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Lesson Summary: In this activity students will play “Deal or No Deal” and determine probabilities to help them make choices. Students will learn to use probability to try and make as much money as they can. At each point they will determine what the probability is of winning $1,000,000, and then find the median and the mean.


Subject: 

Math: Data Analysis and Probability 
Grade Level: 

· Target Grade: 8  

· Upper Bound: 8

· Lower Bound: 6

Time Required: One class period.

Materials:

· 25 “checks” with amounts ranging from $0.01 to $1,000,000
· 25 envelopes to hold each of the checks
· Deal or No Deal Worksheet
· Probabilities Spreadsheet
Lesson Plan: 
· The rules to the game are listed below in the Background & Concepts for Teachers section.
· To play the game, select one student to be the contestant and pass out the Deal or No Deal Worksheet to all the students.
· As the game is being played, students should complete the worksheet and calculate the probability of getting the top prize, as well as the average and the median.

· Have the students who are not playing be the “bankers” and offer the contestant their envelope.
Background & Concepts for Teachers:
· Game Rules

· Deal or No Deal is played by having a set number of checks with amounts ranging between $0.01 and $1,000,000.

· Each of these checks is put inside a separate envelope where it cannot be seen.
· The contestant chooses one of the envelopes but does not open it, so they don’t know what monetary amount is inside.
· Each round consists of the contestant selecting 5 envelopes (other than they one they are holding) to be revealed. When choosing the 5 envelopes, the contestant is made aware of the check amounts in each of these envelopes.
· After the amounts are revealed, the contestant is made an offer from the “banker.” This offer is usually around the mean of the envelopes that have been selected.
· For example, the contestant could randomly select 5 envelopes with amounts of $0.10, $10, $100, $5,000, and $10,000.  The mean of these envelope amounts is $3,022.22.  It is the contestant’s choice whether they want to accept this offer or continue to the next round with hopes of getting a higher offer.  If the contestant continues to the next round, all 5 envelopes that the contestant originally selected are removed from the game.
· At any time, if the offer is accepted, the game is over and the contestant receives that amount.

· The game continues through these rounds until 2 envelopes are left. They can either choose to keep what’s in their envelope or trade for the remaining envelope. 

· The Probabilities Spreadsheet is provided and can be used to enter money amounts and calculate the probability and statistical data based on what amounts are left.

Vocabulary / Definitions: 

· Mean: the average value
· Median: the value for which half of the values are above and half of the values are above
· Mode: the most common value
TEKS:

8.11 (B) Use probabilities and experimental results to predict and make decisions

8.11 (C) Use different models to simulate an event

8.13 (B) Recognize misuses of information and evaluate predictions

8.14 (A) Identify/apply mathematics to everyday experiences
7.2 (F) Use appropriate operations to solve problems

7.12 (A) Describe a set of data using mean, median, mode, and range

7.13 (A) Identify and apply mathematics to everyday experiences

6.9 (B) Find the probability of a simple event and its complement

6.10 (B) Describe data using median, mode, and range

6.11 (A) Identify and apply mathematics to everyday experiences
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