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" Algebra is easy if you
know what you are
looking for!" College
student in Basic Algebra
class, M.A

)Also...take a look at
Solving with
Pythagoras

Classroom activities that
allow students to make
connections with
Similarity, Trig Ratios,
Pythagorean Theorem,
Special right triangle
relationships, and more
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In order to think about math relationships, I believe you have to translate
some math related expressions - not just the symbolic equations - in the
form of directions. As a teacher, I have to try my best to be clear and then
watch to see what students do that represents their response to what ey
heard me say (I have cured myself of saying "what did T say?").

Most of the time my students will show a series of traced rectangles like the
one shown in the picture. Before we go any further, I ask the student
groups to write five descriptions of what they notice about their rectangles.
They can write anything that they observe about only the rectangles in their
sequence.

You have probably already guessed that these Graph cards are from Linear
Graphs deck c. Also, you have probably already figured out that the task
just before this tracing activity was for the students to work together to put
the Graph cards in order from left to right from flat to steep and then
continue with steep to flat.

View a photo of the kinesthetic version of this slope dynamic

Instructional Value of Games
Students remember when they have a structure to place new information

"Those who believe in using games in
education usually start from a common set
of assumptions. They observe that game
players regularly exhibit persistence, risk-
taking, attention to detail and problem
solving skills, all behaviors that ideally would
be regularly demonstrated in school. They
also understand that game environments
enable players to construct understanding
actively, and at individual paces, and that
well-designed games enable players to
advance on different paths at different rates
in response to each playet's interests and
abilities, while also fostering collaboration
and just-in-time learning." (James Paul Gee,
2003)

Doesn't this sound like something you would want to have happening in
your classroom? Especially if after playing a game the students can
remember the information and apply that same information when working
problems from items in the recent plethora of standardized tests!

Most upper level games are computer driven or concerned with virtual
environments. Recently, however, there has been an increase in hands-on
game type instructional tools for the upper level classroom. Computers and
graphing calculators are excellent tools but still do not have the hands-on
value of moving items around like one does with chess pieces.

The Algebra Game was initially developed as a formative assessment tool,
then expanded to become more like a gin rummy review game, and finally
found a place in the instructional program that allowed students to move
the cards, lots of examples of them, to show how the symbols could relate
to each other across the concepts on the cards. The graphs are just like the
ones in the text book, just more of them, with the related components that
describe them sso that students start by figuring out how the cards match.
The answers are not in the back of the book; the answers are on the cards!.

Read more about how The Algebra Game history




Strategies To Help Students Solve Test Item
Problems
The remembering value of algebra connections

ES

Sample Questians

" MULTIPLE-CHOICE QUESTIONS:

Which equation states the rule for the relationship shown in this rable?
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A yzx-2

B y=lx-22

C.oy=xt-4
D.y=x-x

The Thumb Test was described in the March 2010 Newsletter as a way to
show students how to focus on the change pattern in the y values column.
The objective was to provide a strategy for students to recognize slope
using the Point Pair card in all four of the Topic decks.

The Linear Graphs decks ate appropriate for strategy instruction for any of
the state graduation tests because of the frequency of slope, y-intercept,
and other linear questions on these tests. The Thumb Test pattern is a vety
user-friendly strategy for students to use because they can easily cover the x
column in the question presented in the test booklet. Sometimes the
coordinate points are presented horizontally in a test question format and
that visual change can be distracting; however, if students recognize the
pairing of the x's and y's then they can easily place their thumbs over the x
values whether the format has a horizontal or a vertical layout.

Note of caution: be sure to tell students to look at the x's affer they figure
out the change pattern in the y columns (or rows) to be sure that the x's
values are changing by 1's. The teacher's Thumb Test instruction sheet asks
if the pattern will always happen; the answer is yes if the x's are changing
by 1's and no if they are not. When learning about the Thumb Test,
students should also learn how to include necessary missing values in the
Point Pair table to make the Thumb Test pattern work for slope value.

Read the March article about Thumb Test instruction

The Math Studio, Inc., has been helping teachers help students for over 25 years.
Before the The Math Studio opened its doors in the early 1980's, we were working
with public school systems and publishers to help make positive changes in math
education in K-12 classtooms.

Looking forward to hearing from you. Please let us know about your work
with students.






