Cassandra Ingels

Math 304

Project 2 Lesson 2
Probability using Deal or No Deal
· Objective:  Students will learn different ways to express probability numerically: as a ratio, a decimal, and a percentage. They will also determine the probability of an event multiple times. 
· Overview: Students will calculate the probability of remaining suitcases having a higher value of the bank offer after each round and determmining to take the bank offer or play another round. The object of the activity is to use probability and reasoing to decide if taking the banker's offer or playing another round is a better chance for winning the most amount of money possible. 
· Common Core Standards: One standard that aligns with this lesson is 7.SP.C.5 which states that students should understand that the probability of
 a chance event  is a number between 0 and 1 that expresses the likelihood of the
 event occurring. Another common core standard that aligns with this lesson is 7.SP.C.6 which states that students must approximate the probability of
 a chance event by collecting data on the chance
process that produces
it and observing its long-run relative  frequency, and predict
the approximate relative frequency given the
 probability.
· Mathematical Practices: Investigate chance processes and develop, use, and evaluate probability models.
· Grade Levels: 6-8
· Background Knowledge: Students will need to be able to reduce fractions also convert fractions to decimals. They must also convert fractions or decimals into a percentage. 
· Source: DeRosa, T. (2008, February 9). Lesson Idea: Probability using Deal or No Deal. . Retrieved May 1, 2014, from http://www.teachforever.com/2008/02/lesson-idea-probability-using-deal-or.htm 
· Time: 40-50 minutes
· Materials Needed: See attached sheet.
· Type of Activity: This lesson contains a teacher demonstration, cooperative learning, interactive participation, and guided discussion.
· Why I Selected Activity: I selected this activity because I think students will enjoy it and it allows a  lot of practice for computing the probability of an event. This could also be a great review activity of probability before diving into deeper information. 
· Extension: One extesnsion activity would be for students to create their own probability game, or adapt an existing game to include probability calculations. This would encourage higher order thinking and make it more memorable for the long term, as well as provide a game they could later play for review. 
· Strengths:  This acitvity is a great stem activity that several topics can branch off of such as compound probability and and measures of central tendency.  For example instead of finding the probability of remaining suitcases having a higher value of the bank offer, students could determine where the offer compared to the median of remaining briefcase. This is also an activity that students will be engaged in. They will see this learning activity as more of a game than a practice of computing probability.
· Weaknesses: This activity takes quite a long time to go through an entire round. I would consider shortening the game so that other istructional methods can be included. After a while, the process of calculating the probability of  of remaining suitcases having a higher value of the bank offer may seem repetitive for students and they may lose interest. Also, this is an activity that the class plays as a whole, I would like to change it up so that students can play in groups and therefore students get more turns within their group. 
· Procedures: See attached sheet.
Additional Instructions: 
· There are nine rounds: in the opening round the player selects one breifcase to hold and opens five boxes, then three in each subsequent round until round 8 where studnts will select only 1 breifcase. Finally, in the nineth round, students will decide to take the bank offer or open their breifcase. 
· Cross off each value that an opened box contains.
