
1A

1B
For 1 set of smartsleeves, 
you can make up to 12  pairs

This game is made for Take Two.

After printing, cut the cards and insert them into 
the smartsleeves.

Use the top orange number on the smartsleeves. 

Example   



1A

1B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: BEGINNING SOUNDS



2A

2B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: BEGINNING SOUNDS



3A

3B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: BEGINNING SOUNDS



4A

4B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: BEGINNING SOUNDS



TakeTwo: Mother and Baby Match

This game is made for Take Two.

After printing, cut the cards and insert them into 
the smartsleeves.

Use the top orange number on the smartsleeves. 

Example   1A

1B



1A

1B



2A

2B



3A

3B



4A

4B



5A

5B



6A

6B



7A

7B



1A

1B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: Opposites 

This game is made for Take Two.

After printing, cut the cards and insert them into 
the smartsleeves.

Use the top orange number on the smartsleeves. 

Example   



1A

1B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: Opposites 

healthy

unhealthy



2A

2B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: Opposites 

full

empty



3A

3B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: Opposites 

hot

cold



4A

4B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: Opposites 

fast

slow



5A

5B
For 1 set of smartsleeves, 
you can make up to 12  pairs

TakeTwo: Opposites 

heavy

light



TakeTwo: Christmas Matching 

This game is made for Take Two.

After printing, cut the cards and insert them into 
the smartsleeves.

Use the top orange number on the smartsleeves. 

Example   1A

1B



1A

1B



2A

2B



3A

3B



4A

4B



5A

5B



6A

6B


