Bien Dit 2: Chapter 6A
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FINALLY

WHILE

TO SEESAW TO COLLECT

HAPPY/SAD

TO PLAY BALL WHILE/DURING

FORTUNATELY
TO JUMP ROPE

AT THAT MOMENT

TO PLAY DOLLS

TO PLAY CHECKERS TO PLAY HOPSCOTCH

TO PLAY MARBLES

TO GO ON A CAROUSEL TO PLAY A GAME SIMILAR TO TAG

TO GO TO THE CIRCUS



Solution
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