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Standard 1  Counting Techniques





1 Use networks, traceable paths, tree diagrams, Venn diagrams, and other pictorial representations to find the number of outcomes in a problem situation.





2 Use the fundamental counting principle to find the number of outcomes in a problem situation.





3 Use combinatorial reasoning to solve problems.





4 Use counting techniques to solve probability problems.





5 Use simulations to solve counting and probability problems.





Standard 2  Matrices





1 Use matrices to organize and store data.





2 Use matrix operations to solve problems.





3 Use row-reduction techniques to solve problems.





4 Use the inverse of a matrix to solve problems.





5 Use Markov chains to solve problems.





Standard 3  Recursion





1 Use recursive thinking to solve problems.





2 Use finite differences to solve problems.





Standard 4  Graph Theory





1 Use graphs consisting of vertices and edges to model a problem situation.





2 Use critical path analysis to solve scheduling problems.





3 Use graph coloring techniques to solve problems.





4 Use minimal spanning trees to solve problems.





5 Use bin-packing techniques to solve problems.





Standard 5  Social Choice





1 Use election theory techniques to analyze election data.





2 Use weighted voting techniques to decide voting power within a group.





3 Use fair division techniques to divide continuous objects.





4 Use fair division techniques to solve apportionment problems.





Standard 6  Linear Programming





1 Use geometric techniques to solve optimization problems.





2 Use the Simplex method to solve optimization problems with and without technology.





Standard 7  Game Theory





1 Use game theory to solve strictly determined games.





2 Use game theory to solve non-strictly determined games.





















































