CRE342 - Week 3 - Rewards, feedback & playing fair

Roll for Reward

A dice game in four rounds. Each round adds a new kind of reward. You rate every round, so we can
compare how each kind of reward felt.

TABLES OF 4-5 - KIT PER TABLE

« Two six-sided dice in different colours: the main die and the modifier.

¢ One eight-sided die (d8). No d8? Roll a d6 and add 2.

« About 15 duck tokens (counters, coins or paper squares), and this sheet and a pen each.
EVERY ROUND

Take turns clockwise: 5 turns each in Rounds 1-2 and 6 turns each in Rounds 3—4. The highest score at the
table wins the round and gets a *. Then, on your own, rate the round on page 2.

THE FOUR ROUNDS

Round Rules The idea

1 - Fixed Roll the main die and score what you roll. Immediate, predictable reward

2 - Variety Use the dice table below. Random, tiered and collectible rewards
3 Risk Round 2 rules, plus the pot and the bank (below). Choice: risk against safety

Round 3 rules. Scores go on a class leaderboard, and

4 - Spotlight the top score in the room is the winner.

Social comparison and recognition

DICE TABLE - ROUNDS 2, 3 AND 4
Main die What happens
1 Tier up: no points, but roll the d8 as your main die for the rest of the round.
2or4 Score it.
3or5 Score it, then roll the modifier: 4-6 add it, 1-3 take it away.

Take a duck. No points now. Ducks score at the end of the round: 4 each, or 5 each if you have
three or more. Nothing can take a duck away.

6

7o0r8 d8 only: score it.

POT AND BANK - ROUNDS 3 AND 4

Points you roll go into your pot. If your main die shows 1, you bust: you lose the whole pot (you still tier up). On your
turn you can bank instead of rolling: your pot moves into your bank, where it can't be lost. At the end: bank + pot +
ducks.

On paper: write each roll's points in its turn box. Bank: write B and your banked total. Bust: write X and cross out every
number since your last bank.

Rather not play? Be the table's scorekeeper: check the maths and note the moments people get excited.



Roll for Reward - my score sheet

Player ID or initials Table no. My top Hexad type
Before you play, predict: | will rate Round 1 / 2 / 3 / 4 highest, because

SCORES

Round TT T2 T3 T4 T5 T6 a‘(‘)c)"s Total * :“” 1~ | wanted another turn 1-7

1 - Fixed —
2 - Variety

3 - Risk

4-
Spotlight

Fun: 1 = not at all, 7 = extremely. Wanted another turn: 1 = glad it stopped, 7 = | really wanted to keep going. Rate each round as
soon as it ends, before you see anyone else's.

AFTER ROUND 4
The best moment of the game was...

The reward | cared about most (points, *,
ducks, the leaderboard, winning, something
else)...

In Rounds 3-4 | banked when my pot
reached about... because...

Did the class leaderboard make Round 4
more fun, or less? Why?

EXIT TICKET
A reward system is fair when the player would still choose it if they knew



