twinkl.co.uk

Thanks for not printing this page!

Simply print from page 2 in your printing options to avoid wasted paper & inkl

e °
...your first choice for easy to use, trusted and high
quality teaching materials for educators and parents
worldwide - professionally crafted materials with a

ReSOUfces. personal touch.

A brief word about copyright...

By downloading this resource, you agree to the following:

You may use this resource for personal and/or classroom use only.

In order to support us, we ask that you always acknowledge www.twinkl.co.uk as the
source of the resource. If you love these resources, why not let others know about TwinkI?

You must not reproduce or share this resource with others in any form. They are more than
welcome to download the resource directly from us.

You must not host or in any other way share our resources directly with others, without our
prior written permission.

We also ask that this product is not used for commercial purposes and also that you do not
alter the digital versions of our products in any way.

Thank you for downloading!

We hope you enjoy the resource and we’ll see you very soon!

Did you know we also have twinkl Premium for schools?
Email sales@twinkl.co.uk for more information.



THE GINGERBREAD MAN

Instructions

2-4 Plagers
You will need...

* The Gingerbread Man board game
* The Gingerbread Man counters
* Dice

Set up

Set up the board game by placing the Gingerbread Man counters at
the start. The aim of the game is to end up at the finish.

How to play

1. Each player rolls the dice and whoever rolls the highest number
starts the game.

2. The first player starts by rolling the dice and moving the counter
as many spaces forward as shown on the dice.

3. If you land on any of the images on the mat, (The old woman, old
man, cat, mud splat, cow, horse, boy, fox and the ‘run, run as fast as
you can’ image) then please see the ‘what means what?’ section of
the instructions.

4. When you reach the fox you must stop and roll the dice to see
whether you cross the river or not. If you roll the numbers 1,2 or 3
then you move back 4 spaces. If you roll 4,5 or 6 then you cross the
river and finish.



What Means what?

Move back one space.
Move back one space.

Move back two spaces.

Miss your next turn.

Move back two spaces.

run, run

as fast as. Move forward two spaces.
you can

Move back two spaces.

Move back two spaces.

Roll the dice, if you roll 1, 2 or 3 then move back 4 spaces.
If you roll 4, 5 or 6 then cross the river and finish.
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