	MATH / ART FUSION (TMP) INTEGRATION PROJECT
(Probability)

Unit 3: Gaming Probability


	Objectives:   Students will
1. Understand experimental probability vs. theoretical probability.
2. Learn what is meant by replacement and without replacement.

3. Learn what mutually exclusive events are.

4. Learn what independent and dependent events are.

5. Learn how probabilities are expressed.

6. Learn how a position is defended or refuted by using mathematical data.


	Duration: 60 - 90 Minutes
This unit may need to be supplemented with materials from your district if students are struggling to grasp materials. 

Extra Activities may be included. 

	Materials:

- Copies of Classroom Activity Sheet
- Computers with Internet access (optional but very helpful)

- Copies of Self Practice Sheet
- Copies of Extension Worksheet

- Decks of Playing Cards

- 6-sided dice



	General Description:  The final unit before the project is designed to give students a different view on Game Design and how probability can prove or disprove the fairness of their game. Students should also begin organizing themselves into groups that they are comfortable working with and are able to complete the final project with.


	Procedures:

1. By this time students should be becoming more comfortable working in groups. Begin the lesson by asking the student about their prior knowledge in regards to experimental vs. theoretical probability. How are these ideas related to game design and what we will be designing in the next section? 
3. Distribute the Classroom Activity Sheet and have students work together to find answers. This should be done in groups of 3-4. For the dice activity, have the students further breakup into groups of two to roll the number cubes 50 times. Have them chart the combinations that occur. Then combine the data from all of the other groups into one chart on the board or overhead. Discuss the combinations and how often each combination occurred. Then discuss the probability that each one could occur if we made one more roll of the number cubes.
4. After students have completed the Classroom Activity Sheet, go over their responses. Then assign the Self Practice Sheet. 

5. Vocabulary Cards may be used for this exercise.








