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S 1. Pullup thisinteractive PDF on device of choice. For Dt

e tele-therapy, show PDF with shared screen option. e

S 2. Create game ‘pawns’ to movearound the game e

ki board by creating a shape (can use stamp in Zoom L

R for easy creation) and color according to desire. s

S 3. Decide which player will go first. My kids prefer a Dt

S match of rock-paper-scissors! s

22 (GAINEe PLAY S

S 1. On each player’s turn, the player willclickon the Dt

e spinneronce to begin the spin and again to stop it. e

S (You can hand over mouse control fo students for S

ki each turn to let them click by themselves) L

R 2. Player willthen click on their specific pawn and move S

L it fo the corresponding color.

e 3. Three spots on the wheel correspond to specific spot

i on the board — candy cane, chocolate, & toffee
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S 4. If a player’s spin lands on the rainbow, they can move Dt

e forward to the next color of their choice. For example, a e

S player’s pawn ison red. They can moveto the nextred or s

ki the next block of any color. L

e 5. During game play, if a player lands on a purple block i

S with the black licorice X then that player loses his/her Dt

] next turn. PRttt

S 6. During game play, if a player lands on the first orange s

ki block then they canride the ‘river’ and move ahead to L

e the connecting purple block. The brown ‘bridge’ isnot a i

L block. If you land on the yellow block above it simply

e slide down it to the connectingred block.

s /. Players can spin again if spinner lands perfectly in

RIS between two of the colors.

S TO WIN: Be the first player to reach the Candy Castle!
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