EXPENSE SPIN

Expense spin
Topic.  Expense and borrowing.
Pedagogical environment. The teaching of economics in Lithuania’s primary schools is integrated into other subjects.  The game is up for students in grade 4 (from 10 to11 years old). It is played during the analyze of the theme called ,,Expenses and Borrowing’’. The game is related to mathematics, art and economy learning. 
Such economic conceptions as shortage, wants, consumer, expenses, goods and services are used in the game. 
Lesson plan was created by teacher Mireta Visockienė from  Aukštabalio primary school, Šiauliai (Lithuania).
The aim of the game. To compare personal and total class expenses and find odds, also, to make tool for a game.
Predictable result. Pupils will be able to compare personal and total class expenses, also, find odds, compare money spending decisions, similarities and differences.
Necessary resources: Xerox copies, pasteboard, glue, scissors, pencil (or a wooden stick), ruler, sticky tape.
Course. The class revise such economic conceptions as consumer, goods, and services. Teacher explains that children as users have to make many decisions every day. They have to choose what they will have for dinner or what cadies will buy etc.
If people wrote their expenses for some time, they could check their decision making way.

Pupils are asked to register their expenses for 3 days. In order to make this activity less boring the expense spin is being made.
Expense spin making slide is shown on the screen. Each pupil is handed a Xerox copy which is sticked onto the pasteboard. Afterwards the expense spin is cut out. The pencil is fitted into the middle using a sticky tape.
Pupils are explained how to register their own expenses.
The following step is to calculate the amount of goods and services bought by each person in three days.
Later they will fill in the table „Goods and Services Used by Our Class”.

Summing up:
· What’s the difference between your chosen good and the one chosen by your colleague?
· Why is your choice different?
· Why decisions of people to obtain a certain good or service differs?

· Why do consumers have to make expense decisions?
· What has to be taken into account while making an expense decision?

Evaluation. The game helps not only to deepen economic knowledge but also a tool for a pastime activity is made. An organized activity stimulates pupils and doesn’t allow them to get bored. 
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