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	Badge 101: Linear Equations: Concepts and Skills

Driving question: How can you use linear equations to determine whether a subscription service is worth the cost and guide others in making informed choices?


	1 day = 45 minutes
	
	
	

	Component
	Days
	The Math
	Teacher Facing
	Student Facing

	Hook Lesson
	1
	The hook lesson is an easy, engaging entry to the module. The purpose is to spark curiosity and foreground mathematics, vocabulary and the project rather than cover or master concepts. 

The key mathematics in the hook lesson is: Write and use linear equations and their multiple representations to solve a real-world problem. 
	Mod 2 Teacher Hook Lesson


	Mod 2 Student Hook Lesson



	Project
	11
	The project will drive the  mathematics within the module, which will be needed to create the product for an audience. The essence of project work will be the student’s accountability for delivering the product rather than being supervised through a string of activities. They will work in an Agile project-management mode.  (See Student Guide to Agile Project Management - Productive Collaboration)

The key mathematics in the project is
· Reason about, analyze, and solve one-variable and two-variable linear equations and inequalities, including simultaneous equations.
· Represent and solve linear equations and inequalities graphically.
· Use linear expressions, equations, and inequalities to solve real-life and mathematical problems.
· Construct, analyze, and interpret linear functions using different representations.
· Engage in mathematical modeling with linear functions, identifying key quantities and interpreting expressions in context.
· Reason with units, equations, tables, and graphs to understand proportional relationships and solve problems.
	
· Mod 2 Project Overview
· Mod 2 Student Project Prototypes
· Student Guide to Agile Project Management
· Activity - The Agile Project Kickoff
· Activity - The Agile Stand-Up
· Activity - The Agile Retro
· Activity - Collect and Reflect
· Activity - My Portfolio


	Evidence of Learning (EoL) Activities  
	5
	Evidence of Learning (EoL) days occur once per week (at the end of the sprint), typically on a Friday for a class that meets five times per week. There are two components to EoL days:
· Sprint Retrospective (15-30 mins)
· Individual Reflection & Self-Assessment for Badge Indicators (20-35 mins)
	Mod 2 Badge 101 CPEs and Indicators
	Mod 2 Evidence of Learning Student

	Now Activities
	1
	The NOW teaches pieces of mathematics that students need to do the project, in a “just-in-time” manner.
· Write linear equations.
· Determine solutions of linear equations.
· Solve one-variable inequalities
	· Mod 2 NOW 1 - Multiple Representations: Scenarios & Equations
· Mod 2 NOW 2 -Writing Equations for Scenarios
· Mod 2 NOW 3 -Make Your Case: Is it a Solution?
· Mod 2 NOW 4 -Tool Time: Solving One-Variable Inequalities

	Interruptor Activities
	3
	 The interrupter activity teaches a mathematically coherent chunk of content that needs to be covered. It is scheduled to interrupt work on the project.
· Solve linear equations.
	· Mod 2 Interrupter 1 -Tool Time: Solving Linear Equations
· Mod 2  Interrupter 2-Discovery in Mistakes: Multi-Step Equations
· Mod 2 Interrupter 3 - Solve and Sort: Linear Equations

	END Activities
	3
	The END activity extends the mathematics of the project through transfer to new contexts, generalization and coherent development of the mathematical concept including abstraction.

· Solve systems of two linear equations. 
· Graph linear inequalities in two variables. 
	· Mod 2 END 1 -Alternative Methods: Systems of Equations
· Mod 2 END 2 -Make Your Case: Systems of Equations
· Mod 2 END 3 -Discovery in Mistakes: Systems of Equations 
· Mod 2 END 4 -Solutions to Systems of Linear Equations
· Mod 2 END 5 -Investigating Linear Inequalities 
· Mod 2 END 6 -Tool Time: Graph a Two-Variable Linear Inequality

	5-MINUTE MATH Activities
	
	5-minute maths are to review and practice math concepts in a way that will promote fluency. They can be used as 'do-nows' or 'exit tickets' or for a quick, short activity. They follow a limited number of repeated routines so little time is wasted with directions and set up. They truly are only 5 minutes. 

· There are 24 Five-Minute Maths for fluency on various topics. 

	· (Folder of 24 activities) 5-Minute Math Activities

	Performance Task
	
	There is no performance task for this module. 
	N/A
	N/A

	Total Days
	24
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