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ways To Use a Spinnert

There are severa ways 1o set up This pack with or without spinners onhand. 1 you do not have any
Transparent spinners, use abrad and apaperclip To make your own spnner.
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And if you have Tra <.« SONNers, consider picking Up Some spare cd cases at the doliar store or
From any old cds You ho longer use and Tape the Transparent spnner To The Top. This makes It easy

TO change spinner cards ouT. SO easy, even your Kinders will be able To do It on Therr own.
- —

'

/ e\
e
.‘}"\-i’ée'
N “

DM, McGuire A Differentiated Xindergarten




Spin-it, Say-it, What Comes Next: Spin the
| spinner, say the number, write the number on

illed.
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Fal Owlis Number Yatta .

Spin the spinner for everyone to see and count. As quick as you can, find a matching number on an owl and say
‘Yatta." If you are the first person to find a matching number and say ‘Y® ‘a.' then you may color the owl in your
color indicating you ‘won' it. Play continues until all the owl boxes are ‘wdy ' The pla ith most owls colored in
their color, wins.

Use W”h mQt ]0 Qr ]C OM. McGuire A Differentisted Kindergarten
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Name:

Spin, Read and Write

Spin the spinner. Count the number of items. Write the nnber in the box and the number
word on the lines. It's ok if you spin the same number twy €. Spin until all the boxes and

lines are used. )
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Spin and Win: Spin the spinner and move your
playing piece to the next matching number. When
you get towards the end, if you spi\ a number and
there are no more of that number legt, nfoy 2 to the
finish line. Be the first one fo get t ‘ 13




Please note: The following spinners are organized so that all the
‘a’ mats refer to counting, ‘b’ mats refer to numerals, and ‘¢’
mats are ten frames. The numbers on the inner mats refer to
the level of difficulty. 1 is for numbers 0-5, 2\ for ffury bers 0-10
and 3 is for numbers 11-20. ’\




Fall Owls Number YoTa  yeme.

Spin the spinner for everyone to see and count. As quick as you can, find a matching number on an owl and say
‘Yatta." If you are the first person to find a matching number and say ‘Y 'a.' then you may color the owl in your
color indicating you ‘won' it. Play continues until all the owl boxes are 'wdg ' ith most owls colored in

their color, wins.

Use W”h mOT ]O Qr ]C OM, McGuire A Differentisted Sindergarten
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Spin and Compare

Name:
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circle the sign to

'O num

number in the box next to your first spin. Compare the

indicate whether the numbers are equal

“not

Use with any spinner
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Spin-it, Say-it, Dot-it: Spin the spinner, count and say

the number, find the matching numbergon the pumpkin

and ‘dot’ it with a bingo dotter. You ca olsczgdy this
n

game with a friend; choose a color and sye can

‘dot’ the most pumpkins, or who cang’ Urn b row. |If
you spin and can't ‘dot’ a pumpkin e%'s ! o;?’.ove
oS

all been dotted with that num er& r turn.
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Spin and Color
Spin the spinner, count the item orsay Name:
the number, and color the part of the

picture with the matching number.

Use with mat 4c
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SpiN-IT, Count-iT, TFOC€-IT

Spin the spinner, count the items, find the matching number on
an acom and frace the number. You can alse play this game
with a fiend 1o see who can trace all their numbers first.
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Use Wlth MOT ]0 or ]C OM, McGuire A Differentisted Kindergarten
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