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Materials for 2 Players

« 2 dice

« 2 Leprechaun Luck Garme Boards 5
+ 24 gare markers (12 per player) vt 10

Object of the Game
To be the first to remove all of your markers fromn your game board.

Directions

1 Each player needs one garve board and 12 gare markers:
Place your 12 markers on ary square or combination of squares on
your own garve board. You may put 1 marker on each square, all
markers on the same square, 2 markers on & squares, ete. After play
beqins, you rmay not move thern o another locaton
Eoll one die to see who goes first. High rolier becomes Player #1

. Player #£1 rolls both dice and states the sum of the dice He or she
removes all gamme markers from that square on his or her own board.
(Exarriple: Player #1 rolls a 3 and a 4 and states that the sum is 7. He
or she rermoves all garme markers, If any, From square number 7.) IF
that square is empty, Player #1 loses a turn
Mext, Ployer £#2 rolls both dice, finds the sum, and removes oll game
markers from that square on his or her own garme board. IF that
space is emphy, Player #2 loses a turn
Keep toking turns unhl one player wns by clearmg all of the game
markers from his or her own garne board.

. Play the game several more tirmes. The loser of each gamne becomes
Player #1 in the next game. Before starting each game, players place all
12 markers back on their game boards on ary combmotion of squares.
As vyou play each garme, discuss your strategies with your partner. Did
your strategies chonge affer the first garme? How and wiy?

. IF time allows, switch partners and ploy Leprechaun Luck agamst
someone élse Do your stroteges work against your new partner?
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