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. TO WIN: The first player to go around the board and land on the dogslﬁkiému for
[ ] “MMC Clubhouse” wins. If you pass the “Clubhouse” aware fovance
space, you must go all the way around the board again.
1. Players take turns in alphabetical order, by first name.
2. Each player begins by putting his/her marker at the “MMC
Clubhouse” and selecting one of the MATH PROBLEMS.
3. Solve the math problem on another sheet of paper to find out
how many spaces you will advance. (Each problem can be
used only one time per game.)
4. If you land in you lose a turn. However, if you
have previously landed on the “FREE PASS” space, you
Go back to have “Ollie’s Key” and can exit the cave without losing a turn.
Product
I Place I
I > A MATH PROBLEMS
g 2-1-= 10 -0 = 6+ 3=
] 8 -0 = 5+ 2= 10 - 4
Tens Place 4 + 1 = 9 -5 = 1 + 2
Ride the train
Iwith GoldentaiII 5-3-= 0+ 1 4 + 2 [ |
Advance five 10 - 5 1+ 3 8 -5
1T+ 1 4 -3 9+ 1 Sum Avenue
5+ 4 10 - 2 3+ 4 A
7 -1 3+ 2 10 - 6
4 + 4 7-0 2+ 4
8 -3 2 +2 7 -4
_ _ Visit Hollie’s
3 1 10 1 6+4 Law Office
6 —5= 8 —6 = 0+3=
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