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T x Tables

Each player has a different colored counter. Roll the dice. If you
land on an empty space, stay there until your next roll. If you land
on a space with a number, work out how many 1's are in that number.
You may then move that many more spaces. For example, if you
land on 5, you may go 5 more spaces. First to the end wins.
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2 x Tables

Each player has a different colored counter. Roll the dice. If you
land on an empty space, stay there until your next roll. If you land
on a space with a number, work out how many 2’s are in that
number. You may then move that many more spaces. For example,
if you land on 10, you may go 5 more spaces, then follow any

arrows you land on. First to the end wins.
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