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LIGHTNING

How to Play

‘I Each player places one marker at the bottom
- H e of each column.

2 Player A rolls the dice and adds up the

® numbers. Player A moves his/her marker to
the correct space in the ones’ column. If the
sum is beyond nine, the player begins using
the marker in the tens’ column.

For example: 12 would be 10 and 2.

3 Player B rolls the dice, adds up the numbers
® and moves. | :

4 | {Pl.ay;exs'fﬁlfémate_ turns, rolling the dice, . .’
® adding the sum to their previous score and
moving their markers. |

5 The first player to move quickly (like
¢ LIGHTNING) and reach 100 is the winner!
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