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GRAPHING BATTLESHIP DIRECTIONS

Learning Outcomes:
e The student will demonstrate an ability to graph ordered pairs.

e The student will demonstrate both visual and verbal recognition of ordered pairs.

Materials:
e Graphing Battleship Activity page (1 per student)
e Manilla file folders (1 per student)
e Battleship Instructions
e 2 colored pencils per student (to keep track of hits and misses)
e Pen and highlighter

linstructions for playing:

1. After setting the boards up, using a pen mark the locations of your ships on the coordinate
plane on the bottom part of the folder and highlight them. Remember not to show the other
student what your board looks like. Ships can be diagonal, vertical, or horizontal.

2. Decide who will go first (youngest student), begin guessing where the other student has
placed their points. This is done by calling out a single ordered pair.

3. The opponent calls out “hit” or “miss.”

4. If a player gets a hit, they put an X on the coordinate that was specified on their top graph.
The opponent puts an X on their bottom graph. If the student missed, they put a dot on the
specified coordinate on their top graph. The opposing student does not do anything if a
miss occurred. Use one colored pencil for hits and the other for misses.

5. If a player has hit the last dot on the ship, the opponent should call out “You sunk my ship!”
The first player to sink all of the opponent’s ships wins the game.
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GRAPHING BATTLESHIP

SHIPS: 1. Battleship (5 points)
2. Destroyer (4 points)

3. Submarine (3 points)
4. Patrol Boat (2 points)
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THANK YOU FOR DOWNLOADING
THIS PRODUCT!

If you like what you see, please leave feedback! Follow me to receive
updates on new products. All new products are 50% off for the first 48
hours after posting!

Please visit me at:
www.teacherspayteachers.com/Store/123- Teach-Brittany-Kiser

With questions or concerns, feel free to contact me at:
123teach. TPT@gmail.com
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