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The game board(s) in this file were created for early learners of English as a
second language by Kinney Brothers Publishing © 2011. You can visit our web
site for more free downloads at www.kinneybrothers.com.

This file contains game board(s) and easy instructions for playing the game.
Please read the following terms of usage.
Terms of Copyright and Use

All rights reserved world-wide. No part of these games may be reproduced,
stored in a retrieval system, or transmitted, in any form or by any means, electronic,
mechanical, photocopying, recording, or otherwise, without the prior written permis-
sion of Kinney Brothers Publishing, with the sole exception of printing or photocopy-
ing carried out under the conditions described below.

These games are subject to the condition that they shall not, by way of trade
or otherwise, be lent, resold, hired out, or otherwise circulated without the publisher’s
prior consent in any form of binding or cover other than that in which they are down-
loaded and without a similar condition including this condition being imposed on the
subsequent purchaser.

Printing and Photocopying

The publisher grants permission for the printing and photocopying of the games
maked ‘photocopiable’ according to the following conditions. Individuals downloading
the files may make copies for their own use or for use by the classes they teach.
Schools downloading may make copies for use by their staff and students, but this
permission does not extend to additional schools or branches.
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Instructions

Place a pile of flash cards face down on the center of the board. Each child
places a counter on start. Each child starts with a score of 20, and takes turns
to pick up a card, which she must correctly identify before rolling the dice. She
then rolls a dice and moves her counter around the board. When she lands on
a plus (+) or minus (-) square, she changes her accumulated score by the amount
shown on the dice. For example, a first throw of 6, landing on a plus (+) square,
would mean her accumulated score becomes 26 (20 + 6 = 26). A second throw

of 4, landing on a minus (-) square, would mean her accumulated score becomes
22 (26 - 4 = 22).

A child is the winner after reaching a targeted score or having the highest score.

Having the highest score after getting through an agreed number of flash cards
(or time) can determine the winner, as well.





