Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is ONE CENT.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.










Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is ONE CENT.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.

Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is TWO CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.










Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is TWO CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.


Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is THREE CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.










Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is THREE CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.


Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is FOUR CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.










Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is FOUR CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.


Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is FIVE CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.










Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is FIVE CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.


Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is SIX CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.










Roller’s Gamble

You will work in pairs.
Each pair will be given a die.  The cost per roll for your game is SIX CENTS.
Each student should have fifty pennies.

One student begins as “the roller”, the other will “run the game”.

Procedure:

· The “roller” must pay the price of a roll, and then roll the die.
· The person “running the game” pays the “roller” one cent for each dot showing on the die.
· Do this for 25 rolls, or until you run out of money.
· Determine the “rollers” gain/loss.


Swap roles and repeat the game.

