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Thc objcc’c of the game is to kcep the sum of the discarded
cards 99 or below.

I. Shugle the cards and deal four cards to each P!ager. Flace the
remaining cards number-side down.

2. The first P!ayer P!ags one card and says the number of their
card. He/she Picks up a new card.

7. The next Plagcr adds their card to the Previous total and Picks
up a new card.

4. T he play continues in this way: Add your discarded card to the
pile and announce the new sum; draw a new card and a new
person plags.

KCCP in mind that the Fo”owing cards have powers.
4~ Keverse <Pl39 direction is reversed)

1O — ad& or subtract IO

9—~9or99
K~ hold

]Fgou are unablc to P183 a car& gOU are out. Game CHC!S W}'ICI’E

someone strikes out 3 times.

¢ Materials: deck of cards



High~Number ] oss
Object of the game is to make the largcst number Possib!e.

I. E_ach Plager draws four blank lines on a sheet of paper
to record the numbers that come up on the rolls of the
die.

2. F!agcr i rolls the die and writes the number on one of
his/her four blanks. [t does not have to be the first blank
—itcan be any of them. chp in mind that the /a/gcr
number wins!

3. Flager 2 then rolls the die and writes the number on one
of his/her blanks.

<+ Flagers take turns ro”ing the die and writing the numbers
three more times each.

5.1 ach Plager reads his/her number. Tlﬁc Plager with the
largest number wins the round. The first Plager to win

{:OUF rounds WIns the gamc.

¥t Materials: 1 six-sided die



Name That Numbcr

Of)jcct of the game is to collect the most cards.

i. Sl'nulclqc the cards and deal five cards to each Plager. F]acc the
remaining cards number-side down. | urn over the top card and lace
it beside the deck. T his is the target number.

2. Flagcrs try to match the target number bg adding, subtracting,
multiplging, or clivicling the numbers on as many of their cards as
Possib]c. A card may onlg be used once.

3. Flagcrs write their solutions on a sheet of paper. When Playcrs have
written their best solutions:

a. Theg set aside the cars theg used to name the target number.
b. Rep]ace them }35 drawing new cards from the toP of the deck
C. Fut the old target number on the bottom of the deck.

d. Tum over a new target number, and Play another hand.

4. Flag continues until there are not cnough cards left to reP]ace all of
the P]agers’ cards. The Plager who sets aside more cards wins the

game.

Example: Target number =16 A P]ayer’s Carc!s: 7,5,8,2,10
Some Possib]c solutions:

10+8-2=16 (three cards used)

7X2+10-8=16 (Four cards used)

8/2+10+7-5=16 (Five cards used)

Matcrials: 1 complctc deck of number cards



Numbcr Top~]t

Object of the game is to make the largcst 4 cligit number.

i.

shuffle the cards. Flacc the deck number-side down.

2. Thc Flac¢~\/alue Mat has rows of boxes. E_ach Plager

uses one row o1C boxes on t%e game mat.

. ]n each rouncl, layers take turns turning over the to
Pay & P

card from the deck and P]acing it on any one of their
emptg boxes. Each P]agcr takes four turns, and Places

Four cards on his or l‘ler row OIC the game mat.

4. A’c the end of each rouné, Playcrs read their numbers

aloud and compare them to the other Plagers’ numbers.
The Plager with the !argest number for the round scores
i Point. The P!agcr with the nextJarger number scores 2

oints, and so on.
P

. Flayers P189 five rounds for a game. Skumcﬂe the deck

between each round. The Plager with the smallest total

number of Points at the end of five rounds wins the game.



SUEtraction T a rget Frac’cice

Of)jcct of the game is to get as close to 0 as Possib]e, without going below
Q.

i. Sl'nulclqc the cards and P]ace the deck facedown. Each Plagcr starts
at 250.
2. F]agers take turns Aoing the Fo”owing.

a. | urnover the top two cards and make a Z~<Jigit number. (You
can Placc the cards in either order.) Subtract this number from
250 on scratch paper. Chcck the answer on a calculator.

b. Tum over the next two cards and make another two —~digit
number. Subtract this number from the result obtained in the
Prcvious subtraction. (Check the answer on a calculator.

c. Do this three more times: take two cards; make a Z—digit
number, subtract it from the last rcsult; check the answer on a
calculator.

3. | he Plagcr whose final result is closest to 0, without going below o,
is the winner. |f the final results for all Plagcrs are below 0, no one

wins.

Examplc:

Turn i: Draw4 and 5. Subtract45 or 54. 250-45=205
Turn 2: Draw o and 6. Subtract 6 or 60. 205-60=145
Turm3: Draw4 and 1. Subtract41 or 14 145-41=104



