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GAME CONTENT

Preschooler o

Mathematics
Enlightenment

WE LEARN
(¥ Counting Numbers
(® Preschooler Mathematics
(¥) Behavioral Habit

4+ A& 24 10-15
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This is a lovely mathematics enlightenment game tiles. In order to be more suitable for
preschool children to play, only 1-12 is set up, 4+ children can use this tile play directly to guess
whose number is big or small. Of course, there is also a set of addition and subtraction tiles to
add more fun and challenges to the game for 5+ children.Come and play the cute piggy
counting!

Orop hiar carelesly .

= Number Tile x 36 @ Addition Tile x 7 @ Subtraction Tile x 7

sic Rules £37

@ Shuffle all tiles even_ly and stack them face down form a draw pile.

@ Children take turns to draw a tile and place it in front of themselves, then start to compete
which is the biggest number.

@ |Fyou turn to addition and subtraction tiles: continue to flip until you get a number card.

@ The biggest number of children gets all the tiles placed in this turn. If the biggest number is
even, the even players will compete for one more turn, and the second turn winner will get the
all cards for the first and second turn.

@ Calculate the sum of all the tile numbers in front of you, and the sum of the biggest child gets
all the tiles played in this turn.
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- Player C owns the
[ t ) & biggest number, wins all
~mee =" tilesin this turn.

Flip over all game tiles, the player who gets most tiles wins.
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@ Shuffle the tiles (excluding the addition and subtraction tiles) and stack them face down
form a draw pile.

© The children take turns to draw a tile with the number facing out and put it on their
forehead. You can't peek at your own tile.

= Change tile: Everyone has one chance to decide whether to change the tile or not. If you
need to change the tile, you can replace the tile on the forehead with one tile fromthe draw
pile;

= Compete big or small numbers: Put all cards on forehead on table, the children with the
biggest number get all the cards in this turn. If the biggest number is even, the even players
will compete for one more turn, and the second turn winner will get the all cards for the Ffirst
and second turn.

Player D owns the
_~% biggest number, wins all
tiles in this turn.
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