Spare game - The Eight Spinner Lesson 8 - Part A

A game you can use today

Use this only if your own game cannot be assessed — for example if it is a skill game with no outcomes to list, or if the
outcomes are still not complete. Your teacher will tell you. Using this card changes the apparatus, not what is being
marked: you still do all seven items and they are judged the same way.

The Eight Spinner
The Prep buddy spins once. Where the arrow stops decides what happens.

. Red — 4 sections
. Blue — 3 sections

. Gold — 1 section

The rules

¢ Red: the buddy picks a sticker.

« Blue: the buddy has another spin.
¢ Gold: the buddy wins the big prize.

Everything you need for Al is on this card: the spinner has eight equal sections, and every section belongs to exactly one
of the three outcomes. Work out the probabilities yourself — they are not written here.

Building it in the Chance Simulator

Choose the spinner. Set it to 8 sections. Name three outcomes — Red, Blue and Gold — and give them 4, 3 and 1
sections. Check the picture matches the one above before you run it.

Teacher use — why this student is using the spare game
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