


In Tthis packert . ..

In This 138 page packet, each spnner has 8 spaces so you wil £ind a series of nandom numbers that £IT each
criteria Youwil £ind the folowng Itfems:
. 2 0ne-to-one counting tiered spinners (avalable in color and/or black/white)
.- 05
« 00
. Y Numgg spnners (avaiable n color and/or biack/white)
« OO
« 20 (2 dfferent ones of these)
- 4 Ten framne number spnners (avallabie in color or black/white)

- 20 (2 dfferent options)
. 2 Addlgpg equation spinners

- 00
+ 2 5Ubtraction equall

« hstructional/Vigiee iciole n color or

. P, Say-t, Dot Ting Gum Drops (N black and white)
- HWered Swedl Number Yattd (n color and black/white)

- |1 Spin-IT"CnNd Make Ten (In color and black/white)

- |1Spin-it and Compare - Which is bigger? (n color or black/white)

- | Spin-iT and Compare- Equad or Not Equal (in color or black/white)
.« One More Number - (n color or black/white)

- OneLess Number - (n color or black /white)

- 2Spnaond Add - (In color and biack/white)

.- 2 Spnand Subtract - (In color and black/white)
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ways 1o Use a Spinnert

There are several ways To set up This pack with or without spinners onhand. i you do noT have any
Transparent spinners, use abrad and apaperclip To make your own spinner:

S YOou no longer use CI"\O Tape the Transparent spinner 1o The Top. This makes IT easy
" Cards OUT. IT's SO €a8sYy, €even Yyour Knders will be able To do IT on Their own.
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Please note: The following spinners are organized so that all the
‘a’ mats refer to counting, ‘b’ mats refer to numerals, and ‘c'

mats are ten frame, ‘d’ mats are addition equations, and ‘e' mats
are for subtraction equations. The numbers on the spinner mats
refer to the level of difficulty. 1 is for numbers G 2 is fof bers

0-10, and 3 is for numbers 11-20.
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Sweet Doubles Bump: Spin the spinner and double the
number. Place a colored marker (snap cube) on the square
with the number. If there is already a snap cube on the square,
you can bump it off. You can secure a square by placing two

markers on top of it. A spin of O is a wild card. o@

your cube on any vacant spot or a spot with o

The person with the most spots covered | e €
winner. o
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Spin and Color: Spin the spinner and count
| the items if using a counting spinner. Color
the part of the picture with the mgtchi
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Spin-it, Say-it, Dotting Gum Drops: Spin the spinner,
count and say the number, find the matching number on
the gum drop, and ‘dot’ it with a bingo dotter. You can

also play this game with a friend; choose
who can ‘dot’ the most pieces of gum dr
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Spin and Show Ten: Spin the spinner and write the
number in the box. Use the number line to determine how
i many more you need to make ten. Write that number on
the line. It is ok for you to spin the same number twi




avvvy 0 0 0 00000 0.0 0 00 0.0 0.0 0 0 0 0. 00,0 0. 0.0 0 0 0,00 0.0 0. 0 000, 10,00, 0,0 0. 0 0 0.0, 0.0 0, 0, 0 0 0000, 00 0 0 0. 100, 0,0 0,0 0 0 0000, 0.0 0 0 00 10, 00 00 0 B0 0 00 0 0 0. 0 0 0 0000, B0 0 .

Spin, Read and Show: Spin the spinner. Read the
fl number and write it in the box. Now show the number as
a ten frame. It is ok if you spin the same number twice.
Keep spinning until all the boxes and ten frames ar
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