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The following game is designed to be played between two people / teams.  One person / team chooses a coordinate (with x / y values between –10 and 10) and their opponent has to use the graphical calculator to plot the graph of a linear function which runs through this point.





During this activity, you will need to know how to plot the graph of a linear function using a graphical calculator.  





As a reminder, there are three buttons that you will need to use.





                 �                     �                     �                             




















Before you start the game, you will need to set up the calculator screen so that all points with x / y coordinates between –10 and 10.  To do this, follow the instructions below:





Press �.





Using the blue up / down arrow buttons to position


          the cursor, set the following restrictions for your window:




















You will need to decide who will be ‘PLAYER / TEAM A’ before you start to play the game.





TEAM / PLAYER A:  Decide on, and challenge your opponents with the coordinates of a point (x / y values between –10 and 10).





TEAM / PLAYER B:  Discuss and agree an equation for a straight line that you believe will cut through the point your opponents have chosen.





Press �, and position the cursor next to ‘\Y1=’.


Enter the equation of a straight-line into the calculator.  Press �.  





Your straight-line graph should now be displayed on the screen.  





Check to see if the straight-line graph runs through the point that your opponents have chosen.  If it does your team scores one point, if not you score no points.





PLAYERS / TEAMS A and B now take it in turns to challenge their opponents with the coordinate of a point through which their straight-line must run.














Can you cut it?











TEACHING & LEARNING OBJECTIVE:


Plot graphs of linear functions, where y is given explicitly in terms of x


Recognise that equations of the form y=mx+c correspond to straight-line


graphs 
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GRAPHICAL CALCULATOR ACTIVITY


Can you cut it?
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ORGANISATION





Whole-class:





It is beneficial to model this game with the whole class, inviting the group to play against you using an OHP view-screen.  





Grouped:





Students need to play this game in two teams – involving one or more player in each team.  When a team is deciding on the coordinates of the point to challenge their opponents with , they should confer and agree before proceeding. Likewise, in attempting to identify the equation of the line, team members should confer and present an agreed suggestion to their opponents.  





Individual:





This activity requires students to work in groups of 2 or more.
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TEACHING & LEARNING OBJECTIVE:


Plot graphs of linear functions, where y is given explicitly in terms of x


Recognise that equations of the form y=mx+c correspond to straight-line graphs 





When you are typing in the equation of a line you would like to plot, use this button to type in the variable ‘X’.





Upon pressing this button the graphs of those functions defined on the ‘Y=’ screen will be plotted onto axes.





Upon pressing this button, the screen appears where you can type in the equation of the line you would like to plot.





WINDOW


Xmin= -10


Xmax= 10


Xscl= 1


Ymin= -10


Ymax= 10


Yscl= 1


Xres= 1
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