P3.1

Roll and Go

Roll and Go - Students flip a coin. If it lands on heads students will
create an increasing pattern. If it lands on rails, it means they create

a decreasing partern. Depending on the resulr, students choose an
appropriate starting number. Each player then rolls the number cube.
This i1s the number added or subtracted each time. Ask them to write
the next 5 numbers in the pattern. Once it is created, students trade

patterns with a partner and find their partner’s pattern rule.
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