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MEMORY GAME

INSTRUCTIONS

1. Using a pair of scissors, carefully cut out each card.

2. Mix up the cards and lay them in rows, face down.

3. Set your timer and start the game.

4. Turn over any two cards, if the two cards match,
keep them, if they don’t match, turn them back over
and remember what was on each card.

5. The game is over when all the cards have been matched.

6. The player that matches all the pairs in the
quickest time wins.
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