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Decimal Dash 

 
Directions: 

• Spin a spinner or roll a number cube. 

• Place the number in any box on your game board. 

• Once placed, the number can't be changed. 

• Take turns spinning and placing numbers. 

• If you can’t place the number to keep a comparison true, you lose that turn. 

• The first player to complete each comparison is the winner. 
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