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CHAPTER 16 - PG 273

� Four in a row
				    The first player to roll a 4 begins.

				    �1	 The first player rolls the die and takes a card.  

				�    2	� The first player places their counter in the 
square with those coordinates.

3	� Each player takes their turn to roll the dice and place a  
counter in the correct square.

4  �The winner is the first player to get 4 counters in a row,  
column or diagonal.
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Game7

• a die 
• cards with A to F
• �different coloured 

counters for  
each player

• game grid 

If there is already a counter on the square a player cannot 
put a counter down, and the next player rolls the dice.

I rolled a 5 and 
got the card 
with C on it.
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