o0000

Ooooo0o000

OOOOOOOOo

emmEmEE m

S pmEEES®

s EEEENE §

-

-

5eOOCO GO @

5 2

<
<
<
S

..IIIII‘

m]

S OO G OL

0000000 o
& o [ \

LR N RN N

s EEEENE §

S amEEES

0000000
o

gpismEmEnm®
00000000

000000000
Ooooooo0o0

FN J

Oooooo000

e

.

0000000 o
o

~

-

~N

23

W

..IIIII‘

0O0OO0OOOOOO
o
Oooooo0o00

6 ]

o
/ Oooooo000

0000000000

00000O0O o,

5000000000060 00 O

Ooooooo0o0
QOO OOO O OO0 OO0 ¢

~

(2\ £|
\ S \.’8‘_
7 N J s '

giEeEmEn®

emEEEE ®

© www.thecurriculumcorner.com

Directions: Roll 2 number cubes and
* s mu=u=umye? subtractthe numbers. Coverthat space
with a marker. You can bump your partner's
space. If you cover a space with
2 stacked markers, that space can't
be bumped. The player to use all 10 of

their markers first wins!

1

o
0Ooo0oo00000O0
s EEEENE §

o o
"0 0000000000000 7

»

(o)

00000000o



