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INSTRUCTIONS
Help Belle rescue her father from the Beast’s dungeon
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INSTRUCTIONS
Print out both the front and back pages on a heavy weight paper such as a card stock. Using scissors,
have an adult cut the shape out along the dashed lines. After both sides are cut out, carefully glue the
blank sides together. Once the glue is dry, you may hang it on any door knob.
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INSTRUCTIONS
Print this page out on a heavy weight paper. Using scissors, have an adult along the dashed lines.
Before gluing, fold the bookmarks in half along the center line. Then glue the backside together.
For the best results pre-fold the paper before gluing.
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MEMORY GAME

INSTRUCTIONS

1. Using a pair of scissors, carefully cut out each card.

2. Mix up the cards and lay them in rows, face down.

3. Set your timer and start the game.

4. Turn over any two cards, if the two cards match,
keep them, if they don’t match, turn them back over
and remember what was on each card.

5. The game is over when all the cards have been matched.

6. The player that matches all the pairs in the
quickest time wins.

IN THEATRES:MARCIEIZ

© DISNEY

FOLD



MEMORY GAME

brﬂ/:

/\NI

N I'II[V\"R['}, \‘W\R(H:I7 © DISNEY INTHENTRES MARCH 17 © DISNEY INTHERRES MARCH 17 © DISNEY

!%ﬁ w%ﬁ !%ﬁ !%ﬁ
/\"\/l] , A‘*\/l , /\"\/l] , /\"\/l]

das) 51

’“'E‘




MEMORY GAME

L U K°E , ENANS a5 8GA'S TON ' ~ 722y L U K°E , ENANS a5 8GA'S TON '

‘) :D%my

,@FAUW I

(-);\iNI)HH '-)/\NI)HH

IN THEAMRESIM \R(II:I7 3 © DISNEY IN THEATRES k\‘W\R(H:I7 ; © DISNEY INTHEARESINTARCHN 2~ < ©DISNEY | PG] INTHEATRESAVARCHN 2~ < © DISNEY




MEMORY GAME

) )0 S THZ 6 ADYns L EFO U by A GADuas L E/FO U

IN THEATRES MARCH: L7 © DISNEY IN THEATRESIMARCILLZ © DISNEY . N THE ATRESSMARCIEIZ ©DISNEY | [PG] ' N THEATRESSMARCIEIZ © DISNEY
I ; o | -

159 159 159 159

[H1 AN U) [H1 AN U) [H1 AN U) [H1 AN U)

AlIVIQ ] ANV ANV ] L AIVAC ]

Jm JIq; Jm 1P Jm 1P Jm 1P




M A DL (7
EATRES MARCH 17

MEMORY GAME

~ K E Y N, KAl hN= -y s MAUR I CE ooy K E YN KOl hNBrasiMA UR 1 € GG U, M BATHASRAW as P LUMETTE GG U, M BATHASRAW as P LUMETTE




MEMORY GAME

DAN ST EVENSA THEPRINCE
: /

FOLD

ISl Sad

manv) manv)




EATDES KMADRCH (7
IN THEATRES MARCH 17

MEMORY GAME

Javerct

r davs)}

S a—

iy g vC

PARENIAL GobANCE

© DISNEY



	BeautyAndTheBeast58726d5b9fac8
	BeautyAndTheBeast_pdf_58acffca33793
	BeautyAndTheBeast_pdf_58acffe5d10be
	BeautyAndTheBeast_pdf_58acfff942a9c
	BeautyAndTheBeast_pdf_58ad0027ce5f1
	BeautyAndTheBeast_pdf_58ad0054d101f
	BeautyAndTheBeast_pdf_58ad0077b4a04
	BeautyAndTheBeast_pdf_58ad000e4ca6d
	BeautyAndTheBeast_pdf_58ad00649d1d7
	BeautyAndTheBeast_pdf_58acffb59d812
	BeautyAndTheBeast_pdf_58cad507cbae1
	BeautyAndTheBeast_pdf_58cad5168ebbf
	BeautyAndTheBeast_pdf_58cad52556d55
	BeautyAndTheBeast_pdf_58cad53a0c514

