
 

The X-Y Game             

 
Points Sheet: 

4 Xs (Each pair chooses “X”) Each “X” pair loses 1 point. 
3 Xs (Three pairs choose “X”) 
1 Y (One pair chooses “Y”) 

Each “X” pair wins 1 point. 
The “Y” pair loses 3 points. 

2 Xs (Two pairs choose “X”) 
2 Ys (Two pairs choose “X”) 

Each “X” pair wins 2 points. 
Each “Y” pair loses 2 points. 

1 X (One pair chooses “X”) 
3 Ys (Three pairs choose “Y”) 

The “X” pair wins 3 points. 
Each “Y” pair loses 1 point. 

4 Ys (Each pair chooses “Y”) Each “Y” pair wins 1 point. 

Score Sheet: (Fill this in at the end of each round)  

Based on an idea in Teaching Human Beings, by J. Schrank (1972). 

Who? 
What? 
How? 

Groups of eight people (4 pairs) 
This activity develops collaboration skills (working together).  
Each Round, students (in pairs) choose between X and Y. 
 You have a set time to talk and make your choices. 
 At the end of that time, you must say “X” or “Y.” 
 Your pair scores points according to the Points Sheet. 
 Talk only with your partner, except in rounds 5, 8, & 10.  
 The teacher will be the time-keeper. 
 Here is some sample language you can use: 

    

 X 
X    X 

Y 

 

  

    

Round Time Talk with Choice 
(X or Y) 

Points 
won 

Points 
lost  

1 30 seconds your partner     

2 30 seconds your partner     

3 30 seconds your partner     

4 30 seconds your partner     
5 1 minute the group    Multiply your score in 

this round by 2. 30 seconds your partner 
6 30 seconds your partner     

7 30 seconds your partner     
8 1 minute the group    Multiply your score in 

this round by 3. 30 seconds your partner 
9 30 seconds your partner     
10 1 minute the group    Multiply your score in 

this round by 5. 30 seconds your partner 

Total points    Final 
Total 



 

The Prisoners’ Dilemma 

Two	  friends	  are	  arrested,	  charged	  with	  a	  crime,	  and	  held	  in	  separate	  cells	  so	  they	  
cannot	  communicate	  with	  each	  other.	  They	  are	  interrogated	  separately.	   	  

The	  police	  do	  not	  have	  enough	  real	  evidence,	  so	  they	  are	  looking	  for	  a	  confession.	  
They	  offer	  each	  prisoner,	  separately,	  a	  "plea	  bargain".	   	  

If	  one	  prisoner	  confesses	  the	  crime	  and	  helps	  the	  police	  to	  convict	  the	  other	  
prisoner,	  he	  will	  get	  a	  1	  year	  sentence	  in	  prison.	  His	  friend	  will	  serve	  5	  years.	  

On	  the	  other	  hand,	  if	  neither	  prisoner	  "talks",	  the	  police	  will	  not	  have	  enough	  
evidence,	  and	  both	  prisoners	  will	  serve	  0	  time.	   	  

If	  both	  prisoners	  confess	  to	  the	  crime,	  they	  will	  both	  serve	  4	  years	  in	  prison.	  

	   	   Player	  2	  
	   	   Cooperates	   Defects	  

Player	  1	  
Cooperates	   	  (0,	  0)	   (5,	  1)	  
Defects	   	  (1,	  5)	   (4,	  4)	  

The	  numbers	  are	  called	  payoffs.	  In	  this	  case	  the	  players	  want	  to	  minimize	  the	  payoff.	  
When	  one	  player	  defects,	  the	  other	  is	  said	  get	  the	  sucker	  payoff.	  

The	  Prisoner's	  Dilemma	  game	  illustrates	  both	  the	  benefits	  and	  the	  difficulties	  in	  
achieving	  cooperation.	  To	  achieve	  the	  optimum	  solution,	  both	  for	  yourself,	  and	  for	  
both	  players	  together	  (a	  kind	  of	  "societal"	  payoff)	  both	  players	  must	  trust	  the	  other.	  
But	  trust	  involves	  the	  risk	  of	  being	  suckered.	   	  

In	  practice,	  what	  usually	  happens	  is	  that	  both	  players	  defect,	  and	  get	  a	  very	  bad	  
result	  for	  each	  of	  them,	  in	  the	  example,	  4	  years	  in	  jail	  each.	  

	  

Online	  Prisoners’	  Dilemma:	  http://serendip.brynmawr.edu/playground/pd.html	  

 

 

 


