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Leprechaun Luck
Probability 6ame

\ by Laura Candler

Leprechaun Luck is an exciting, fast-paced partner game that
will spark rich math discussions while deepening your students’
understanding of luck and probability. Players begin by placing
12 game markers on any of the 12 spaces on their own game
boards. They take turns rolling two dice and removing any
game markers from the square displaying the sum of the dice.
The winner is the first player to remove all 12 markers.

The outcome might seem to be based purely on luck, but savvy
players quickly learn to apply the laws of probability in order to
increase their chances of winning! Play the game a few times
yourself before introducing it to your students. You'll gain some
valuable insights that will help you teach it to your students.

Advanced Preparation

This freebie includes color and B&W versions of the game
board, game markers, and directions. Before you begin, gather
the following for each pair of students: 2 dice, 2 game boards,
and 24 game markers. If you don’t want to print the game
markers, you can give each student 12 small objects such as
pennies, paper clips, or dried beans. To make the game even
more fun, use the colorful charms from Lucky Charms cereal!

How to Introduce Leprechaun Luck
Introduce Leprechaun Luck to your students as a fun partner game,
but don’t mention probability just yet. Assign partners, distribute
the materials, and display the game directions. Read the first two

Leprechaun g 73k
steps aloud and make sure everyone understands how to place the L:g{ceaa:ne § 3

12 game markers on their own game boards. They may place one
marker on each square, all of them on one square, or in any other
combination. Point out that after play begins, they may not move
their markers to another location.

Next, read the rest of the directions aloud and guide your students
through the first round of play. Encourage them to discuss their
strategies with their partners, and if time allows, let them switch
partners and play against other classmates.
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Exploring Luck and Probability

After your students play a few games, they’ll begin to develop strategies for
improving their chances of winning. When you see this happening, encourage
discussion about why some numbers seem to be “luckier” than others. As you
discuss these concepts, introduce probability terms such as possible, impossible,
chance, most likely, equally likely, and unlikely. How deep you dig into the
topic of probability will depend on your students and the time available.

The first thing most students notice is that placing one marker on every number is not an
effective strategy. There’s no way to get a sum of 1 by adding the numbers on 2 dice, so
if you place a marker on each spot, you’re destined to lose! In probability terms, placing
1 marker on each square makes it impossible to win the game.

When your students begin to notice that the same sums are repeatedly rolled, ask them \
which sums seem to appear most often. If your students have played several games and

they don’t notice that some numbers seem luckier than others ask, “Are all sums equally

likely when rolling two dice? If not, which ones are more likely to appear?”

Eventually your students will notice that numbers in the Dice Combinations*
middle of the game board seem to be “luckier.” At this 1

. X none
point, stop the game for a few minutes and challenge ‘
your students to figure out why some sums are rolled 2 1+1
more frequently. 3 1+2
One way to do this is to make a chart listing the sums in 4 1+5,2+2
one column and all possible dice combinations in the > 1+4,2+3 \
other column. From the chart, it’s easy to see why the 6 1+5,2+4,3+3
chances of rolling a sum of 6, 7, or 8 are gf‘eatelj thf\n the 7 146,245 3+4
other numbers, making the numbers seem “luckier.

8 2+6,4+4,3+5

To wrap up the probability lesson, provide time to play a 9 3+46,4+5
few more rounds of the game. Ask your students to use 10 |s+54+6
what they learned to develop new strategies for winning. :
You might even want to send home copies of the game 11 5+6
materials and ask students to play against family members. 12 6+6

Activities "

from Teaching Resources

This Leprechaun Luck Probability Game freebie is one of the

many activities in my March Activities pack. It’s as a sample of Created by

Laura Candler

the lessons you can find in that resource, as well as in all seven of
my Seasonal Activity packs. To preview the March Mini Pack,
click on the cover on the right or on this link to find it on TpT.
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https://www.teacherspayteachers.com/Product/March-Activities-and-Printables-for-St-Patricks-Day-Pi-Day-and-Spring-120520?utm_source=Leprechaun%20Luck%20Freebie%20%7C%20Feb%2022%202019&utm_campaign=March%20Mini%20Pack
https://www.teacherspayteachers.com/Product/March-Activities-and-Printables-for-St-Patricks-Day-Pi-Day-and-Spring-120520?utm_source=Leprechaun%20Luck%20Freebie%20%7C%20Feb%2022%202019&utm_campaign=March%20Mini%20Pack
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Luck Game &2

Luck Game

Materials for 2 Players

. 2 dice

« 2 Leprechaun Luck Gome Boards
« 24 gome markers (12 per player)

Object of the Game
To be the first to remove all of your markers from your gome board.

Directions

1. Each player needs one gome board and 12 gome markers.

2. Place your 12 markers on any square or combination of squares on
your own game board. You may put 1 marker on each square, all
markers on the saome square, 2 markers on 6 squares, etc. After play
begins, you may not move them to another location.

. Roll one die to see who goes first. High roller becomes Player #1.

. Player #1 rolls both dice and states the sum of the dice. He or she
removes all gome markers from that square on his or her own board.
(Example: Player #1 rolls a 3 and a 4 and states that the sum is 7. He
or she removes all game markers, if any, from square number 7.) If
that square is empty, Player #1 loses a turn.

. Next, Player #2 rolls both dice, finds the sum, and removes all game
markers from that square on his or her own game board. If that
space is empty, Player #2 loses a turn.

. Keep taking turns until one player wins by clearing all of the game
markers from his or her own game board.

. Play the game several more times. The loser of each gome becomes
Player #1 in the next game. Before starting each game, players place all
12 markers back on their game boards on any combination of squares.

. As you play each game, discuss your strategies with your partner. Did
your strategies change after the first game? How and why?

. If time allows, switch partners and play Leprechoun Luck against
someone else. Do your strategies work against your new partner?
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[] I}D Leprechaun
Luek € = "
Leprechaun .
E@{:@W@@ @@]m 1 I.ul::k Gameﬁ%:
Oooo 1 2 3
Luck Came @ |-
4 | 5|6
\ Materials for 2 Players
o 2 dice 7 8 9
o 2 Leprechaun Luck Gaome Boards
« 24 game markers (12 per player) 10 | 11 | 12 \

Object of the Game
To be the first fo remove all of your markers from your gome board.

Directions

1. Each player needs one gome board and 12 game markers.

2. Place your 12 markers on any square or combination of squares on ’
your own game board. You may put 1 marker on each square, all
markers on the same square, 2 markers on 6 squares, etc. After play
begins, you may not move them to another location.

Roll one die to see who goes first. High roller becomes Player #1.
/ 4. Player #1 rolls both dice and stotes the sum of the dice. He or she \

w

removes all gome markers from that square on his or her own board.
(Example: Player #1 rolls a 3 and a 4 and states that the sum is 7. He
or she removes all game markers, if any, from square number 7.) If
thot square is empty, Player #1 loses a turn.

\ 5. Next, Player #2 rolls both dice, finds the sum, and removes all gome

markers from that square on his or her own game board. If that
space is empty, Player #2 loses a turn.

6. Keep taking turns until one ployer wins by clearing all of the game
markers from his or her own gome board.

7. Play the game several more times. The loser of each gome becomes
Player #1 in the next game. Before starting each game, players place all
12 markers back on their game boards on any combination of squares.

8. As you play each game, discuss your strategies with your partner. Did
your strategies change after the first gome? How and why?

Q. If time allows, switch partners and play Leprechoun Luck against
someone else. Do your strategies work against your new partner?
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Pirate’s Luck Math Game - Digital and Printable

Fun game for practicing addition and multiplication facts!
Click here to preview Pirate’s Luck on TpT!
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More Printable Math Games from Laura Candler

" Tncludes CCSS & Trodonal Terms

h Place
* Value "
Partners

Exciting Partner Review Game

5 X Hands-on, Minds-on "\
Al \Aci‘ivl‘hes and Assessme

Nearest Minute &

Nearest 5 Minutes for Whole Numbers and Decimals

= ==
Comparing and ¥ 26
Ordering Decimals 7

Capture the
Decimals

{X Fun Review Game with -
4; Formative Assessments

7 Cottoal Thikin
‘ /’L’lb\< Math Vocabulary Ggme

Number
D

Operations
sre Bingo
Mini-lesson

& Review Includes
Vs, { OR Codes!

Leprechaun Luck is protected by copyright, but it’s a freebie so you may share it
with others as long as this packet is kept intact and it’s not sold or included as a
part of a product. Copyright information and the URL www.lauracandler.com
must appear on each page. Thanks! ~ Laura Candler

Artwork Credits

Digital Classroom Clipart www.digitalclassroomclipart.com ‘B0
Kate Hadfield Designs www.teacherspayteachers.com/Store/Kate-Hadfield-Designs )/
Sara Pecorino - www.teacherspayteachers.com/Store/Sarah-Pecorino-lllustration TEAGHERS pay TEAGHERS
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https://www.teacherspayteachers.com/Store/Laura-Candler
https://www.teacherspayteachers.com/Product/Pirates-Luck-Math-Game-Digital-and-Printable-Math-Facts-and-Probability-6883898?utm_source=Ad%20Page%20%7C%20May%2026%202021&utm_campaign=Pirate's%20Luck
https://www.teacherspayteachers.com/Product/Pirates-Luck-Math-Game-Digital-and-Printable-Math-Facts-and-Probability-6883898?utm_source=Ad%20Page%20%7C%20May%2026%202021&utm_campaign=Pirate's%20Luck
https://www.teacherspayteachers.com/Product/Place-Value-869360
https://www.teacherspayteachers.com/Product/Classifying-Quadrilaterals-1877659
https://www.teacherspayteachers.com/Product/Area-and-Perimeter-1261774
https://www.teacherspayteachers.com/Product/Order-of-Operations-Bingo-Level-2-82724
https://www.teacherspayteachers.com/Product/Order-of-Operations-Bingo-Level-1-82701
https://www.teacherspayteachers.com/Product/Order-of-Operations-Bingo-Level-1-82701
https://www.teacherspayteachers.com/Product/Comparing-Decimals-Game-1218670
https://www.teacherspayteachers.com/Product/Factor-Race-Finding-Factors-Math-Game-with-QR-Codes-2842816
https://www.teacherspayteachers.com/Product/Mystery-Number-Detectives-Game-with-Plickers-Task-Cards-2444867
https://www.teacherspayteachers.com/Product/Comparing-Numbers-Game-Im-the-Greatest-326515
https://www.teacherspayteachers.com/Product/Telling-Time-Task-Cards-and-Game-Monster-Math-Mix-Up-647585



