MATHS GAMES USING PLAYING CARDS

MATHS GAMES UsING PLAYING CARDS: FUN, EDUCATIONAL, AND ENGAGING!

ARE YOU LOOKING FOR FUN AND ENGAGING WAYS TO MAKE LEARNING MATH MORE ENJOYABLE FOR KIDS (OR EVEN YOURSELF!)?
Look No FURTHER! PLAYING CARDS OFFER A SURPRISINGLY VERSATILE TOOL FOR TEACHING AND REINFORCING A WIDE RANGE OF
MATHEMATICAL CONCEPTS. FORGET BORING WORKSHEETS — THIS POST DIVES INTO A TREASURE TROVE OF EXCITING MATHS
GAMES USING PLAYING CARDS, SUITABLE FOR VARIOUS AGE GROUPS AND SKILL LEVELS. WE'LL EXPLORE GAMES THAT COVER
ADDITION, SUBTRACTION, MULTIPLICATION, DIVISION, PROBABILITY, AND EVEN LOGIC! GET READY TO SHUFFLE UP SOME
LEARNING FUN!

1. ADDITION § SUBTRACTION WAR: A CLASSIC WITH A TWIST

THIS IS A FANTASTIC STARTING POINT FOR YOUNGER CHILDREN LEARNING BASIC ADDITION AND SUBTRACTION. THE RULES ARE
SIMPLE:

SeTup: DEAL OUT ALL THE CARDS EQUALLY BETWEEN TWO OR MORE PLAYERS. FACE CARDS (JAck, QUEEN, KING) CAN BE
ASSIGNED VALUES (€.6., JAck=11, QUEEN=T2, KING=13) OR REMOVED FROM THE DECK ENTIRELY. ACES CANBE 1 OR 11
DEPENDING ON THE COMPLEXITY YOU WANT.

GAMEPLAY: EACH PLAYER FLIPS OVER THEIR TOP TWO CARDS SIMULTANEOUSLY. THE PLAYER WITH THE HIGHEST SUM (OR
DIFFERENCE, IF PLAYING SUBTRACTION) WINS BOTH SETS OF CARDS. IF THERE'S A TIE, IT'S “WAR”! EACH PLAYER LAYS DOWN
THREE MORE CARDS FACE DOWN, FOLLOWED BY ANOTHER CARD FACE UP. THE HIGHEST SUM (OR DIFFERENCE) OF THE FACE-UP
CARDS WINS ALL THE CARDS IN THE WAR.

W/INNING: THE PLAYER WITH ALL THE CARDS AT THE END WINS!

V ARIATIONS:
TARGET NUMBER: SET A TARGET NUMBER AND HAVE PLAYERS AIM TO GET AS CLOSE AS POSSIBLE TO IT WITH THEIR TWO

cARDS (ADDITION OR SUBTRACTION).
MuLTIPLE CARDS: USE MORE THAN TWO CARDS PER TURN TO INCREASE DIFFICULTY.

2. MULTIPLICATION SNAP!: SPEED AND SkiLL COMBINED

MULTIPLICATION SNAP! IS A FAST-PACED GAME THAT IMPROVES MULTIPLICATION SKILLS.

SETUP: SHUFFLE THE DECK AND DEAL IT OUT FACE DOWN TO ALL PLAYERS.

GAMEPLAY: EACH PLAYER TURNS OVER THEIR TOP CARD. |F THE PRODUCT OF THE TWO CARDS IS A MULTIPLE OF A
PREDETERMINED NUMBER (E.G., 5, 10, OR EVEN A LARGER NUMBER AS THE SKILL LEVEL INCREASES), THE FIRST PLAYER TO SHOUT
“SNAP!” WINS THE CARDS.

W/ INNING: THE PLAYER WITH THE MOST CARDS AT THE END WINS.

V ARIATIONS:

DIVISION SNAP!: INSTEAD OF MULTIPLYING, PLAYERS LOOK FOR CARDS WHOSE PRODUCT IS DIVISIBLE BY A SPECIFIC NUMBER.

PriME NuMBer SNaP!: CALL “SNAP!” IF THE PRODUCT OF THE TWO CARDS IS A PRIME NUMBER. THIS ADDS AN ELEMENT OF PRIME
NUMBER RECOGNITION.

3. ConcenNTRATION (MEMORY) WITH A MATHEMATICAL TWIST

THIS CLASSIC MEMORY GAME GETS A MATH MAKEOVER.

SeTUP: DEAL OUT ALL THE CARDS FACE DOWN IN A GRID. ASSIGN EACH CARD A NUMERICAL VALUE (AS BEFORE).



GAMEPLAY: PLAYERS TAKE TURNS FLIPPING OVER TWO CARDS. IF THE SUM (OR PRODUCT, OR DIFFERENCE) OF THE TWO CARDS
EQUALS A TARGET NUMBER, THEY KEEP THE PAIR. IF NOT, THEY FLIP THEM BACK OVER.
W/INNING: THE PLAYER WITH THE MOST PAIRS AT THE END WINS.

V ARIATIONS:

ADVANCED CONCENTRATION: USE LARGER NUMBERS OR MORE COMPLEX MATHEMATICAL OPERATIONS. Y OU COULD EVEN HAVE
PLAYERS CALCULATE THE AREA OR PERIMETER OF A RECTANGLE REPRESENTED BY THE TWO CARDS (E.G., CARD 1 = LENGTH, CARD
2 = WIDTH).

4. BuUILDING NUMBER SEQUENCES: A LogicAL CHALLENGE

THIS GAME CHALLENGES PLAYERS TO CREATE SEQUENCES USING THE CARDS.

SETUP: SHUFFLE THE DECK AND PLACE IT FACE UP IN A PILE.

GAMEPLAY: PLAYERS TAKE TURNS PICKING CARDS AND ARRANGING THEM TO CREATE INCREASING OR DECREASING SEQUENCES
(ARITHMETIC PROGRESSIONS ARE A GOOD STARTING POINT). For EXAMPLE, A PLAYER MIGHT CREATE A SEQUENCE LIKE 3/ 6, 9
12. PLAYERS MUST USE ALL CARDS IN THEIR HAND.

W/INNING: THE FIRST PLAYER TO CREATE A VALID SEQUENCE WITH ALL THEIR CARDS WINS.

’

V ARIATIONS:
GEOMETRIC PROGRESSIONS: CREATE SEQUENCES WHERE EACH NUMBER IS A MULTIPLE OF THE PREVIOUS NUMBER.

FIBONACCI SEQUENCE: CHALLENGE PLAYERS TO BUILD A FIBONACCI SEQUENCE (EACH NUMBER IS THE SUM OF THE TWO PRECEDING
ONES).

5. PROBABILITY PREDICTIONS: UNDERSTANDING CHANCES

THIS GAME HELPS CHILDREN (AND ADULTS!) GRASP THE CONCEPT OF PROBABILITY.

SETUP: DETERMINE A SPECIFIC EVENT (E.G., DRAWING A RED CARD, DRAWING A CARD WITH A VALUE GREATER THAN 7)
GAMEPLAY: PLAYERS PREDICT THE LIKELIHOOD OF THE EVENT HAPPENING BEFORE DRAWING CARDS. THEY THEN DRAW SEVERAL
CARDS AND CHECK THEIR PREDICTIONS AGAINST THE ACTUAL OUTCOMES.

W/ INNING: THE PLAYER WHOSE PREDICTIONS ARE CLOSEST TO THE ACTUAL RESULTS WINS.

V ARIATIONS:

ADVANCED PROBABILITY: INTRODUCE MORE COMPLEX EVENTS (E.G., THE PROBABILITY OF DRAWING TWO CONSECUTIVE EVEN
NUMBERS).

CoNcLUSION

MATHS GAMES USING PLAYING CARDS PROVIDE A FUN, FLEXIBLE, AND ENGAGING WAY TO LEARN AND REINFORCE MATHEMATICAL
CONCEPTS. THESE GAMES ARE ADAPTABLE TO DIFFERENT AGE GROUPS AND SKILL LEVELS, MAKING THEM A VALUABLE TOOL FOR
PARENTS, TEACHERS, AND ANYONE LOOKING TO MAKE MATH MORE ENJOY ABLE. SO, GRAB A DECK OF CARDS, SHUFFLE THEM UP,
AND GET READY TO LEARN WHILE HAVING FUN!

FAQs:

1. WHAT IF | DON'T HAVE A STANDARD DECK OF CARDS? YOU CAN ADAPT THESE GAMES USING ANY SET OF NUMBERED
CARDS — EVEN HOMEMADE ONES! THE IMPORTANT ELEMENT IS HAVING A SET OF NUMBERS TO WORK WITH.



1. CAN THESE GAMES BE PLAYED SOLOP MANY OF THESE GAMES CAN BE ADAPTED FOR SOLO PLAY. FOR EXAMPLE, YOU
COULD SET CHALLENGES FOR YOURSELF, SUCH AS CREATING SEQUENCES OR REACHING A TARGET NUMBER WITHIN A
CERTAIN NUMBER OF TURNS.

1. ARE THESE GAMES SUITABLE FOR ADULTS? ABSOLUTELY! MANY OF THESE GAMES OFFER SURPRISING COMPLEXITY AND
CHALLENGE, EVEN FOR ADULTS. THEY ARE GREAT FOR BRAIN TRAINING AND IMPROVING COGNITIVE SKILLS.

1. How cAN | MAKE THE GAMES HARDER? INCREASE THE NUMBER OF CARDS USED PER TURN, INTRODUCE MORE COMPLEX
MATHEMATICAL OPERATIONS, USE LARGER NUMBERS, OR INCORPORATE TIME LIMITS TO ADD PRESSURE.

1. WHERE CAN | FIND MORE IDEAS FOR MATHS GAMES WITH PLAYING CARDS? A SIMPLE ONLINE SEARCH FOR “CARD GAMES
FOR MATH” WILL REVEAL NUMEROUS RESOURCES AND FURTHER IDEAS FOR CREATIVE CARD GAME ADAPTATIONS.
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