ANIMAL MEMORY GAME
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PRINT TWO COPIES OF THIS PAGE. CUT OUT SQUARES. LET YOUR CHILP LOOK AT THE PICTURES AND REAP THEM THE NAMES OF THE ANIMALS. MIX UP
THE SQUARES AND TURN UPSIPE POWN. EACH PLAYER TAKES TURNS TURNING TWO SQUARES OVER AT A TIME. IF THEY PO NOT MATCH TURN THEM
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FACEPOWN AND LET THE NEXT PLAYER TRY. THE GOAL IS TO BE THE PLAYER WITH THE MOST MATCHES.
NOTE: THESE SQUARES WILL ALSO BE USEP FOR THE ANIMAL BINGO GAME.




