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A
@\\- Describe the likelihood of an outcome, using such terms as likely, !
“ unlikely, expect, probably. j
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é%' Materials: deck of cards.

oz * Work with a partner to play this game.

o Decide who will collect hearts and who will collect kings.
é » Shuftle the cards and leave them face down in a pile.

heart then you get to keep the card. Otherwise you discard it.
+ Take turns flipping over cards looking for your type of card until K
all cards have been claimed or discarded. The player who collects v
the most cards in his/her set is the winner,
« Answer the questions:
» are you more likely to draw a heart or a king.
« is it likely or unlikely that you will draw a king?
» should you expect to draw a heart every turn?

» Take turns flipping over a single card. If you are collecting hearts and you flip over a g
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With which spinner will you probably spin
a 1?7 With which spinner are you likely
to spin a 27

4 STRATEGY:
*  ANSWER:
You are likely to spin a 1 with the third

spinner. You are-likely to spin a 2 with
the second spinner, E

Guess & Chegk ‘-::55:;.

€} Have the students sort the Play the game agarn, this 0 A ; c h: 90800000
_2 cards into piles: hearts, time drawing for ‘red’ : :
-4&-; kings, king of hearts, cards and ‘black” cards. ; :
-3 netther-hearts nor Kings. o °

€2, Which pile is biggest? =] How do the results of this || $ Wnat do the”wo rds -
% smallest? ‘J\‘ game compare 10 game ° pI‘Obably and .

o, ;§ described above? Which ° . ||ke|y” mean? o

How does this help .{  gamé could be described as || 9 o
explain what you are fair? How do you know? ® °
. o o
A\ likely to draw? j ° ®
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Q‘? Materials: blank spinner mat, overhead spinner. A R
& .
oz - Create a spinner like the one shown.
« Play this game with a friend.
« On a turn: « predict where the spinner will land when twirled.
« twirl the spinner.
, « if your prediction is correct, score that number of points.
u
&

« Adaptation: change the game so that if you predict incorrectly, your opponent scores %

« First player to collect 8 or more points is the winner.
% the number of points indicated by the spinner.
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" 2 with a 6-sided die or with
4-sided die?

Are you more likely to roll a %&@
a AR

ST II ATEGY: jﬁcr it Out

ANSWER:

You are more likely to roll & 2 with a
4-sided die.

Py ' M )
Change the spinner to be like Using the spinner in the g
g the one-shown below and repecat & b P . .°° W’MM COMAM: 00009800,
e the game. game above, predict how 4 °
~— any | il spin 1 * . .. O
o many Isyou willspnin | 8 5, the spinner used in o
20 spins. Check and see! o h ®
‘45_' o the game above, pd
< _ . _ , % describe which number @
: Create a spinner that will ° . . °
= sive you about five 4s if . will be spun ‘most o
«© SvE yOu 4000t 1 s often’ and ‘least often.”
vou twirl it 20 times. ° How do vou know? ®
Check your prediction! ® y ) :
©
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