Sickness probability rates 

(25% overall attack rate – this is the ‘most likely’ planning scenario)

	25%
	No of die
	Absent if rolled
	Model Probability

	Week 1
	  5 
	  throw 4 sixes plus any even number
	0.04

	Week 2
	  4 
	  throw 4 sixes
	0.08

	Week 3
	  4 
	  throw 3 sixes plus any odd number
	0.23

	Week 4
	  3 
	  throw 2 sixes plus either a five or a six
	0.92

	Week 5
	  2 
	  throw 2 sixes
	2.7

	Week 6
	  2 
	  throw a six plus either a five or a six
	5.5

	Week 7
	  2 
	  throw a one plus either a one or a two
	5.5

	Week 8
	  2 
	  throw 2 ones
	2.7

	Week 9
	  2 
	  throw 2 threes
	2.7

	Week 10
	  3 
	  throw 2 ones plus a one, two, three or four
	1.9

	Week 11
	  3 
	  throw 2 ones plus any odd number
	1.4

	Week 12
	  3 
	  throw 2 ones plus a one or a two 
	0.92

	Week 13
	  3 
	  throw 3 ones
	0.46

	Week 14
	  4 
	  throw 3 ones plus any odd number
	0.23

	Week 15
	  4 
	  throw 3 threes plus any even number
	0.23


Sickness probability rates 

(50% overall attack rate – this is the ‘worst case’ planning scenario)
	50%
	No of die
	Absent if rolled
	Model Probability

	Week 1
	  4 
	  throw 4 sixes
	0.08

	Week 2
	  4 
	  throw 3 sixes plus either a five or a six
	0.15

	Week 3
	  3 
	  throw 3 sixes
	0.46

	Week 4
	  3 
	  throw 2 sixes plus any odd number 
	1.4

	Week 5
	  2 
	  throw 1 six plus either a five or a six 
	5.5

	Week 6
	  2 
	  throw 1 six plus any of one, two, three or four 
	11

	Week 7
	  2 
	  throw 1 six plus any of one, two, three or four 
	11

	Week 8
	  2 
	  throw 1 six plus any even number 
	8.3

	Week 9
	  2 
	  throw 1 six plus either a five or a six 
	5.5

	Week 10
	  2 
	  throw 2 sixes
	2.8

	Week 11
	  2 
	  throw 2 ones
	2.8

	Week 12
	  3 
	  throw 2 ones plus any even number 
	1.4

	Week 13
	  3 
	  throw 2 ones plus either a one or a two 
	.9

	Week 14
	  3 
	  throw 3 ones
	.46

	Week 15
	  3 
	  throw 3 threes
	.46


