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Interpret intercepts and symmetry of graphs of functions.

Interpret positive/negative, increasing/decreasing, and end
behavior.

Interpret vertices.



“ 'Real-World Example 1

PHYSICS The graph shows the height y of an
object as a function of time x. Identify the
function as linear or nonlinear. Then estimate
and interpret the intercepts.
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1. The graph shows the temperature y of a medical Controlled Thaw
sample th a controlled rate. Identify the of Sample
function GsJinegrér nonlinear. Then estimate and

intezret the intercepts. O'C w ]hw N 28
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“ Real-World Example 2

PHYSICS An object is launched. The graph shows
the height y of the object as a function of time x.
Describe and interpret any symmetry.
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‘Keyconoepus Positive, Negative, Increasing, Decreasing, Extrema, and End Behavior

A function is positive where its graph lies above A function is increasing where the graph goes up
the x-axis, and negative where its graph lies anddecreaslmwhereﬂ\egmphgo&sdownwhm
below the x-axis.




The points shown are the locations of relatively  End behavior describes the values of a function at
high or low function values called extrema. Point  the positive and negative extremes in its domain.
Ais a relative minimum, since no other nearby

points have a lesser y-coordinate. Point Bis a ooyl
relative maximum, since no other nearby points x decreases, y increases.
have a greater y-coordinate. o)
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graph goes down. As

As you move right, the
x increases, y decreases.




Real-World Example 3

VIDEO GAMES U.S. retail sales of video
games from 2000 to 2009 can be
modeled by the function graphed

at the right. Estimate and interpret
where the function is positive,
negative, increasing, and decreasing,
the x-coordinates of any relative
extrema, and the end behavior of

the graph.
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