ATH ROLLEKS

Roll Dice, Form an Equation, Pick Your Number, Collect Cards.

In this mathematical card game, you collect numbers that
match equations. The player with the most numbers wins.

Each player grabs five cards. On each
turn, someone rolls three dice (two
white, one red). Using the numbers in
your hand, pick a card that matches
any equation formed by the two white
dice. For example, die rolls 4 and 5 can
yield 1, 9 and 20. If you don't have a
matcphing number, play any card.

Here's the catch: the red die
indicates whether the lowest answer or
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