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Ten Spot Game

Catalog Number 1-08920-00
Description
The Ten Spot Game Board, measuring 20”x20”, has both Braille and raised large-type numbers.  A white spinner, also marked with Braille and raised large-type numbers, is mounted in the center of the board.  The board is colored light yellow to contrast with the black pegs.  Five pegs are included. 

How to Play
Number of Players:  This game may be played by two, three, or four players.

Object:  The object of the game is to be the first player to land ten times on spaces whose numbers add up to 10.

Preparation:  Each player sits facing one side of the board.  The arrow directly in front of the player indicates his or her number on the spinner (numbers always read right-side up in relation to each player).  The numbered strip to the player’s left is used to move his/her peg.  The player begins with his peg in the closest hole (#2).  The score may be kept on an abacus, such as APH’s Cranmer Abacus, catalog number 1-03150-00.  The score may also be kept on a Brailler, a slate and stylus, or a talking calculator.

To play:  Determine who will start.  Play proceeds clockwise around the board.  Each player spins the spinner, in turn, then reads the indicated number.  He/she then moves the peg away from himself the number of indicated spaces.

On each first turn, each player records the number on the space on which he/she lands.  This number is called the play score.  During subsequent turns, each player adds the number on the space on which he/she lands to the play score total.  When a player’s play score adds up to ten exactly, he/she calls “Ten Spot!”  Then that player records one point in a column separate from the play score.  The number in this column is called the game score.  A player adds one point to his game score every time he calls “Ten Spot.”

After “Ten Spot” is called, the players clear their play scores.  All pegs on the board stay where they were when “Ten Spot” was called.  The game continues from these new starting points.  Each player begins adding up a new score.

If a player’s score totals more than ten, his/her play score must be cleared, and the player’s peg must be moved back to the beginning of the numbered strip.

(continued)
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If a player’s peg reaches the furthest hole on the strip without adding up to ten, then peg movement reverses back toward the player.  The player continues to add to his/her play score.

Determining the Winner:  The first player getting a game score of ten (the first player who calls out 

“Ten Spot” ten times) is the winner of the game.

Variations:


*  Instead of clearing the play scores when “Ten Spot” is called, the players continue adding to their 

scores.  The player who called “Ten Spot” starts over at zero.


*
The play score may be set higher or lower.


*
The object of the game can be changed, to see which player calls “Ten Spot” the most often in a 



given period of time.


*
More advanced players may choose to add even numbers and to subtract odd numbers until the 


play score reaches ten.


*
Older players may use the spinner number not only as the indicator of the number of moves to 



take, but may also use it as a multiplier of the number of the landed-on space.  The round      



continues until a player reaches a play score of 100.


*
Other variations may be created by the teacher and the students.

Recommended Ages:

8 years and older
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