Dress a snowman

Each player has a picture of the snowman and the
accessories required to dress it.

The first player throws the die and places the
corresponding accessory on the snowman. For example :
2 is the tuque.

The second player does the same.

The player passes a turn if the item corresponding to
the throw has already been placed.

The winner is the player who finishes dressing the
snowman first.
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