Activity: The Function Machine
A function machine takes an input number x, performs some operations on that number and produces a new output number y. Below are some function machines, showing the input x, and the output y. Can you figure out what the machine did to the input?[image: ] 

In problems 9 and 10 
a. Create your own function machine by starting with a rule. 
b. Give at least three inputs and the corresponding outputs. 
c. What does the graph of your rule look like?
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To check your work on your calculator:
	1. Press ! and clear out any equations by pressing C and turn off any plots by highlighting them and pressing e.
	[image: ]


	[bookmark: _GoBack]2. In Y1= enter the rule x+2.
	[image: ]


	3. To view the table of inputs and outputs press `ê
	[image: ]


	4. Use the arrow keys to scroll the x values and verify the y values.
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	5. To see a graph of the function rule first set up the viewing window by pressing @ and entering the numbers as in the diagram. This sets up the “graph paper”.
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	6. To view the graph press %
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	7. Pressing $ and the arrow right and left will give you other inputs and outputs that satisfy the rule.
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	8. To test other rules press !. You can then C   out the current rule, and enter the rules one at a time or all at once in Y1 to Y8. You can then press `ê   to see the TABLE(S) or % to view the GRAPH(S). 
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