Reflection in the axes and lines of symmetry

REFLECT A GAME TOKEN IN THE Y-AXIS
Start with the point (3, 2) on the right of the y-axis.
The y-axis is the mirror line so the x-number changes sign.
The image point is at (-3, 2).

WARM-UP
Plot the reflections on the grid.
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1. Plot the point (1, 2) and its reflection in the y-axis

2. Plot the point (3, 4) and its reflection in the x-axis
3. Plot the point (2, 5) and its reflection in the y-axis

PRACTICE

© 1navideo game a player token at ( 1, 2 ) must reflect across the y-axis mirror to reach the left
side.
| Reflect (1, 2) in the y-axis.

@ Aboard game piece at ( 6 , 7 ) flips over the y-axis to show its image position.
| Reflect (6, 7) in the y-axis.

(3) During play a puzzle shape at ( 8 , 9 ) reflects in the x-axis mirror line.
| Reflect (8, 9) in the x-axis.

O A game character at ( 7, 8 ) is flipped across the x-axis
to find the image.

© Inthearcadeadotat (1, 2 )reflects first in the x-axis then the y-axis.
| Reflect (1, 2) in the x-axis then the y-axis.

0 ALWAYS, SOMETIMES, NEVER

Always, sometimes or never true? Write A, S or N.

a. Reflecting in the y-axis changes the sign of c. Reflecting (4, 3) in the x-axis gives (-4, 3).
the x-coordinate only.

b. A reflected shape is the same size as the d. The image after reflection in either axis faces
original. C] the opposite way.
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