The a5y Al 2 308

RACE TO §1.00

DIRECTIONS: ol ine dice. Count out Inal many pennies and
Place lhem in Your penny column. When You have enough,
lrade up {or the nex! coin. First player 1o make $1 winsl
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DIRECTIONS: roll ine dice. Count 0ut Hnal many pennies and
Place lhem in Your penny column. When You have enough,
lrade up {or the nex! coin. First player 1o make $1 winsl
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