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Ass:mllly :

v v3. FOR BEGINNERS Use only one set (18 cards or9] palrs wrth the

" Before we learn how to play, let s take a loo\k at the

- check by makmg sure: the frame*s match as well.

- BRADLEV
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l:nntents R e
72 Picture Cards, 1 Plastlc Storage Tray ‘ SR

 objeet

To find the. most pairs of matching Bob the Bu:lder plcturé cards

Carefully punch out all of the dle-cut cards from the cardboard sheets -
*

".T‘Setup T T

. Mix the cards i ip and Spread them facedown on a flat surface NOTE
Keep the plastic.tray for storing the cards Thls wnll prevent them from
becomlng nrcked or marked

2. Form 9 rows of cards across and 8 rows down, usmg all 72 cards Then
without looking,.remove one card and set it asrde facedown out of play
{This wili create an odd number of matchmg palrs and redut:e the -
possnblllty ofa tie.) - L. L

. same color frame) and form 6 rows across and 3 rows down.

The Cards

cards. There are 72 picture cards or. 36 pairs of
matching Bob the Builder characters. Each
matching pair-also has a matchmg color frame.
So'if you think you have'a match, you can double
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® The game ‘continues until all possfble matches have been ‘made and thosef‘i D

. S B N A oy e e T LT kg
. < . X i R

I you have the most pairs o'f matchmg cards, you wmI ; (N

For 1 or More Players i Ages 3 to 6

an we r:nn plnyl Here's Ilmr(r
- ® The youngest player goes. flrst Players then take turns to the left, turnmg»

“any two cards. picture- -side- up Thé cards must be turned ever eomplafely,’
“so all players ‘€an see them .

vAMatch T A S
A player makes a match rf the two cardstumed plcture-srde hp ar
identical. When a match-is mads, the player takes both cards and places
‘ them in front of him/her.. Fhat player takes another turn, and- conttnues =
:“taking turns. until he/she misses. Remember to-make surethat your ’
‘matching palr also has a matehmg colorframe '

- AMiss = - S , et

- A player mlsses if the two' cards turned prcture srde-up are net |dentlcal
When a player misses, he/she turns the two cards picture-side-down
.again; in the same place: That player’s turn ends. All- players should ryf’
to remember whlch cards were turned over for future matchesr

cards have been removed from the playmg area. All players then count up =
thelr matchlng palrs v ; ,

‘Solo Play R

This is excellent practlce for developmg concentratlon

. and memory. skills. Just set.up the game as described
.~ above; using any. number of pairs, and count the
.- number of turns it takes you to match them all

’ Try o’ lmprove Wlth -each game you play

" Wewill be happwto hear your comments or questlons about o

this game; Write to Hasbro Games, Consumer Affairs Department
P.0. Box 200,:Pawtucket, RI 02892, Tel: 888-836- 7025 (toll free)

’ Customers in.Canada may call 450—»670-9820
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