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2 PLAYERS-AGES 7 AND UP

PLAYING TIC TAC TWICE: TIiC TAC TWICE TEACHES
Two players compete to be the first to THESE MATH SKILLS:
pfh:e four of their magnets in a [ine — ® Pattern Reco?hiﬁoh

either across, up-and-down or Ji&?ohh"y ® Lo?ic. and Rea.ﬁohfh?
— with the added challenge of playing on o Strategic, High-Level Thinking

two game boards simuffht\eously.

To start, each play- i
er ehooses & magnet ¢
color. Play Lt’ihs -+- S

with one phyer
placing individual
tedgnels on the
same picture on
each gatne board.

[i.E., PI&‘ih? A PUI’P]Q h&?h%f oh 'H\Q Arisfupi&y makes |tm.rninjI fun.
po'&r bear Pici‘un found on each of To discover all of our gamas,
the two boards.) & call toll free 1-888-GR8-GAME

for & frae catalog. Or visit us af
Aristoplay ™ wuw.aristoplay.com.

Players continue, alternating turns.
When a plhyer positions three maghets
in one row on one of the game Lohrals, i
"y " atent No. 5,611,538 :
he/she calls out :I\lf-k . The oppomtht Game creators: Patricla
Baggett, Andrza]

then must “block™ the line I:y Pla:inj A Ehranfeucht
wagnet on the fourth space.
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Play continues until a plhycr positions gl e

four magnets in a line to win the game. g T 2055510805



