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Topic(s): Coordinate Plane Bingo 
 
Chapter/Section: Chapter 1.4
Curriculum Standards:A1.16
Materials:  Coordinate Plane Bingo Cards



  Markers (coins, macaroni, etc)

                    Number Generators (number cube, spinner, etc)

Procedures: 
1. The teacher calls out the first number from the chosen number generator.  Students decide whether to make the number positive or negative and whether to make it the x or y coordinate. 

2. The teacher then calls out the second number, and the student decide whether to make the number positive or negative. This number becomes the other coordinate.   The student place a marker on the point in the coordinate plane represented by this ordered pair.

3.  Students play until someone gets three to five markers in a row vertically, horizontally, or diagonally.


