Name __________________________________

What is the Chance?  

Tossing Tacks….

Part  1:  Place one tack in a dixie cup.  Toss the tack and record whether the point lands up or down in the chart below.  Use U for up and D for Down.

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	
	
	
	
	
	
	
	
	
	


	Part 2:  Now, put 10 tacks in your cup.  Toss the cupful of tacks and record your results:
	Tacks up (out of ten)
	Tacks down (out of ten)

	
	
	


What is Random Behavior?

Picking Beads

Part 1:  The large box of beads in the classroom contains some that are yellow.  Beads are to be selected from the box one at a time and laid on the desk in the order of selection.  Take a sample of 5 beads and record your picks below.     Use Y = yellow     N = non-yellow

	1
	2
	3
	4
	5

	
	
	
	
	


Construct a rule for predicting whether or not the next bead drawn will be yellow.  You may use the information on your first five selections, but your rule must work for any possible sample selection of beads.  Write that rule below.

Record the prediction your rule generates for whether or not the next bead will be yellow.  Then randomly select a bead.  Record your actual pick.  Continue this until you have completed this 25 times.   

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25

	Prediction
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Actual
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Calculate the percentage of correct predictions your rule generated.  __________________ %
Counting Successes:  A General Simulation Model

Picking Random Numbers

Using a random number table or a calculator to choose 60 numbers between 1 and 100 and record them in the chart below.

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	21
	22
	23
	24
	25
	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36
	37
	38
	39
	40

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	41
	42
	43
	44
	45
	46
	47
	48
	49
	50
	51
	52
	53
	54
	55
	56
	57
	58
	59
	60

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Streaky Behavior:  Runs in Binomial Trials

Flipping Coins

Without using a coin or a random table of digits or your calculator, write down a sequence of heads (H) and tails (T) that you think looks like the results that one would bet from actually flipping a coin 200 times.

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36
	37
	38
	39
	40
	41
	42
	43
	44
	45
	46
	47
	48
	49
	50

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	51
	52
	53
	54
	55
	56
	57
	58
	59
	60
	61
	62
	63
	64
	65
	66
	67
	68
	69
	70
	71
	72
	73
	74
	75

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	76
	77
	78
	79
	80
	81
	82
	83
	84
	85
	86
	87
	88
	89
	90
	91
	92
	93
	94
	95
	96
	97
	98
	99
	100

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	101
	102
	103
	104
	105
	106
	107
	108
	109
	110
	111
	112
	113
	114
	115
	116
	117
	118
	119
	120
	121
	122
	123
	124
	125

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	126
	127
	128
	129
	130
	131
	132
	133
	134
	135
	136
	137
	138
	139
	140
	141
	142
	143
	144
	145
	146
	147
	148
	149
	150

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	151
	152
	153
	154
	155
	156
	157
	158
	159
	160
	161
	162
	163
	164
	165
	166
	167
	168
	169
	170
	171
	172
	173
	174
	175

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	176
	177
	178
	179
	180
	181
	182
	183
	184
	185
	186
	187
	188
	189
	190
	191
	192
	193
	194
	195
	196
	197
	198
	199
	200

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Construct a real sequence of 200 coin tosses by using your calculator or a random number table.

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36
	37
	38
	39
	40
	41
	42
	43
	44
	45
	46
	47
	48
	49
	50

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	51
	52
	53
	54
	55
	56
	57
	58
	59
	60
	61
	62
	63
	64
	65
	66
	67
	68
	69
	70
	71
	72
	73
	74
	75

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	76
	77
	78
	79
	80
	81
	82
	83
	84
	85
	86
	87
	88
	89
	90
	91
	92
	93
	94
	95
	96
	97
	98
	99
	100

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	101
	102
	103
	104
	105
	106
	107
	108
	109
	110
	111
	112
	113
	114
	115
	116
	117
	118
	119
	120
	121
	122
	123
	124
	125

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	126
	127
	128
	129
	130
	131
	132
	133
	134
	135
	136
	137
	138
	139
	140
	141
	142
	143
	144
	145
	146
	147
	148
	149
	150

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	151
	152
	153
	154
	155
	156
	157
	158
	159
	160
	161
	162
	163
	164
	165
	166
	167
	168
	169
	170
	171
	172
	173
	174
	175

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	176
	177
	178
	179
	180
	181
	182
	183
	184
	185
	186
	187
	188
	189
	190
	191
	192
	193
	194
	195
	196
	197
	198
	199
	200

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Find your longest run of heads and lightly shade in the squares.  How long is your longest run of heads?_________

Name __________________________________
Waiting for Reggie Jackson:  The Geometric Distribution

Die Rolling

A die has six sides.  We need to simulate an event that has a probability of 1/3.  So, if you roll a 1 or a 2, it will represent a Reggie Jackson Poster winner.  If not, it is a loser.    Fill in the table with a W for winner and L for a Loser.  Roll until you get a winner.  Then you may stop.

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	21
	22
	23
	24
	25
	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36
	37
	38
	39
	40

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


In some games such as Monopoly, a player must roll doubles before continuing.  Use a pair of dice and record your results below until you get doubles.  Then you may stop.  Record your rolls as pairs (i.e.  2,3   or   4, 5    or    6,6    etc.)

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	21
	22
	23
	24
	25
	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36
	37
	38
	39
	40

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Spinning Pennies

Record your data on the Stirling recording sheet.  Get that from your teacher.

Place a penny on its edge, with Lincoln’s profile right side up and facing you, holding the penny lightly with one finger of one hand.  Flick the edge of the penny sharply with a finger of your other hand to set it spinning.  Let the penny spin freely until it falls.  If it hits something while spinning, do not count that trial. Try this a few times to practice.

Now, do this 50 times and record your results on the Stirling recording sheet.   Record the trial as a WIN if the penny lands showing “heads” and as a LOSS if it lands showing “tails”.  To record the results, put the recording paper in front of you and before you make your first trial, start at START.  If you WIN on your first trial, go to the dot on the right (and a little down).  If you lose, go left.  If you are already on the left  and you lose on the next trial, just keep going down one dot.  (Do the same if you get all the way to the right side and your next trial is a WIN, go down a dot.)  Remember to always angle down, left for a loss, right for a win.  After fifty trials you should be at the bottom and you can read instantly the number of wins and the percentage of wins.

