Pepsi…..The Choice of A New Generation (
Objective:
Students use a Random Number Generator to simulate getting P-E-P-S-I on bottle caps.
Class:  Freshman, Integrated Math 1-2

Pre-Requisites:  Students have been introduced to Random Number Generator on Calculator or computer.  Students know how to produce a frequency table and histogram.
Setting: Pepsi has a game where there is a letter found under each bottle cap. The consumers collect the letters trying to spell out P-E-P-S-I.  Millions of bottle caps are produced; however the probability of getting each letter is not the same.  There is a 50% chance that you get a “P”; the chance of getting an “S” is 30.5%; the chance of getting an “I” is 19% and a 0.5% chance of getting an “E”.

Task: Using your Random Number Generator on your calculator, simulate the purchasing of Pepsi Bottles and determining what letter you received. Theoretically, how many bottles would you need to purchase enable to spell out PEPSI.
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Referring back to the description of the Pepsi game given to you, conduct the following experiment.

1.  Describe how you could conduct one trial to simulate playing the Pepsi game.  Use the random number generator on your calculator.

2. In your group, conduct 20 trials and place the results in a frequency table.

3. Add your results to the frequency table on the board and copy it below.
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4.  According to your group’s data, what is the average number of  Pepsi bottles would you have to drink enable to spell “Pepsi” and win a lifetime supply of Pepsi?  How does this compare to the class data?
5.  Make a histogram o f the (number of bottles, frequency) data.  Describe the shape of the histogram.
6.  Explain how you can use the histogram to verify the average you found in part 4.
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Example of Frequency Table:

	Number of Bottles
	Frequency
	Number of Bottles
	Frequency

	25
	0
	...
	

	26
	0
	207
	3

	27
	1
	208
	2

	28
	1
	209
	2

	29
	0
	210
	1

	30
	0
	211
	0

	31
	2
	212
	0

	….
	
	213
	0


Frequency measures how many times it takes X number of bottles to spell PEPSI.

