TARGET:

This game is designed to encourage the student to look for connections between the equation of a straight line and it's position and steepness. 

It is a game which any number of players can play, using either 1 calculator each or working in pairs. 

These 2 games are designed to assist the student in discovering the impact that results from changing the values of m and c in the general equation Y = mX + c. 

The students should be encouraged to record their attempts and to sketch the resulting line. A possible restriction for each of the games is recorded below and should be used if: 

(i) Time is limited. 

or 
(ii) The students are making little progress, 

GAME A: 

A single point is selected, such as (3,5) and the players then type in the equation of a line of the form Y = mX + c with the aim of their choice of line passing through the chosen point. 

Example: 

Target point (2,5): 
Attempt A: Y= 2X - 2 
Miss 

Attempt B: Y= 2X + 1 
Hit 

Attempt C: Y= 0.5X + 4 
Hit 

Restricted Start 

Only use starting points that lie on the Y axis 

GAME B: 

This time 2 points are chosen, and the person who takes the least number of attempts to find the equation of the line that passes through both of the chosen points, wins that round. 

Example 

Chosen points (1,5) and (5,13): 

Attempt A: Y= -X + 6 Miss 

Attempt B: Y= 4X -7 Miss 

Attempt C: Y= 2X + 3 Hit 

Restricted Start 

Use points which lie on the lines Y = mX where m is 1, 2, 3... 

Use points which lie on the lines Y = mX + c, both m and c are +ve integers. 

Report

Each student should make a note of any strategies that they adopted.  They should also explain anything, with the assistance of sketches, that they learnt about the effect that m and c have on the steepness and position of a line.

