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INSTRUCTIONS FOR BASKETBALL MONITORS – CBR ACTIVITY


PREP STEPS

1. Press  É to turn on the calculator.


2. Connect the CBR to the Calculator if it is not already connected.
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Choose Œ

4. Select CBL/CBR  (press any key when prompted) 


5. Choose RANGER program (press Í wwhen prompted)


6. Choose APPLICATIONS
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Choose METERS (even though it should be spelled METRES)


8. Choose DIST MATCH  (press Í wwhen prompted)
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VERY IMPORTANT !!!
Before going ANY FURTHER you must record the 4 key points of this linear piecewise function.  One will be at x=0, one will be at x=10, and the other two points will be at two points in between.   Record them on a sticky note (or something) in a T-chart so that they will be easy to enter later.  You will need to estimate to the closest tenth (1 decimal place) since it is likely that some of the coordinates will not be at integral values.  (It appears that for most graphs, the other two points are at 3.3 and 6.7 – but this may not necessarily be true for all.)


10. NOW the graphing calculator and CBR are ready for the students to use.  You can set it aside (do NOT hit 2nd  OFF – that will reset the whole thing – YIKES)  - it is okay if it times out and powers off on its own.  If it does that, a simple click on the É  key will bring it back to life right where we left off.
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INSTRUCTIONS FOR BASKETBALL MONITORS – CBR ACTIVITY


ACTIVITY STEPS

11. A TEAM of students arrives at your station.  Give them this information:

The purpose of this “quarter” of the Basketball game is to match the graph using this CBR. It acts like a motion detector, and you have to match the graph that is shown on the screen.  It will take exactly 10 seconds to walk this graph.  The distance shown is the distance AWAY from the CBR.  (It stays stationary – you the students have to move back and forth in front of it.  Make sure you stay lined up directly in front of the CBR – it’s “radar” goes forward in a fairly narrow cone.

One mathlete must WALK the path, and the other three mathletes on the team are to give directions.


All four mathletes can look at the graph first – talk about how they should move to match the graph, then decide who is going to be the walker.


Marks will be assigned based on how close you get to the graph. 
The walker can try doing the graph over if the team is not happy with the results.


 A different walker can be chosen to walk the graph also – but always using the same graph.  (Note – you do risk getting a worse match than before.)
Once the team is happy with their graph match, they hand the calculator back to the monitor – and then go on their way to the next activity in the basketball activity.


 (Detailed instructions for Mathletes follow – here is an abbreviated synopsis.)  
a. Press the Í  key to start “clicking” and data collecting 


b. Check out the match – see how well you did.  

IF  happy with how close , RETURN CALCULATOR to MONITOR  
IF like to try again and get a better match, then

i. Press Í on the calculator

ii. Choose SAME MATCH
INSTRUCTIONS FOR BASKETBALL MONITORS – CBR ACTIVITY

POST STEPS
12. The graphing calculator should be handed back to you with the Distance Time graph and the mathletes matched graph attempt.

To MARK the plot that was done, do the following.


13. Hit the Í key on the calculator to get to the OPTIONS menu


14. Choose QUIT to exit the Ranger program.  
You will be told that L1 has the Time data and L2 has the Distance data.


15. Hit the [PRGM] button



16. Choose the OMOSCORE program



17. Enter the x,y values as prompted for the key points of the graph. 
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18. After the last value has been entered, the graphing calculator will redraw the graph based on the four key points just entered and do a scatter plot based on the match graph the mathletes just completed.  It will then give you a MATCH SCORE.


19. VERY IMPORTANT !!!
Record this score for the team on the sheet provided.


20. Repeat as required.

INSTRUCTIONS FOR MATHLETES – 
CBR ACTIVITY 

MATHLETE STEPS
a. If the calculator has timed out, just hit the É button once to wake it up.


b. The Distance – Time graph is displayed – Distance along the y axis (in metres) and Time (from 0 to 10 seconds) along the x axis.  Remember that the distance is YOUR distance away from the CBR unit.   


c. The “Walker” should position him/herself at the starting position in front of the CBR (how far away depends on the graph – discuss this with your team mates)


d. When ready to walk, one of the “Talkers” should count down 3 – 2 -1 – GO – and when saying GO press the Í  key, so that the Walker knows to start moving.  The CBR will start “clicking” at that point in time.


e. The “Talkers” can / should give helpful directions to the Walker so that he/she can best match the graph.


f. When the CBR stops clicking, it no longer is taking sample readings – your match is done.  DO NOT TOUCH ANY KEY ON THE CALC

g. Check out your match – see how well you did.  


IF you’re happy with how close you got, you can go onto the next activity.  GIVE THE CALCULATOR to the MONITOR at this STATION.

IF you’d like to try again and get a better match, then

i. Press Í on the calculator

ii. Choose SAME MATCH
iii. Go back to step b)

iv. Repeat as necessary


