A Fly on the Ceiling

	Teacher:  Ms. Coates, Ms. Guillory, Ms. Moore

	Date: 9/10/2015

	Subject  / grade level: 6th grade

	Materials:

1. Foldable template
2. Painters tape

3. Cut out flies

4. Cardstock name tags: Quadrant I, Quadrant II, Quadrant III, Quadrant IV, X axis, Yaxis, Origin, Positive X, Positive Y, Negative X, Negative Y

5. String (for nametags)

6. Graph paper (for initial graphs)



	TEKS: (11)  Measurement and data. The student applies mathematical process standards to use coordinate geometry to identify locations on a plane. The student is expected to graph points in all four quadrants using ordered pairs of rational numbers.

	ENGAGEMENT (7 minutes)
1. Room will be set up with ten flies on the wall. Each fly will have an ordered pair on the back.
2. The teacher will make a coordinate plane on the floor using painters tape. Numbers -5 to 5 will be labeled on both the x and y axis.

3. The teacher will start the class by asking the students, “What do you think is going on in here? Should we call an exterminator?

4. The teacher will then tell the class that they are going to watch a video, “The Fly on the Celing.” She instructs the class to see if the video helps them to figure out why there is tape on the floor and flies on the wall.

5. Tell the students that the story takes place over 400 years ago in France. The main character is Rene Descartes who fell in the river and caught a cold and is now home sick in the bed. Show video (from 2:45-6:00). https://www.youtube.com/watch?v=HfecU1nqKFc 
6. After the video, tell the students that what they are about to learn about is called the Cartesian plane or coordinate plane named after Rene Descartes (have his name written on board).


	EXPLORATION (15 minutes)
1. Tell students that they are now going to be actors in the great play called, “Flies on the floor.” Ask for volunteers to play the following parts: Quadrant I, Quadrant II, Quadrant III, Quadrant IV, X axis, Yaxis, Origin, Positive X, Positive Y, Negative X, Negative Y.
2. Ask for one volunteer at a time. Tell the class that you are the director but sometimes need help. With the class’ assistance, place each actor in their correct location. Point out that the coordinate plane looks a lot like the number line.  When you are placing the quadrants, ask the students if they know any other words that start with QUAD (quadrilateral, quadruplets, quadriceps). Point out that QUAD always means four.

3. Once all the initial actors are in place, call on volunteers to take a fly down from the wall and place it in the correct location. Let them know that the first number refers to the X coordinate and the second number refers to the Y coordinate. X goes across, Y goes to the sky. You can also point out that x comes before y in the alphabet.


	EXPLANATION (10)
1. Students are now going to create a foldable. 
2. Step one is for the students to make four cuts (top, bottom, left, right). Before giving them scissors, demonstrate on a model the cuts that need to be made.
3. Then, the students will label the x axis, y axis, origin, and put a C to remind them of the order of the quadrants. Show students model from webpage.
4. The student will then label the flaps on the left and right with the signs of the x and y coordinate. Again show model.
5. Finally, the students will use the top and bottom flaps to label the 4 quadrants.


	ELABORATION (15 minutes)
1. The students will now make an initial graph.
2. The teacher will model using the letter A. She will ask students to name the ordered pair associated with each of the 5 points that make letter A. She will remind students that they need to write down instructions for when to pick up the pencil.
3. Students will then work independently on creating their own initial graph. They will draw the letter first, then write in the ordered pairs needed to create their initial.
4. They will get a teacher to check their work when they are done.


	EVALUATION
1. The students’ knowledge of the coordinate plane will be tested in this online game, Boat Coordinates: http://www.mathnook.com/math/boatcoordinates.html. This will be a whole class assessment. The object is to get the boat from start to finish without encountering land, logs or sharks. The goal is to pick up as many coins and flags along the way.
2.  For other games to practice this skill see: http://www.mathnook.com/math/skill/coordinategridgames.php
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