INTRODUCTION to CABRI JR

Goto the 
The menu keys are the top row of keys (an arrow on a menu item indicates use the right arrow to open a submenu):
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PLACE TWO POINTS ON THE SCREEN.
Anchor a line through those points.

Using the Line command cursor to one of the points (the point will appear to be ‘agitated’ or to ‘dance’ when the cursor ‘locks onto’ the point) and [image: image1.png]


     .  The existing point becomes one of the control points of the line.  Move the cursor to the other point and again [image: image2.png]


.  This is the second control point for the line.

USING Alph-Num to NAME THE POINTS, A AND B.  

CAUTIONARY NOTE:  Common mistakes when using the Alph-Num command are:

1.  Use the [image: image3.png]


 when attempting to end the label, this will remove the label just completed – not      to worry. You can always redo that bit of work.

2. Use the [image: image4.png]
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 when attempting to (QUIT) the label.  This will (QUIT) Cabri Jr. 

Use the Alph-Num command.  Move the cursor near a point (the point is selected when it becomes agitated) [image: image6.png]


 the cursor will change to a small vertical segment (you are now ready to label the object).  Type the letter ‘A’, [image: image7.png]


 .  The cursor reverts to the earlier ‘open-end wrench’ or ‘doggie 

bone,’ shape. The first [image: image8.png]


 lets the calculator know you were ready to begin a label and the second [image: image9.png]


 signaled the end of the label.  

Label the other point ‘B’, [image: image10.png]


 then [image: image11.png]


  to exit Alpha-Num.  

Return to the Alph-Num command.  You may wonder, why ‘Alph-Num’?  Touch the [image: image12.png]


 key and note the screen change in the upper left.  
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The [image: image15.png]


  key allows us to toggle between the ALPHA and NUMERIC labeling modes.

OVERLAY SEGMENT ‘AB’ ON LINE ‘AB’.
Be careful to overlay the segment onto the points A and B.  If the points are not ‘agitated’ the cursor is only close.  If the line is ‘agitated’, a segment will begin at some point on line ‘AB’ and not at one of the control points A or B.  Try not to clutter the screen with additional points.

HIDE LINE ‘AB’

Use the Hide/Show command.  Note the right arrow indicates the option: 
Object.











Axes

Hide the ‘Object’.  

Move the cursor to the segment portion of line ‘AB’ either the segment or the line will become agitated.  Wait a few seconds and the other will become agitated.  The agitation will continue to toggle between the two objects until one is selected by [image: image16.png]


.  If the line was captured, it became dotted and will be hidden when the cursor is moved away from the line.  Move the cursor away from the segment to cross the path of the line but not the segment.  The line will be visible in the dotted state indicating a hidden object.  As the cursor moves away from the line, it will again be hidden.  If [image: image17.png]


 is pressed while the dotted line is visible, the line will be unhidden.  

GRAB AND DRAG
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 to exit the Hide/Show menu.  The icon in the upper left should vanish.  Move the cursor to an endpoint.  When the point becomes agitated (do not hold the key), [image: image19.png]


 will lock onto the point. Use the mouse pad to move the point.  To release the point, [image: image20.png]


 . 

If point A or point B was agitated (determined by proximity) when the original labels were attached the label will move with the point.  Try dragging both point A and point B.  If either label does not move with the point, find the (Clear) command under the F5 menu.  Use this command to delete the original (Object). Label and re-label the point (a little closer) in order to make the label travel with the point.  

OPEN A NEW SKETCH

F1 is generally the file management menu.  Open a new sketch.  If a sketch is open you will see the prompt ,[image: image21.png]Tave chandert




.  Do you want to save changes.  The left and right arrows on the mouse pad will allow you to toggle between OK and No.  Save only if there is something special about your sketch.  You should now have a blank screen.

BUILD A TRIANGLE AND QUADRILATERAL (label if you wish, it is a good practice)

Due to limitations of the Cabri Jr platform on the calculator, the only polygons available are the triangle and quadrilateral unless built using segments or composite polygons.  Use the triangle and quadrilateral commands to build a triangle and a quadrilateral.  REMEMBER [image: image22.png]


 will exit the command; watch the icon in the upper left to clue the command in use.  

What happened when the third vertex was entered while using the triangle command or the fourth vertex was entered while using the quadrilateral command?

EXPERIMENT: 

Grab and Drag various parts of the triangle and quadrilateral.  

1. What happens when you grab a vertex?  Describe everything that changes.

2. Grab a side?  Describe what changes when you grab a side?

3. Grab the entire polygon and drag it so that position is the only change (the size and shape do not change).  What did you do to grab the entire polygon (a translation occurred – the polygon was only repositioned)?

4. Describe how you knew whether you would grab a side of the polygon or the entire polygon?  L ‘luck of the draw’ or is there a ‘method to your madness’?

BUILD A CIRCLE (label the circle)

Build a circle.  One mistake and the circle will vanish.  

EXPERIMENT:  Describe the potential mistake (even if you did not make it) that would cause the triangle to vanish.  Try to make the mistake using another circle if you did not initially lose the triangle.

Explain how to exit the circle command?

Grab and Drag various parts of the circle.

1. Describe at least two different ways to change the size of the circle.

      2.  Describe how to change only the location of the circle. 
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