Race Track
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Each player will need a dice and
> < a counter. > <
Place your counter on the
Mulngly by | Start/Finish square. Subtract 2
Roll the dice. Use the score on the
dice, together with the instruction
>—< on the square, to work out how
many spaces you can move. (For Subtract 3
Subtract 7 | €xample, a dice score of 4 with then
the instruction Add 3 means you multiply by
can move seven spaces.) 2
> : Move your counter forwards ; :
or backwards, according to your
Add 3 total score. Then pass the dice Add 3
to the next player.
> < The winner is the first player to > <
complete three laps of the racing
ré]d(ljtiTIa?)d track, landing on or past the Subtract
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