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When we think about others, 
we need to stop thinking about ourselves
 Gandhi

· Both the purpose and the essence of this contest are described in this introduction.  

· -The purpose is to promote the solidarity among our students, not only by means of economic contributions, but also by convincing them that the result of small individual efforts can imply a great collective humanitarian aid.  

· - The essence of the contest "Mucho por poco" is that the students prepare themselves for future experiences of chance and uncertainty, motivating a reflection of what probability means for each one of them, their beliefs and expectations of certain decisions.  

· Therefore we invented the concept of psycho-probability, both for the presentation as for the analysis of the game, we have called "Mucho por poco":  

· Each player can participate with random natural numbers starting from 1, after making a little contribution of 10 euro cents for each number. The contestant that manages to guess the smallest number that nobody else has chosen, wins.  

The prizes were " origami objects" built by students and parents (stars, dragons, elephants, paper birds, puzzles…) and the collected money was for a solidarity campaign.  These premises are important to promote solidarity and not compulsive/addictive gambling.

(Foto estrella, dragon, enano)

For four years we have repeated the experience showing the frequencies graphically in comparison with the numbers that appeared in previous games.

(frecuencias de los cuatro juegos con los números ganadores)

Our challenge:  Will we be able to guess the winning number of the next contest? 

Write the number you want to bet on and your name on this piece of paper and put it in the box. We have written the winning number on a sheet of paper in a sealed envelope. Do you think we can guess the number? 
Another psycho-probability games:
· One of the functions of teaching probability in secondary education is the preparation of the citizen to confront situations of chance and uncertainty.  The aim of this project is to propose readers, by means of specific games, a reflection on what they understand by probability and their resources to calculate it.  Generally the probability appears in two contexts:  The mathematical probability and the frequential probability.  But, analyzing determined games we find another version, much more subjective and related to moments of everyday life, which we will call ``psycho-probability", in which chance, psychology and strategies of the players are confused.  We present a reflection on this new concept analyzing other games: 
Mucho por poco

· Each player makes a bet, without the others knowing, on a random natural number (1,2,3…) starting from number one, and it has to be the smallest number without anybody betting on the same number. 
Not all mathematicians are tidy
· Five players think, in secret, of a colour.  Without speaking nor communicating in  any way, they should exchange their positions in order to be seated in alphabetical order using the first letter of the colour that they have thought of. 
Psycho-probability bingo

Players, without anybody looking, put numbers from 1 to 100, on a card designed by themselves.  The game is similar to bingo, but you cannot select the numbers at random: an order between the players is determined and they say the numbers themselves (without the person saying the number, he has on his own card). 
(ficha del carton de bingo)

Psycho-probability triangle

· Each  player, with his eyes closed,  is situated in the vertex of an equilateral triangle. When the game starts, each one can do two things:  move to another vertex or stay put. A player will lose if he doesn't meet with another player. 

Future proyects

· Psycho-probability: Behaviour of the players once they are repeatedly confronted with the same probability situation, while obtaining more and more information, by means of previous analyses of probability, winning strategies, decisions of the other players and results of previous repetitions.

· We are working on a project at the University of Granada to analyse  certain behaviour in players of games of chance, in order to apply the results to the treatment of ludopathy problems.

· We are trying to determine an action plan together with an NGO to introduce this solidarity activity to a large number of schools and we are designing didactic units to organise the contest Mucho por Poco on a larger scale.

