. - ’ ' 2 o Roll the die and choose a number. Place a
B GSt 0 to 20 . counter on the matching number shown in
* tens and ones. Keep taking turns until all the

You will need: a game die; 16 counters (e.g. 8 blue, 8 red) . numbers are covered. The player with the

. . . most counters wins.
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. . ’ ' S Roll the die and choose a number shown by
B GSt to - the tens and ones blocks. Place a counter on
the circle with the matching numeral. Keep

You will need: a game die; 16 counters (e.g. 8 blue, 8 red) taking turns until all the numbers are covered.
s . : - The player with the most counters wins.







. | ' ® o Roll the die and choose a number shown by ,
GSt to b dots. Place a counter on the circle with the
matching numeral. Keep taking turns until all

the numbers are covered. The player with the

You will need: a game die; 16 counters (e.g. 8 blue, 8 red) .
. most counters wins.

oﬁz .

‘VISIt‘tWInkl com.ay




or

or

or

or




. ' ' . . Roll the die and choose a number. Placc; a
GSt to p counter on the matching number of dots.
" Keep taking turns until all the numbers

. You will need: a game die; 16 counters (e.g. 8 blue, 8 red) .  are covered. The player with the most
. . .. counters wins.
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