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Simple Examples are Teaching 

Treasures

ÅConcise specification ïSimply explained, 

avoiding distracting details

ÅElegant solution ïSimply solved, 

highlighting target concepts

ÅEngages student ïSparks curiosity, 

nurturing intrinsic motivations



Pig 

ÅOne of the most fun, extremely simple dice 

games

ïñExtremely simpleò ïdescribed in two 

sentences

ïñFunò ïspawned commercial variants, e.g. 

Pass the Pigs (a.k.a. Pigmania, 1977)

ÅUsed extensively by math educators

ÅCS can benefit as well!



Outline

ÅPig Rules

ÅPedagogical Possibilities

ïCS1

ïArtificial Intelligence

ïMachine Learning

ïGraphics

ïNetworking


