 6.  

○ 6) What happened after the players fought again on an even playing 
field? 

■ Now we can determine who the better player is because the 
game was fair from the start.  

● Double check with the class to see that they understand what the context of 
the game was.  

○ The context was having 2 players fight each other with player 1 
starting at a disadvantage.  

○ Double check with the class that they understand how the context 
affected the original outcome.  

● Now transition into talking about the Voting Rights Act of 1965 since that 
is the focus of the lesson.  

● Have students observe the graph showing the impact of the Voting Rights 
And and answer question 7.  

○ 7) Now let’s try with the Voting Rights Act of 1965. Look at this 
graph. Based on the information provided, what is one assumption 
you can make about why black people have a lower voter 
registration rate than white people?  

■ Record several student responses on the board.  
● Now we need to discuss the context of voting registration in the United 

States before 1965. Have students read the context in question 8 and answer 
the question that follows.  

○ 8) Now read this excerpt to discover the context.  
■ The Voting Rights Act of 1965 is a landmark piece of 

federal legislation in the United States that prohibits racial 
discrimination in voting. The Act prohibits every state and 
local government from imposing any voting law that 
results in discrimination against racial minorities. Other 
general provisions specifically outlawed literacy tests and 
devices, like poll taxes, that were historically used to 
disenfranchise racial minorities. - Wikipedia 

■ Given this new context, is your response to the previous 
question representative of reality? Why? 

■ Reading this excerpt reveals why voter registration rates 
were much lower for African Americans than for white. 
This is the context.  

● Move on to Wrap-Up  
 

CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

● Circulate as students play and make sure that they understand what is going 
on in the game.  

● Ask the class if they have any clarifying questions about this specific event.  
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making progress towards 

the lesson objectives?  

● Remind students to be think about connections to voting issues in the 
United States before 1965.  
 

WRAP-UP AND FINAL 
ASSESSMENT #3 (10-15 
min) 
How are students returning 

to the lesson objective? 

How are students 

self-assessing or engaging 

in peer assessment of each 

other’s progress towards 

outcome mastery?  

 

  
● Answer the final questions together as a class. Give students 10 minutes to 

write silently and then come back together to have a class discussion.  
● 9) Aim: How do we use context in order to accurately extrapolate 

information from statistical evidence? 
● Have students answer question 10 as if they were incorporating evidence 

from the provided graphs into an essay of theirs. Make sure they consider 
the context of how African American voter registrations were being 
suppressed.  

○ 10) Now pretend you are writing a body paragraph in your essay. 
What can you say about racial disparities in voting before and after 
the Voting Rights Act of 1965? Remember the context.  
 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students? (see resources 

below)  

 
● Student will work together as a class so that they can help each other when 

needed. This can be for content comprehension, or interface 
comprehension.  

● Students will take turns reading the questions out loud as they play.  
 

HOMEWORK (if 
applicable)  
 

 
● No homework. 

 
Common Core Standards CCSS.ELA-LITERACY.CCRA.SL.2 

Integrate and evaluate information presented in diverse media and formats, 
including visually, quantitatively, and orally. 
 
CCSS.ELA-LITERACY.CCRA.SL.1 
Prepare for and participate effectively in a range of conversations and 
collaborations with diverse partners, building on others' ideas and expressing their 
own clearly and persuasively. 
 
CCSS.ELA-LITERACY.RH.11-12.7 
Integrate and evaluate multiple sources of information presented in diverse formats 
and media (e.g., visually, quantitatively, as well as in words) in order to address a 
question or solve a problem. 
 
CCSS.ELA-LITERACY.WHST.11-12.4  
Produce clear and coherent writing in which the development, organization, and 
style are appropriate to task, purpose, and audience. 
 
CCSS.MATH.CONTENT.HSS.IC.B.6 
Evaluate reports based on data. 
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Name:__________________________________ 
 

Aim: How do we use context in order to accurately extrapolate information from statistical evidence? 

Directions: Watch your classmates play Super Smash Bros. Ultimate  and answer the questions below.  
 
 
 
Player 1 Name: __________________________ 
 
 
 
 
Player 2 Name: __________________________ 
 
 
 

1) Fill out the bar graph below based on the amount of wins each player gets in Super Smash Bros.  

 

 
 
2) Who won 4 games first? What was 
the final score? 
______________________________ 
 
______________________________ 
 
______________________________ 
 
______________________________ 
 
3) Based on this score, who would 
you assume is the better player?  
 
______________________________ 
 
4) Is this the correct conclusion to 
draw from this evidence? Why? 
 

______________________________ 
 
______________________________ 
 
______________________________ 

 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
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5) How did the context  (The conditions beforehand)  of this fight affect the outcome?_____________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 

6) What happened after the players fought again on an even playing field?______________________________ 
 
__________________________________________________________________________________________ 
 

 

7) Now let’s try with the Voting Rights Act of 1965. Look at 
this graph. Based on the information provided, what is one 
assumption  you can make about why black people had a 
lower voter registration rate than white people?  
_________________________________________________ 
 
_________________________________________________ 
 
_________________________________________________ 
 
_________________________________________________ 
 
_________________________________________________ 
 
_________________________________________________ 
 
_________________________________________________ 
 
 

8) Now read this excerpt to discover the context .  
 

The Voting Rights Act of 1965 is a landmark piece of federal legislation in the United States that prohibits racial 
discrimination in voting. The Act prohibits every state and local government from imposing any voting law that 
results in discrimination against racial minorities. Other general provisions specifically outlawed literacy tests and 
devices, like poll taxes, that were historically used to disenfranchise racial minorities. - Wikipedia 

 

Given this new context , is your response to the previous question representative of reality? Why? 

__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
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9) Aim: How do we use context in order to accurately extrapolate information from statistical evidence? 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
 

10) Now pretend you are writing a body paragraph in 
your essay. What can you say about racial disparities 
in voting before and after the Voting Rights Act of 
1965? Remember the context.  

 

According to these graphs on the Voting Rights Act. . 

. 

 

___________________________________________ 
 
___________________________________________ 
 
___________________________________________ 
 
___________________________________________ 
 
___________________________________________ 

 
___________________________________________ 

 
___________________________________________ 

 
___________________________________________ 

 
___________________________________________ 

 
___________________________________________ 

 
___________________________________________ 

 
___________________________________________ 
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