Petals Around A Rose
Problem:
How do thought processes change as one reasons?

Materials:
Four or five dice, someone who knows the rule for Petals Around the Rose

Procedure:

In an attempt to smulate the intellectual and emationa experience of a person usng only
concrete reasoning patterns in a class that often requires formal operationd thought, play the
game cdled Petals Around A Rose. The purposein playing thisgameisto have dl
participants have a common learning experience to serve as background for Piaget’s second
key concept. To thisend, as you play the game please note your thinking processes.

To begin the game, someone who knows the rule will roll severd dice (Start with five)
and will tell you now many petals around arose are showing for that roll. This will be repeated
as often as necessary for mogt players to discover what the rule is which determines the number
of petals showing on aroll. The same rule will work for any number of dice. The following page
gives examples of the number of petas showing on throws of four dice.

The game Petals Around A Rose isvery smple but seems quite baffling to some. It
has only two badc directions. (1) The name of the game tdlls you whet theruleis. (2) No oneis
EVER told what theruleis. Everyone must discover the rule for themselves.

During the play of the game, if you have conjecture about what the rule is, write it down,
and let the leader know you have a conjecture. Please do not tell him or anyone else what your
conjecture is. The leader will then alow you to test your conjecture by cdling forthcoming
throws for the dice or by placing the dice in any position you wish and telling how many petds
are showing. Once you have a conjecture about the rule which consigtently gives the correct
number of petals, you have won the game. Y ou are reminded of direction (2) so others may
aso win. In this game each person plays againgt himself/hersdf, not againg other players.

Summing Up:
After your group has finished the game, exchange ideas regarding your efforts and difficulties.
1. How did your thinking patterns change as you obtained more information and experience?
2. What errors persisted in spite of your best efforts?
3. When and what made order out of confuson?
4. What would have made this game easier? harder?
5. How could you best teach this game to others?
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Typical Throwsfor 4 Dice

6 petals are showing 2 petals are showing

4 petd's are showing

zero petals are showing 4 petds are showing




