Principles of Microeconomics Classroom Experiment (1): The Least Unique Positive Integer (LUPI) game
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Objective: When the classroom is full, we use the LUPI (Least Unique Positive Integer) game to decide the order of
adding to this class. Those who are already enrolled would earn 1% toward the 15% of classroom experiment grade. %
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Instruction: In each round, everyone chooses a positive integer from 1 through 100. Whoever chooses the “lowest
number that no one else did” wins. If none of the numbers chosen are unique, then nobody wins.

* Suppose, Joseph picks 2, S.W. picks 2, A-Gui picks 10. Then, A-Gui wins.

* Suppose, Joseph picks 1, S.W. picks 3, A-Gui picks 2. Then, Joseph wins.

* Suppose, Joseph picks 1, S.W. picks 1, A-Gui picks 1. Then, Nobody wins.

TR AF-w LY A LT [ 100 5 ¢ EH- BFE - HPEINF RERFIOEEPF Y >
BF ) mlb?;*h{}n?\ 5 %k Fruvw&r'% wﬁ n— B AE 1 ,m,,,j»,,g.mo EH Aok G A B E 1 PE ]
m%??“%j By FFPRAFAEBE2 -HPEIEE -
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1 4 7
2 5 8
3 6 9
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Instruction: In each round, everyone chooses a positive integer from 1 through 100. Whoever chooses the “lowest
number that no one else did” wins. If none of the numbers chosen are unique, then nobody wins.

* Suppose, Joseph picks 2, S.W. picks 2, A-Gui picks 10. Then, A-Gui wins.

* Suppose, Joseph picks 1, S.W. picks 3, A-Gui picks 2. Then, Joseph wins.

* Suppose, Joseph picks 1, S.W. picks 1, A-Gui picks 1. Then, Nobody wins.
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In-class Homework: Ten Principles of Economics and their Translations

Content

Bauman’s Translation

Principle 1

People face

The cost of something is what you

Principle 2 :

to get 1t
Principle 3 Rational people think
Principle 4 People respond to

Principle 5

Trade can make everyone

Principle 6

are usually a good way to
organize economic activity

Principle 7

can sometimes improve

market outcomes

Principle 8-10

(3 macro principles for Spring Semester...)
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