‘i_{A GRAND GAME FOR LITTLE TOTS

s Seat the’ chlldren around a table——four 1s a good number. LS

* "Tell them-to turn all’ the blocks, face. own, and‘shuﬂle to thelr
hearts’ content. - (The colors can’t rub-off!) 8 7 2 : ;

Every child draws 4 blocks and ‘stands them up in front of *hlm-_—; ke
the Temaining blocks form the Fish Pond... "/ e S R T
" The ‘youngest playsfirst, placing any«hlock m ther
table to start the beginning’ of the line.": Z
S ‘Now going around the circle, to. the left, each chlld~plays a block
‘which ‘matches the color at either end of ‘the line, being sure to place
‘-‘hls block, end to end with it—so that the matching colors are together. :
", Should a youngster be unable to play when his turn comes around,
'he goes a-fishing in the pond to catch a block, whose. color will match
= either end of the line. If, after drawing one block, he still can’t play,

A ‘the _game goes on’ ‘and he must wait for ‘better luck on his next turn.
Occasmnally, no one can play—in this case the child having the’

fewest blocks in front of him wins—but' ordmanly, the wmner is the
Afirst klddle to dlspose of all of his. blocks. # B

FOR. OLDER CHILDREN AND. GROWN-UPS

~ —Followmg the tules..of K1dd1e-Doms, ry to play a block that will
make: both ends of the line, the same color.i Thls counts, ﬁve (5)
: .pomts. 4

v Ten (10) pomts are allowed to the plagler» who- ﬁrst gets nd of all 4
,hls blocks; and he also scores one. (1) pomt for each block then held
by all other players. - 8

i The ﬁrst to score fifty (50) pomts w1ns the game.
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