ThePriceisRignht

Game 1l: Contestants Row

Rules:
» Four contestants are chosen to join “Contestantg’ Ro

* An item is displayed to the contestants and thetgdi
to verbal description of the item

» Each contestant, one at a time and in order, snga/
chance to “bid” on the item. Each contestant mast
a “different” bid — no repetition is allowed. (Bidse
rounded to the nearest dollar)

* The “bid” that is closest to the “actual retailqa’ of
the item “wins” the auction and becomes a contéstan
in a pricing game that follows the auction.

Notes:
» Since the bids are not given simultaneously aret lat
bidders know what previous players “bid”, later
players have an advantage in this game.

* The fact that the goal is to have the “closest bid
without going over” rather than just the “closelsid
impacts the strategy of this game.

» A “perfect bid” (rounded to the nearest dollar) is
rewarded with an additional cash prize ($100).



ThePriceisRignht

Game 1l: Contestants Row
Analysis:

The strategy a contestant should employ dependisuon
main factors:

* The player’s personal estimate of the value oftdma
« The player’'s confidence in their estimate

* The player’s position in the game

* The player’s “risk tolerance”

Player 1. The first player to bid has no information from
previous bids, so this player needs balance twioifsic

« Making as accurate a bid as possible (getting dlmse
the actual price) so that other players who bierlat
will have difficulty getting closer to the actuaige.

 Avoiding “overbidding”

One basic strategy to employ is to estimate theepf the
item to the best of your ability. Then, subtraiftao
percentage of your estimated price in order to gigafety
cushion against overbidding. The percentage ssace
your bid reflects your confidence in your estimasewell
as the amount of risk you are willing to tolerate.



ThePriceisRignht

Game 1l: Contestants Row

Players2 & 3: These players must consider their own
estimate item’s value and the “bids” of previouayers.

We can think of previous bids as “partitioning” thet of
all possible remaining bids. When one of thesgerka
bids, we can think of this as choosing a bid in ohthe
remaining intervals in such a way as to maximize th
chance that their bid is closest once all playarghbid.

These players must consider:
e Their personal estimate of the price of the item
* Their confidence in their estimate
» What the “partition” will look like after they bid

Player 4. If we assume that a perfect bid is unlikely, player
4 has a significant advantage in this game. Ayef 4 has

to do is to use their estimate of the value ofitia along
with the partition formed by the previous bids nder to
choose a bid that maximizes their chance of winning

Note: An important sub-strategy for Player 4 is the
infamous “$1 bid".

The “$1” is not an effective strategy for Playef8 1
(but sadly | have seen it used on TV by player 3!)



ThePriceisRignht

Game 2. One Away
Rules:

» The contestant is usually playing to win a new can.
incorrect 5 digit price for the car (rounded to the
nearest dollar) is displayed. The player is tokt t
each digit in the price is either one higher or mveer
than the digits in the actual price.

» For each of the 5 digits, the player tells the host
move it either up by one or down by one.

* One each digit has been altered, the true price is
revealed. The player wins if every digit chosen
matches the true price.

Analysis: If the player were to randomly select direction
to modify each digit of the price, the probabildlywinning
would be: (.5)= .03125, or 3.125% (here they are chose
one from among the’2 32 possible “one away prices”.

In reality, the player will use their estimate afeasonable
price for the car to guide at least some of theags. The
better their ability to estimate the price, the endigits they
can alter with certainty. Most would grant a nparfect
change of predicting the $10,000 digit.

Probability of winning if 1 digit is known:
(.5)*=.0625, or 6.25%

Probability of winning if 2 digits are known:
(.,5)°=.125, or 12.5%



ThePriceisRignht

Game 2. One Away
Example:

Here is a “One Away” price for a 2008 Toyota CaibyE
sedan with the “hybrid” — gas/electric option

$16,319



ThePriceisRignht

Game 2. One Away

Example: Here is a “One Away” price for a 2008 Toyota
Camry XLE sedan with the “hybrid” — gas/electriciop

$16,319
Actual Price: $25,200 (Source: Toyota.com, 11/29/2007)

Notes:
» As we discussed, knowledge of the value of the car
can be used to improve the probability of winniag f
above random guessing.

* One aspect we have not yet discussed is whether the
IS a strategy as to which “One Away” Price to dagpl
IS the person setting up the game wants to either
increase or decrease the chances of a player winnin

There are 2= 32 different “One Away” Prices for the
2008 Camry Hybrid ranging from a low of $14,111 to
a high of $36,399. It seems plausible that soneegr
might do a better or worse job of “disguising” tihee
price, decreasing or increasing the chance ofdhe c
being won.



ThePriceisRignht

Game 3: Three Strikes

Rules:

* The contestant is again playing to win a car. ®re
tokens, each with a single digit on them represgnti
the price of a new car along with a single red toke
with an “X” or “Strike” on it are placed in a bag.

* The player draws a random token from the bagt i#f i
a green token, the token is removed from play aad t
corresponding number in the price of the car igpit
on a display screen.

 |f the red token is drawn, the player receivestaks’
and the red token is returned to the bag.

 The game continues until either all 5 numbers have
been drawn, in which case the player wins, or the
strike is drawn 3 times, in which case, the pldgses.



ThePriceisRignht

Game 3: Three Strikes

Analysis:

Notice that since the red token is replaced whanigiv®
drawn but the green tokens are not, the bag stah%
tokens, but the total number of tokens is reduckengver
a green token is chosen.

Example:
One possible result of the game is the sequence:
G,G,R,G,R,G,R

This represents drawing a Green token, then a Gtieen a
Red, then a Green, then a Red, a Green, and findtlgd.
The player loses, since the Red token is drawira time
before the fifth Green token is drawn.

The probability of this result is:
(5/6)(4/5)(1/4)(3/4)(1/3)(2/3)(1/2) = 1/72

To see this, one the first draw, there were 6 toledns in
the bag (5G, 1R) so there was a 5/6 chance of dgpavi
green first. Then, there were 5 tokens (4G, 1&jhsre
was a 4/5 chance of drawing a green second. Tieza t
were 4 tokens (3G, 1R), so there was a 1/4 chance o
getting a Red third, but since the red token wpkoed
after it was drawn, on the next draw, there atke 4ttokens
(3G 1 R), etc.



Winning Sequences:

P(G,G,G,G,G) = (5/6)(4/5)(3/4)(2/3)(1/2) = H6166667

P(R,G,G,G,G,G) = (1/6)(5/6)(4/5)(3/4)(2/3)(1/2)027778
P(G,R,G,G,G,G) = (5/6)(1/5)(4/5)(3/4)(2/3)(1/2)033333
P(G,G,R,G,G,G) = (5/6)(4/5)(1/4)(3/4)(2/3)(1/2)041667
P(G,G,G,R,G,G) = (5/6)(4/5)(3/4)(1/3)(2/3)(1/2) 055556
P(G,G,G,G,R,G) = (5/6)(4/5)(3/4)(2/3)(1/2)(1/2)083333

P(R,R,G,G,G,G,G) = (1/6)(1/6)(5/6)(4/5)(3/4)(2/FX)~
P(R,G,R,G,G,G,G) = (1/6)(5/6)(1/5)(4/5)(3/4)(2/3R)=
P(R,G,G,R,G,G,G) = (1/6)(5/6)(4/5)(1/4)(3/4)(2/3R)=
P(R,G,G,G,R,G,G) = (1/6)(5/6)(4/5)(3/4)(1/3)(2/3R)=
P(R,G,G,G,G,R,G) = (1/6)(5/6)(4/5)(3/4)(2/3)(L/2R)=
P(G,R,R,G,G,G,G) = (5/6)(1/5)(1/5)(4/5)(3/4)(2/3R)=
P(G,R,G,R,G,G,G) = (5/6)(1/5)(4/5)(1/4)(3/4)(2/3R)=
P(G,R,G,G,R,G,G) = (5/6)(1/5)(4/5)(3/4)(1/3)(2/3R)=
P(G,R,G,G,G,R,G) = (5/6)(1/5)(4/5)(3/4)(2/3)(1/ZR)~
P(G,G,R,R,G,G,G) = (5/6)(4/5)(1/4)(1/4)(3/4)(2/FQ)=~
P(G,G,R,G,R,G,G) = (5/6)(4/5)(1/4)(3/4)(1/3)(2/F)~
P(G,G,R,G,G,R,G) = (5/6)(4/5)(1/4)(3/4)(2/3)(1/ZR)~
P(G,G,G,R,R,G,G) = (5/6)(4/5)(3/4)(1/3)(1/3)(2/I)=~
P(G,G,G,R,G,R,G) = (5/6)(4/5)(3/4)(1/3)(2/3)(1/ZR)~
P(G,G,G,G,R,R,G) = (5/6)(4/5)(3/4)(2/3)(1/2)(L/2R)=

Total: P(Win)~= .624491 or about 62.45%

.0046296
.0055556
.0069444
.0092593
.0138889
.0066667
.0083333
0111111
.0166667
.0104167
.0138889
.0208333
.0185185
0277778
0416777



L osing Sequences.

P(R,R,R) = (1/6)(1/6)(1/6) = 1/216.004630

P(G,R,R,R) = (5/6)(1/5)(1/5)(1/5) = 5/750.006667
P(R,G,R,R) = (1/6)(5/6)(1/5)(1/5) .005556

P(R,R,G,R) = (1/6)(1/6)(5/6)(1/5) .004630

P(G,G,R,R,R) = (5/6)(4/5)(1/4)(1/4)(1/4).010417
P(G,R,G,R,R) = (5/6)(1/5)(4/5)(1/4)(1/4).008333
P(G,R,R,G,R) = (5/6)(1/5)(1/5)(4/5)(1/4).006667
P(R,G,G,R,R) = (1/6)(5/6)(4/5)(1/4)(1/4).006944
P(R,G,R,G,R) = (1/6)(5/6)(1/5)(4/5)(1/4).005556
P(R,R,G,G,R) = (1/6)(1/6)(5/6)(4/5)(1/4).004630
P(G,G,G,R,R,R) = (5/6)(4/5)(3/4)(1/3)(1/3)(1/3)018519
P(G,G,R,G,R,R) = (5/6)(4/5)(1/4)(3/4)(1/3)(1/3)013889
P(G,G,R,R,G,R) = (5/6)(4/5)(1/4)(1/4)(3/4)(1/3)010417
P(G,R,G,G,R,R) = (5/6)(1/5)(4/5)(3/4)(1/3)(1/8)011111
P(G,R,G,R,G,R) = (5/6)(1/5)(4/5)(1/4)(3/4)(1/3)008333
P(G,R,R,G,G,R) = (5/6)(1/5)(1/5)(4/5)(3/4)(1/3)006667
P(R,G,G,G,R,R) = (1/6)(5/6)(4/5)(3/4)(1/3)(1/3)009260
P(R,G,G,R,G,R) = (1/6)(5/6)(4/5)(1/4)(3/4)(1/3)006944
P(R,G,R,G,G,R) = (1/6)(5/6)(1/5)(4/5)(3/4)(1/3)005556
P(R,R,G,G,G,R) = (1/6)(1/6)(5/6)(4/5)(3/4)(1/3)004630
P(G,G,G,G,R,R,R) = (5/6)(4/5)(3/4)(2/3)(1/2)(1/2K)= .041667
P(G,G,G,R,G,R,R) = (5/6)(4/5)(3/4)(1/3)(2/3)(1/2/)= .027778
P(G,G,G,R,R,G,R) = (5/6)(4/5)(3/4)(1/3)(1/3)(2/3)L=~ .018519
P(G,G,R,G,G,R,R) = (5/6)(4/5)(1/4)(3/4)(2/3)(1/2K)=~ .020833
P(G,G,R,G,R,G,R) = (5/6)(4/5)(1/4)(3/4)(1/3)(2/3)L=~ .013889
P(G,G,R,R,G,G,R) = (5/6)(4/5)(1/4)(1/4)(3/4)(2/3X)= .010417
P(G,R,R,G,G,G,R) = (5/6)(1/5)(1/5)(4/5)(3/4)(2/3X)=~ .006667
P(G,R,G,R,G,G,R) = (5/6)(1/5)(4/5)(1/4)(3/4)(2/3X)=~ .008333
P(G,R,G,G,R,G,R) = (5/6)(1/5)(4/5)(3/4)(1/3)(2/3/)l=~ .011111
P(G,R,G,G,G,R,R) = (5/6)(1/5)(4/5)(3/4)(2/3)(1/2X)=~ .016667
P(R,G,G,G,G,R,R) = (1/6)(5/6)(4/5)(3/4)(2/3)(1/2K)=~ .013889
P(R,G,G,G,R,G,R) = (1/6)(5/6)(4/5)(3/4)(1/3)(2/3X)= .009260
P(R,G,G,R,G,G,R) = (1/6)(5/6)(4/5)(1/4)(3/4)(2/3/)= .006944
P(R,G,R,G,G,G,R) = (1/6)(5/6)(1/5)(4/5)(3/4)(2/3X)=~ .005556
P(R,R,G,G,G,G,R) = (1/6)(1/6)(5/6)(4/5)(3/4)(2/3/)L=~ .004630

Total: P(Lose) = .3755 or 37.55%

Therefore the Probability of winning is about 100%¥.55% = 62.45%
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Game 4: The Showcase Showdown
Rules:

All the players who win their way onstage (usudliree in
each “half” of the show) get to try their luck sping the
big wheel. Each player can spin the wheel eitineecr
twice. The wheel has 20 spaces: each with a nheilbip
5¢, ranging from 5¢ up to $1.00 (100¢).

The player that reaches a total closest to $1.@0owi
going over on either one spin, or the sum of twiasins
a place in the Showcase (the grand prize round).

If there is a tie, the players involved in theleeve a 1 spin
“spin-off”.

If a player gets exactly $1.00, the player get®®1,and
the opportunity to win up to $10,000 more by taking
bonus spin. Hitting $1.00 on the bonus spin wims a
additional $10,000, and spinning either 5¢ or ligddg an
additional $5,000

No bonus money is awarded during a “spin-off”
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Game 4: The Showcase Showdown

Aside: The probability of getting $1.00 exactly is:
P($1.00) = 1/20 + (19/20)(1/20) = .0975 or 9.75%

Notice that there is a 1 in 20 chance of hittingd®lexactly
on one spin, 19/20 times (or 95% of the time) yalli vt
something other than a dollar so you must spinrefgaget
$1.00 exactly. On your second spin, there is é&xacte of
the 20 spaces that will get you a total of exa$fly00 (for
example if you spin 35¢ the first time, you musnsgb¢
the second time), so 5% of the time you take arskepin
you will get $1.00 exactly, or 5% of 95% of the ém

The probability of winning $11,000 is (.0975)(.05)
.004875 or .4875%

The probability of winning $6,000 is (.0975)(.1)G0975
or .975%
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Game 4: The Showcase Showdown

Analysis. Once again, going last is an advantage since you
know what total you need to beat. Thus when gtasg

your strategy is clear: if your total after onensgs less than

a sub $1.00 total of a previous player, you must again.

Note: The play in the Showcase Showdown is ordered by
amount in cash and prizes won in the previous games
the player with the highest total winnings goes. las

If you are the first to play, after your first spyou must
weigh the probability of hitting a second humbextttakes
you over $1.00 against the probability that onéneflater
players will beat the amount of your first spin.

The expected value after one spin is: 52.5¢

(The average value of all 20 spaces since we aseanie
space is equally likely) Therefore, conventionsdem is
that you should almost certainly take a second i$yiou
get less than 55¢

But what if you spin 70¢?
Does the chance of hitting a number 30¢ or lessentak

worth continuing? How likely is it that a lateragker will
beat your total?
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Game 4: The Showcase Showdown

In order to think about this situation more cargfulve
need to think of this situation as a repeated biabtnal.

If you stop after one spin, your score is a stashdaat
future players must beat. Success for a latereplisy
beating your score (or at least tying your scofailure is
failing to beat your score or going over $1.00

Binomial Formula:

Suppose a binomial experiment consista tfals and results iR successes.
If the probability of success on an individual itigaP, then the binomial
probability is: bk; n, P) = ,C, * P** (1 - P} *

For example: if you get 70¢ on your first spin,rthare
6 spaces on the wheel which would beat you afterspm:
(75¢, 80¢, 85¢, 90¢, 95¢, and $1.00).

Likewise, there are only 6 spaces which will nats=ayou
to go over $1.00 on your second spin:
(5¢, 10¢, 15¢, 20¢, 25¢, and 30¢)

The probability of you getting a higher total witho
exceeding $1.00 is only 6/20 = 30%

The total of a single player beating your totalkosingle
spin is also 30%

However, remember thawo players are tying to beat your
score.
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Game 4: The Showcase Showdown

Using the binomial theorem, the probability thaé ar the
other two players beats your score on one spin is:

b(1;2, .3)+b(2;2, .3) =,C; (.31 - .3 1+,C, (.3F(1 - .3f 2
= (2)(.3)(.7) + (1)(.09) = .51 (51%)

If you get 75¢, there are only 5 spaces (25%) whedt
you, so the probability that one of two opponeratb you
on a single spin is:

b(1;2,.25)+b(2;2,.25) =,C; (.25)(1 -.25F " +,C, (.25Y(1-.25)*
= (2)(.25)(.75) + (1)(.0625) = .4375 (43.75%)

This would suggest that one strategy for playey tb ispin
again if your total is less than 75¢

Note: We have not yet taken into account the probalulifty
a player not beating you on the first spin anddiagito try
to beat you on their second spin. This situatsoa bit

more complicated to since we would need to congluker
probability that a player’s total dwo spins is greater than
75¢ but less than or equal to $1.00 given that first spin
Is less than 75¢.
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Game4: The Showcase Showdown

To find the probability that a player’s total bmo spins is
greater than 75¢ but less than or equal to $1 \Bhghat
their first spin is less than 75¢, notice that Vfadue less or
equal to than 75¢ is spun (there are 15 of thésex), there
are exactly 5 spaces that would bring the totabugpne of
the 5 values > 75¢ (80¢, 85¢, 90¢, 95¢, $1.00).

So P(Total >75¢ | First <= 75¢) = (15/20)(5/20)8:76%

Hence the total probability of at least one oftthie players
beating you on their second spin is:

b(1;2,.1875)+b(2;2,.1875)=,C, (.1875)(1 -.1875}*+,C, (.1875¥(1-.1875}>
= (2)(.1875)(.8125) + (1)(.03515625)33.98%

This gives a combined probability of one of the fplayers
beating you on either one of two spins is:

43.75% + 33.98% = 77.73% -- That’s pretty high!
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Game 4: The Showcase Showdown

So, how high does player 1 need to spin to hawtarb
then average chance of winning?

If you get 80¢, there are only 4 spaces (20%) wbeat
you, so the probability that one of two opponerdatb you
on a single spin is:

b(1;2,.20)+b(2;2,.20) =,C; (.20)(.80)" +(.2)
= (2)(.20)(.80) + (.04) = (36%)

P(Total >80¢ | First <= 80¢) = (16/20)(4/20) = 16%

Hence the total probability of one of the two plesye
beating you on their second spin is:

b(1;2,.16)+b(2;2,.16)=2(.16)(.84)+(.16)~ 29.44%

This gives a combined probability of one of the players

beating you on either one of two spins is:
36% + 29.44% = 65.44%

For85¢, 3 possible totals beat you, or 15%, so
Spin 1:b(1;2,.15)+b(2;2,.15) =2(.15)(.85)+(.15)= 27.75%
P(Total >85¢ | First <= 85¢) = (17/20)(3/20) = B2«
Spin 2: b(;2,.1275)+b(2;2,.1275)=2(.1275)(.8725}(.1275§ ~
23.87%, giving a total of 51.62%



Deal or No Deal
Rules:

The way this game works is a player is given a@hoi 26
different cases — each labeled by a number froré arel
each containing a placard with a dollar amountt d&rom
$.01 to $1,000,000 dollars. The producers of Homs
claim that the monetary placards have been plaiced a
random by a disinterested third party and thapaities
directly involved with the game have no knowledfe o
where each prize is located.

Here is a complete list of the 26 monetary valnehe cases:

$.01

$1.00 $100 $1,000 $100,000
$5.00 $200 $ 5,000 $200,000
$10.00 $300 $10,000 $300,000
$25.00 $400 $25,000 $400,000
$50.00 $500 $50,000 $500,000
$75.00 $750 $75,000 $750,000

$1,000,000

Once a case is chosen, it becomes the player’s tase
most places where this game is played, once tbes isa
chosen, it cannot be switched for any of the otlases.



Deal or No Deal

Rules:

The player chooses 6 of the other cases one aieaatnd
the monetary amount in each is revealed. Aftefitbesix
cases are opened, the “banker” offers to “buy” the
unopened case from the player for a price of hi®simg
(it is computed based on the combined value o2the
remaining cases using a proprietary formula)

Once the player has the offer from the bankerptager
can either accept the deal or play on.

If the player continues, 5 more cases are openecba
time (so 15 remain) and a second offer is giveepdnhding
on the value of the cases that remain, the dewal the
banker may be higher or it may be lower than previo
offers.

The pattern continues: Open 4 cases (11 remaiffer
Open 3 cases (8 remain) — offer
Open 2 cases (6 remain) — offer

Once the player is down to 6 cases (their casethérs),
they receive an offer and have the option of sglireir
case for the offered amount after each case isagpen

The final offer is given when only 2 cases remdirthe
final offer is refused, the player opens their ¢cad@ch
they “own” and wins the amount is on the placasida



Deal or No Deal
Analysis.

If we believe the producers’ claim that none of plagties
involved have any information about what each case
contains, we can assume that all decisions andscdfe
made considering the monetary amounts still in plag
the actions and tendencies of the player revealedtually
playing the game.

This also means that we can assume that any plecard
equally likely to be in any case that has not yestrb
opened.

With this in mind, we consider the initial choicklocase
by the player and any particular cases that araaipat
any point in the game as random events.

Then only real decisions in the game are decidihgtier
to accept an offer to “buy” a case or to continlag/ing.

So the question becomes: How do we decide if ar off
“worth it"?

This will depend on how we assign “value” to the
opportunity to continue playing and/or to the cted we
currently “own”.



Deal or No Deal

Expected Value:

One way of assigning value in a probabilistic dituais to
compute the expected value of a game (or a situatithin
a game). This is done by multiplying the valueeath
possible game “outcome” by the probability of that
outcome occurring.

In our game, the value of each case is the monetdng if
the placard it contains, and each placard is eglikély to
be in any case, so at any point in the game, thea&d
value of the case the player owns is the averagjeeof
monetary value of the placards that have not yehbe
revealed.

At the beginning of the game, the expected valub®f
player’s case is $131,477.5388

(Feel free to check my math!)

After 6 cases have been opened, the expected walue

have either gone up of gone down, depending onhehet
high value cases or low value cases have beenlegvea



Deal or No Deal

Many people question whether using expected valties
best way for a player to measure the quality obféer to
“buy” their case.

Expected Value is measures the expected retulngsy
when one is allowed to play a game multiple timis.
gives the “average expected return” over the lcaag.h

However in this game, a player only get’s one sHdte
player goes home with an amount after playing traa
presumably never to play the game again.

Casein point:

Suppose you have played down to 2 remaining cases.
Suppose the two remaining placards are:

$100 and $400,000
The expected value here is $200,050

How much would it take to get you to agree to gelir
case?

$100,0007?
$50,0007?
$5,000?!?

It depends on how desirable $400,000 is compar&d @0



Deal or No Deal
Root Square M ean:

Another way of assigning value to a probabilisttaaion
IS to use the root square mean

In the equally likely outcomes case, this statitgdles the
sum of the square root of each of the values, ds/lay the
number of outcomes, and then takes the squareof th
result:

In our two case example, the root square mean is:
[(1/2)(400,000%+100"%)]* =~ $103,187.28

This is slightly better than using expected valu,still
may not model the reality of the situation corngctl

In reality, each player brings their own persorale
metric to the game — perhaps a sense of how muah of
return would, at least in a qualitative sense, txpad
result” of playing or would lead to a significaritange in
lifestyle.

Each player also has a different willingness taeatcisk
or potential loss.

Moreover, as the game progresses, initial expecisttan
be adjusted up or down depending on whether re@Eme
events have been favorable or unfavorable.



Deal or No Deal

Risk Aversion:

Risk Aversion Theory is one attempt that game theod
economics uses to explain situations where expectied
seems, in practice, to do a poor job of explairtimey
decision making process of a player in a game or an
investor in a market situation.

The central premise of Risk Aversion Theory is ihat
many situations, a potential loss of a fixed amaosimore
undesirable than a potential gain of the same amoun

For Example:

Suppose you inherited $10,000 from a relative.

You are given an opportunity wager this $10,008 game
where you have a 50% chance of double your money to
$20,000 and a 50% chance of losing everything.

Would you take this wager?

Most people would not. The reason for this is,tfat
most people, the negative economic impact of losing
$10,000 is far worse than the positive impact anigg a
total of $20,000

Perhaps this is the source of the saying “Oneibitte
hand is better than two in the bush”



