Yr 4-6
Card/Dice

Maths Games


https://deck.of.cards/
http://random-cards.com/random-cards/
https://www.google.com/search?q=online+dice+roller&rlz=1C1GCEA_enAU892AU892&oq=online+dice+roller&aqs=chrome..69i57j0l4j69i60l3.4055j0j7&sourceid=chrome&ie=UTF-8

WHY USE GAMES TO LEARN

Engaging
Purposeful & repeated practice
Strategic thinking

Independent
Choice & variety




. Pack of cards
SKILLAddition FI | pper

Aim:
To add as many cards as you can in 30 sec

How To:

A Children have 30 sec to turn over as many cards as they can, adding them as they go.
A Encourage use of strategies, egd9 is add 1@ 1

A Play again and see if they can beat their total.

Example:

I p OFNRZI GKSYy | j dzl Sy O2dzNy 3S pbpbmM0OI UKSY
Children call out their totals as they go

P2z MMZX

Differentiation:

A Increase or decrease the amount of time.

A Only use cards 4.5 for lower primary

A Use jack, queen, king as 11,12,13 for upper primary

http://en.castlots.org/playingcardsgenerator/



http://en.castlots.org/playing-cards-generator/

Dice Wars 2-4 dice
SKILLAddition or Multiplication 10 counters

Howto:

A Each player starts with 2 dice an@® dzy 4t SNE 6 WNR O] a4 Q0 @

A ¢KS 202S00A0S 2F GKS 3JFYS Aa (G2 OFLWdNB Fft 2F GKS 203KS

A On the count of three, both players roll their dice. Each player adds up the sum of his/her two dice, and whoever has a highe
ydzYo SN 3SGa G2 aaidSrtég | NRBO]T FTNRY (KS 20KSNJ LJX I @ SNJ

A Continueplaying until one player has ALL 10 rocks.

Note: Encourage using strategies to add the dice quicker, eg. doubles, near doubles, friends of 10

Player A has a total of 11 ‘

and Player B has 7.
tfF@SNI ! YI &
from Player B

Differentiation:

A Rolling a double trumps any other number, and you get to steal TWO rocks from the other player
A Forolder kids, try usinghree dice!

A You could practicenultiplicationinstead of addition skills.




Take 100

SKILLSubtraction

Years 46:

Each student begins with 100 points. In turn, students r@ldace and either add or multiply the
numbers together before subtracting the number from their 100 points. The first player to reach ze
the winner.

) e

Variations
w [/ KFIy3aS (KS ydzyoeS

Istroll
5x2=10

2ndroll
6x2=12




Make 24

SKILLAddition, Skip Counting, Multiples

Years 24:
A This game for individuals requires only 1 dice.
A Theplayer throws the dice repeatedly, listing the numbers thrown in columns as follows.

1
1

A The player has to keep a running total of each column in their head and stop when one of the
columns reaches exactly 24 (The fifth column will never reach 24).
A Playerglay the game several times and compare tHigidings.




Make 100

SKILLAddition, Subtraction, Multiplication, Division

Years 48:

A The aim is to make a total of 100 or as close to 100 as possible.

A Playerdake turns to roll the two dice and combine the numbers with any operation to produce a
score. The player who reaches 100 or is closest to 100 is the winner.

A Encouragelayers to record their choices and calculations.

A Forexample:

Dice throw Calculation Running total
4 and 6 4x6=24 24
1and 4 1+4=5 29
2and 5 2x5=10 39
6 and 6 6x6 =236 75
5and 3 5x3=15 90
2 and 3 2+3=5 95
6 and 1 6-1=5




Double, Halve or Stay

SKILLDouble and Half

Years 48:
An activity for two to four players

A Choosea target number between 5 and 122.
A Playergake turns to roll the dice.
A Oncethe dice areolled, form a number.
A Theplayer then makes a decision to produce a number that is as close as possible to the target
number. They can choose to:
V doubletheir number
V halvetheir number
V keepthe number as is

A The player closest to the target is the winner. m - - '

o : _ Player 1 roll Player 2 roll
Variation:Use 2 coloured dice and decida one coloured Gad ydzyoSNI dad cyidzyo SNJ

diceto represent the ten@ndthe other to representtheones 42 LQft adl &2 LQft R2d
Player 2 is closest to 70 and wins!

GhdzNJ G NBSGO ydzyo S




Total Three

SKILLAddition, Subtraction, Multiplication

Years 48:

An activity for twaoplayers

Players take turns to roll the two dice and complete the following calculations on each roll:

V addthe two numbers shown on the dice

V find the difference between the two numbers
. 1 30

V multiply the two numbers

Add the three numbers to produce the score for thaund.

Forexample (player 1): F
6+3=9

6¢3=3

6x3=18
Score =9+ 3+ E30

2
3
4
5
6
I
8
9

After 10 rounds the player with the highest total is the winner.
To make the activity more challenging change the type of dice
usedto 8, 10, 12 or 20 sided.
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Make and Round 36 cards: 1 (Ace) to 9
SKILLRounding to 100/1000

How to:

A Pick 3 cards from the deck and arrange them to makel&i8 number.
A Round the number to the nearest 100 and cover that number.

A First to cover all their numbers wins.

Extension:
4 cards and rounding to nearest 1000.

66Q

»
A Ahs PP &S
8 g 5

Or rearrange to make
855 and cross out 900




5 Cards to 100 36 cards: 1 (Ace) to 9
SKILLAddition

Aim:
To combine your cards so they equal 100. The winner is the person whose score is closest to 100 at the end of
game.

Howto:

A The dealer hands out 5 cards to each player.

A Players combine the cards in their hand to try and make them equal 100, using addition only. They can combi
numbers to make a two digit number, or keep them as single digit numbers.

:ovfieflaf o
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"

107

A The player who has their answer closest to 100 wins.
A The cards are collected, shuffled and dealt again to start a new round.




Make 20 36 cards: 1 (Ace) to 9

SKILLAddition, Subtraction, Multiplication and Division

Aim:
To combine your cards so they equal 20 using a range of operations.

Howto:

A Players are given 4 cards each.

A Using any of the four operationss, (x, +,-) the player tries to make a total of 20.

A If the player makes exactly 20, they score 10 bonus points for making 20 plus their score of 20 (30 altogether).

A The next player has his or her turn. If they are unable to make 20, their score is the number they have madesthitasP0.

Attre O2yUAydzSa gAGK LI TFT@SNE GNBAY3I (G2 YIS HAn 6AGK othlyrBel F
first player to reach 200 is the winner.

Player 1 Player 2

, = s 5 30
‘e Playerla L Ol y i e 08 V@ Player 2:

20 so my score lower 2 ," v 2x8¢5+9=20
than 20 will be e 6 o $ s MMs | AMN . 2V dz
9+7+42I My é . ¢ . .

]
L]

A Consider order of operationsmultiplication and division occur before addition and subtraction (unless you use brackets)

Differentiation:
A Select a different number to make




Greedy Pig

Skill: Addition, Probability

Aim: |
Roll a die to accumulate points. Keep a running total

Don't loose all your points by being a Greedy Pig. for each round and
erase at the end of

each round. Add to
score chart.

How To:

A Whole class game

A Agame consists of 10 rounds by default.

A Allplayers arestandingas each round begins.

A Teacherolls the die and calls the number

A If a two, three, four, five, or six is rolled, all standing players add that number of
points to their scores for the current round.

A Aplayer carisit down at any time.

A Whena player sits, he or she safeguards all the points he or she has earned in the
round, but is not able to earn more points until the next round.

A Whenaoneis rolled, alstandingplayers lose the points they have accumulated in
the current round.

A Theplayer with the most points at the end of the game wins.

Ol N|O| O] ]l W[IDN
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Pig

Skill: Addition, Probability

How To:
This is a game for two or more people, although usually played in pairs.
It is good practice for addition skills up to 50, especially adding three or mg
small numbers.
The first player rolls the die as many times as he/she likes, adding up the t
as he/she goes.
If, however, a 1 is thrown, all the score for that round is lost.
The player may stop at any time and put his/her score in the b&mit
banked score can not be lost.
When a score has been banked the die is passed to the next player who
his/her turn.

A The winner is the first player to reach 50 or more.

Differentiation:
A Raisethe winning score to 100 or more.
A Use al0 sided dice




4 Stri1 kes anq Youor e

B,
B

No
Skill: Addition and Problem Solving ' "q‘tl‘;))' :_L]L_ _2

Aim: V.
Solve the equation before you get 4 strikes ‘

How To:

GLFT @& 2 ¢zdA dzS &Nan MKLINRGE S Y = inlalXfiefplacéshtlbeloSgs.Af you guess a

ydzYo SNJ GKIF 0Qa vy 20 aktyke To#WiS, yduINGRedtd fi§ure>out éizhdnu@Eenis before you
IS0 F2dzNJ A0 NAR |1 Sa ¢

GFirst you just have t&l dzS & 4 d¢€

éBut after | write someg/ dzY 6 S NEhave sotherfléBE
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012345678




Oh No! 99l Deck of cards

Skill: Additionand Subtraction

Card Valuesind Operations:
Aces add 1
Jackssubtract 10
Queens wild cards that can represeadding any number-10 S S 2 ,
Kings add zero e e e o e e s g et

Allothers (2,10): add their face value RN NG,
playing Oh No! 99! and the total is up
. to 87. Your four cards are a six, a
How To:

queen, an ace, and a king. Which card
Oneplayer shuffles the cards and de&dsir cards to each playefheundealt cards | ;uid you play nexe
remain in a stack, face down.

Playerdake turns playing one card at a time, add{og subtracting if you have a Jack)
the value of their card to or from thejointly accumulating score

Eachtime a player plays a card, he or she must replace it with the top card on the face
down stack.

Playcontinues until one player forces his or her partner to go over the sco®8.of

Extra Supportthe students use a number grid to 100 and circle numbers as they play.




Heads and TaIIS 2 X ten sided dice
coin

Skill: PlaceValue, Addition, Subtraction

How To:
A Allstudents start at 500 and the idea of the game is to befits¢ to 1000 or to 0

A Thestudentsroll the 2 diceand make amumber

Step L Roll Dice  f##% "W  Step 2 Flip A Coin
Can make 23 or 32 {d | Tails
aLQf £ YI 1 @ &%  Subtract 32 from my 500

A Thestudents therthrow the coinif they getheads they adthe number to 500, if
they throw atail they subtracthe number
A The nexiperson has a turn, etaintil someonaeaches 0 or 1000




LuLuFractions @

4 counters- Each

(1o
e[/

counterdividedinto

Skills:Adding Fractions

How To:

A Youand a partner will takéurns seeingvho scores the
greater number of points.

A Theaim is to see the highesttal aftert Wa K| 1 S

Or you could race t@0.
OBE@O HOHDO

Player 1: Player 1.
15tShake =1 ¥ 1stShake = 1 ¥4

https://www.whatdowedoallday.com/wpcontent/uploads/2017/01/luludiceprintable.pdf

four equal sections
Oneside of the
counter is blank.

Shakes

Player 1 | Player 2

\

VR1RN

|2 Lda Qb 1,

2



https://www.whatdowedoallday.com/wp-content/uploads/2017/01/luludiceprintable.pdf

Drop Dead Dice

Skill: Addition.

Aim:;

Toscore as many points as possible.

At the start of the game players determimdther:
V thetarget score; or

V how many rounds they will play

How To:
Playerone throws all five dice. If his roll contains a 5 or a 2 he scores no points, removes any dice showing a 5 erdllaind re

the remaining dice. If the roll does not contain a 5 or a 2, he adds up the total, records it on the score card anfiveltsicdl
again. He continues in this way until all the dice are removed from play. Play continues with the next player.

Player 1:

15troll 2" roll 3droll 4t roll 5th roll
Noscore, remove Score8 No score, Score 6. Noscore.
the 5 and 2. removes the 2s

TOTAISCORE for that rouridr Playerl: 14

https:// youtu.be/x9sINb4csg



https://youtu.be/x9s-JNb4csg

A 100 squargrid

Factors and Multiples

Skill: Factors andMultiples

How To:
Thefirst player chooses positive even numbethat is less than 5&nd coverst out on the grid
with a counter.

The second player chooses a number to cover. The number mastdmtoror multiple of the first
number.

Players continue to take it in turns to cover numbers, at estaje choosing number that is a
factor or multiple of the number justovered bythe other player

6

16

The first person who is unable to cross out a number loses. TERBEREEE
e.g. the following game started 12, 4, 44, 111 X B RN KR

46

56

66

76

nrich.maths.org/roadshow

https://nrich.maths.org/5468



https://nrich.maths.org/5468

Deck of cardg can remove

Magic Number PO,

Skill: Addition and Sibtraction

L
Q
=
S

Give students a magic number, eg. 43

Player 1 picks 2 cards and the totals are added together.

Player 2icks a card and adds the number to the previous total.
Player Ipicks a card and its added to the running total.
Playcontinues until they get the magic number.

Students will need to start subtracting as the running total exceeds.
DIFYS O2yUAydzSa dzyiAf (GKSeé& KA
and subtract a few times.

A
A
A
A
A
A
A

Extension:

Leaveface cards in as Jack = 11, Queen = 12 and King = 13 and increas

the magic number

Magic Number is 43

Running Total

iaa ‘oo
Player 1 *%?

'i'-i! 00;

/+4=11

Player2  *

* 2
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Player 1

24
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*
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Player 1

37

8
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“Player 2

45

(total is over so need to
subtract next card)

Player 1 -

h &
z

43 WINNER!




Last Number Standing

Skill: Place Value

How To:
Students write dowra 3 digit (or 4/5 digit) number on their paper
Call out different place values, eg. Sit down if you have a 3 in the tens
place
Keep calling out different place value amounts until only one student
standing

This is The Last Number Standing LAST Numbe—rr 1
Extension: S'I'anding

A Instead of calling out place values, write rstandard partitions on the
board and students work out if they have that place value, eqg.
V 30 tens =300
V 20 hundreds =2 000
V 50 ones =50
V 400 tens = 4000

I "/\\7 | :




101 and Out! One dice

Skill: Place Value andddition

How To:
A Explain the rules: A¢ number cubewill berolled six times.

With each roll,students writethe number that comes up otieir
gameboard.

Theywrite the first numberon linel of their game board in either
the 10scolumn or 1s column; they write th@econd numbeon line
2 in either column; anthey continueto play for six rolls.

Once students writt Yy dzYo SNE (G KS& OF yQi

After writingsix numbers, they fill in anylanks inthe 1s column
with zeros, and themadd tofind the sum.

Thewinner is theplayer withthe sum that is closest th00 without
goingovetr.

= (&= |n [P~ | [y (=

(0p))
>
(@
s;




40 cards: 1 (Ace) to 10

Skill: Addition Make 40

Aim: Toadd numbers until the total gets to 40.

How To:

A Dealout the cards to the players.

A The first player turns over their top card and places it in the middle. N

A The next player turns over their top card and places it on the first card. This player adds th

value of the two cards and tells everyone the total.
A The next player does the same, adding the value of their card to the previous total.

A Play continues until the total reaches 40 or over. The player who puts down the card that
takes the total to 40 or over takes all of the cards and shuffles them in with their remaining
cards.

A Play continues until set time or when one player has no cards left.
A The winner is the person with the most cards.

Differentiation ¢ Have students add to 20 or for a harder activity you may like to get them to
add till they get to 100.




Place Value War 36 cards: 1 (Ace) to 9

Skill: Place Value and Probability

How To: RN B e vt e g
A Students draw Place Value mat e
A Placeg 2 dzNJ OF NRa 2yS a4 | GAYS 2y @2dzNJ YI

A What are the chances you will get a card with a larger value to put in the thousands ol

A Read your number. Who got the highest? How do you know?

A Extensiorg add or subtract the 2 numbers. Check the answer with your partner.




Make a Buck Deck of cards
Skill: Adding Decimals

Object:
Be the first person to collect ten cards that exactly equal $1.00

How To:

A Dealten cards to each player.

Players then take turns drawing and discarding one card at a time until the deck of cards is
depleted or a player collects exactly $1.00.

A
A Thefirst player to collect ten cards that equal $1.00 wins that round and earns 1 point.
A

If no one has $1.00 afteéhe deck is depletedthe person closest (without going over) earns .5
of a point

Differentiation:

A Foryounger kids, you could change the cards to whole number values and play to $100. For
instance, Ace = $1, Two = $2 and so on.

A Or to work on integer operations, make the black cards positive values and red cards negative
values and play to zero



http://amzn.to/2mHDGuJ

TicTacToe Grid paper

Skill:Place Valuand Counting

How To:

A Using different coloureghencils, players alternate capturing squares on a hundggidsvhile
trying to get 4 squares in a row, column, or diagonal.

A Each tietac-toe is worth a point, and you can keep track with talli®say until the board is filled

up.
Differentiation:

AStart at 0.1, moved by increments of 0.1.
AStart at 27.4 and moving by 0.1 increments.



http://3.bp.blogspot.com/-G6lZ_ohvizc/VompYClH_kI/AAAAAAAAEL4/Fl1eJB7uWVM/s1600/ttt5.jpg
http://1.bp.blogspot.com/-bCE-7rFJ7BQ/Vomv8fKzqQI/AAAAAAAAEMU/GoujjSEP2VU/s1600/ttt3.jpg
http://3.bp.blogspot.com/-PWKEFxfV2aQ/Vo2sLdlFWHI/AAAAAAAAENw/aH4t3B5PXZY/s1600/231-330.jpg

40 cards: 1 (Ace) to 10

Skill: Multiplication
How To:

A 2 children sit back to back
A Eachtakes a number card to hold up, and the rest of the class calls oydrdaict of the 2 numbers

A Thepair have to shout out the number held by themrtner
A Thefastest remains in their place with a nehallenger
Differentiate:

A Have 4 students with 4 numbers that class calls out sum of and students have to add to work out th

number

e o

My number is 9.
9x =45
Your number
must be 5.




war 40 cards: 1 (Ace) to 10

Skill: Depends on game objective

How To:

Basic War Each player turns one card face up. The player with the greatest number wins the skirmish, placing his own and all ce
cards into his prisoner pile. Whenever there is a tie for greatest card, all the players battle: each player lays thifeeecdmgn, then

a new card face up. The greatest of these new cards will capture everything on the table

Addition Wart Players turn up two cards for each skirmish. The highest sum wins.

Advanced Addition War Turn up three (or four) cards for each skirmish and add them together.

Subtraction War Players turn up two cards and subtract the smaller number from the larger. This time, the greatest difference wi
the skirmish.

Product War Turn up two cards and multiply.

Advanced Product War Turn up three (or four) cards and multiply.

Fraction War Players turn up two cards and make a fraction, using the smaller card as the numerator. Greatest fraction wins the
skirmish.

Integer Addition Wart Black cards are positive numbers; red cards are negative. The greatest sum wins. RememBas traater
than-7.

Multi-Digit Wart Turn up two or three cards and create @i@it or 3-digit number.

Multi-Digit Subtraction War Turn up three cards. Make two of them into @it number, then subtract the third. Example: Suppose
you turn up 3,4, and 5. Should you arrange them a8 54453 or 354 or...?

Multi-Digit Product War Turn up three cards. Make two of them into al®it number, then multiply by the third. Example: Suppose
you turn up 3,4, and 5. Should you arrange them»>a&35or 453 or 54 or . .. ?

SpeedRacer For two players of everdgnatched ability. Each player turns up one card, and the first player who calls out the correct
sum (or difference, or product) of those two cards wins the.pair

Winning:

When the players have fought their way through the entire deck, count the prisoners.




Triple Digit Dare: Decimals 36 cards: 1 (Ace) to 9

Skill: Decimal Place Value

How To:

A Deal each player 3 cards.

A Players use the cards to create the largestigit decimal numbepossible.

A Players show their cards, and the player with the greaBedigit number takes all the cards.
A Play continues with 3 more cards for each player.

A You could easily vary this game to @seigit or 4digit decimals

Extension:
{0dzRSyGa LIAO1a 2yS OFNR G I GAYS yR OK22as

Thousandths

For More Fun (Stick, Swap or Steal):

HisckniE: | st s ntechs Takingturns, each player has the optign2 X

A Stick:keeptheir 3 cards

A Swap:removeone card from their hand and take a new
card from the pile in the middle of the table

A Steat tradea card from their hand for a card from any
20KSNJ LI F2SNQRA KIFIYyR 6gAl
are picking




Multiplication Battle 40 cards: 1 (Ace) to 10

Extension: include face cards

Skill: Multiplication Dice

Aim: To multiply numbers tavin as many cards as possible.

How To:
Dealthe cards evenly among the players.
One player throws the dice.

Each player then flips up ommard from their pile of cards.

Eachplayermultipliesthe number of their card with the number rolled on the d z
the highest total wins theards that have been flipped over.

Theplayer that is left with cards wins!

Extensionc Add face cards to multiply largaumbers.




Target Number 36 cards: 1 (Ace)to 9

Skill: Addition, Subtraction, Multiplication and Division

How To:

A Pick a random number iihe thousands and write it on the board.
A Youcan tell students it is your TARGET NUMBER

A Pick 5 cards from the deck

A Students usany of the five numbers with any math operation, or a combination of operations (addition,
subtraction, multiplication, division) to write an equation with an answer that is as close to the target numb

as possibleThey can combine any of the 5 cards to make 1, 2 or 3 digit numbers in their equation
A Theclosest student wins!

4

WY ‘00 . XEMA Cards drawn

@ * Target number is 5000
” hs ¢ 0; 4

S

9
*

Player 1: 55 x 94 =5163
Player 2. 975x5+ 4 =4879
Player 2 wins!




What 0s

Skill: Place Value, Probability and Addition
How To:

A
A

Students draw grid on their white boards/paper

Roll the 10 sided dice and all students IpIace_ the number
on their grid, thinking about where to place it to get the
largest number, eg. Roll an 8, would you put it in‘ten
thousand or hundred thousand or do you think you
might roll a 9 and put this in the higher place value.

A Talk about chance of a number being rolled and which

place value it might go in.
Fill all the spaces
Add them upg highest score wins!

V Add the number to your grid as
It is rolled.

+| 8
VLU OFyQiu 6S OKI foag‘#zgqa

t

h e

Hundred Thousan

Ten Thousan

Thousanc

Hundred

V Fill the grid. Score:




