Planning Guide: Probability

Strategies for Reinforcing and Extending Learning
Consider strategies, such as the following.

· Provide tips for parents on working with probability at home or in the community. 

· Roll two dice. If the sum of the two numbers is 5, your child gets a double treat; e.g., allowance or free-reading time. If the sum of the two numbers is 10, he or she gets half the intended treat. Have the child decide if this would be fair and explain why or why not.

· Play games with two dice, two spinners with numbers or one die and one spinner. Have the child create rules to determine a winner; e.g., add the two numbers and the winner has an even sum. Encourage the child to explain why these rules would be fair or unfair.  

· When playing games, such as Sorry! or Frustration!, have the child explain the likelihood of getting two 1s in a row.  

· Encourage the child to create probability games and explain whether or not they are fair.

· At the Carnival

At a carnival, you will receive a prize if you toss two dice and the sum is a prime number. Which of the following options provides the greatest likelihood of winning a prize? Explain your thinking.

· tossing two six-sided dice

· tossing one six-sided die and one four-sided die

· Most Likely Sum

Find the most likely sum when you toss two four-sided dice with numbers on each face as follows.

· Die A: 2, 4, 6, 8

· Die B: 1, 3, 5, 7

Explain your thinking.

· Unequally Likely Sectors of a Spinner

The sectors of a spinner are divided as follows:

· Sector A is 60o
· Sector B is 120o
· Sector C is 180o
a) What is the probability of the spinner stopping on Sector A after one spin? Explain.

b) What is the probability of the spinner stopping on Sector B on two consecutive spins? Use a tree diagram or a table to explain.

c) If Sector A has a value of 1, Sector B has a value of 2 and Sector C has a value of 3, what is the most likely sum of the two numbers on two consecutive spins of the spinner? Explain.

· Two-dice Sum Game

This game is played with partners. Each player has 11 counters and a pair of dice. Each player draws a number line from 2 to 12 and places his or her counters on the number line in any arrangement. There may be more than one counter placed on some numbers and no counters on other numbers. Players take turns rolling the dice. On each roll, each player removes one counter that is on the number that matches the sum on the dice. The winner is the first player to remove all 11 counters. The players should decide on the best winning arrangement of counters on the number line and explain their thinking.

Example:



	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12


From About Teaching Mathematics: A K–8 Resource, 2nd Edition by Marilyn Burns. Page 73. Copyright (2000 by Math Solutions Publications. Reproduced by permission. All rights reserved.
· Two-coloured Counters 

Place 20 two-coloured counters (red and white) in a bag. Predict how many of each colour will appear if the bag is shaken and the counters are emptied onto a flat surface. Explain your thinking. Empty the counters to check your prediction. Try it again with more counters. Will your prediction change? Why or why not?

From About Teaching Mathematics: A K–8 Resource, 2nd Edition by Marilyn Burns. Page 69. Copyright (2000 by Math Solutions Publications. Reproduced by permission. All rights reserved.
· Three-dice Problem

Lucky Lucy has three dice:


The blue die has 2, 2, 4, 4, 9, 9 on its faces.


The red die has 3, 3, 5, 5, 7, 7 on its faces.


The green die has 1, 1, 6, 6, 8, 8 on its faces.

Lucky Lucy is confident that if her opponent chooses one die first, she can select a die that would give her a better chance of beating her opponent. Explain which die Lucky Lucy would choose for each of the following:

a) opponent chooses the blue die

b) opponent chooses the red die

c) opponent chooses the green die.

Explain your thinking.

· Is This Game Fair?

Roll two standard fair dice. If the sum of the two numbers is a prime number, you score a point. If the sum of the two numbers is not a prime number, your partner scores a point. Is this a fair game? Explain. Play the game with at least 30 trials to test your prediction.

· Create a Game

Design games using coins, dice or spinners with two independent events in which the likelihood of you winning is:

a) 50%

b) 75%.

Page 2 of 3
Online Guide to Implementation

© 2007 Alberta Education (www.learnalberta.ca)

