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PEXESO

CONCENTRATION GAME
In this game, all the cards are laid face down on a flat surface. With each turn, a player turns two
cards face up. The aim is to turn over and keep as many matching pairs as you can. The player with

the most pairs at the end is the winner. This game can be played with any number of players or alone.
Itis good for young children, though adults may also find it challenging and stimulating.

1. IF POSSIBLE, PRINT OUT THE CARDS DOUBLE SIDED, IDEALLY ON CARD OR THICK PAPER, SO THAT THE
CARDS HAVE A BACK AND FRONT. IF YOU CAN'T PRINT DOUBLE-SIDED, JUST PRINT PAGES 1, 3 AND 5
WITH THE PICTURES ON THEM.

2. CUT OUT ALL THE CARDS.

3. MIXUP THE CARDS.

4. LAY THEM FACE DOWN ON A FLAT SURFACE IN ROWS.

5. WITH EACH TURN, A PLAYER TURNS OVER ANY TWO CARDS.

6. IF THE TWO CARDS ARE THE SAME, THE PLAYER KEEPS THEM.

7. IF THEY DONT MATCH, THE CARDS ARE TURNED FACE DOWN AGAIN.

8. PLAYERS NEED TO REMEMBER WHAT WAS ON EACH CARD AND WHERE IT WAS.

9. THEY ALSO NEED TO REMEMBER THE CARDS THAT WERE TURNED OVER BY THE OTHER PLAYERS.

10. THE GAME IS OVER WHEN ALL THE CARDS HAVE BEEN MATCHED AND KEPT.

1. THE PLAYER WITH THE MOST PAIRS WINS.



