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1 to 10 

Purpose: The object of the game is to get rid of all your 

cards.  One player gets all the red cards, the other gets all 

the black cards. 

Players: 2-4 players 

Materials: 2 dice, a deck of cards, face cards removed 

Directions: 

1. Each player is dealt 10 cards. 

2. Player one rolls the dice and finds the sum of the two numbers.  Discard 

any set of cards in your hand that you can use to create that sum.  For 

example-if you rolled a 5 and 3, you may discard any cards that make 8: 

4 + 4, 6 + 1 + 1, 9-1, 8+2-2.  Choose one way to make the sum, and discard 

those cards. 

3. If you can’t make the sum with your cards, you must draw one card. 

4. Players take turns rolling and discarding cards. 

5. First player to get rid of all his or her cards is the winner. 

 

Modification: Instead of adding the two numbers on the dice, multiply them. This 

will result in much larger number, which could allow them to use multiplication or 

division in their number sentence.  
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Countdown 

 
Purpose: To be the first player to flip over all cards 1-9 

Players: 2-4 players 

Materials: one deck of cards, two dice 

 

Directions: 

1. Each player will lay out cards 1-9 of the same suit in front of them.  Use the 

Ace as a 1. 

2. The player with the hearts suits begins the game. 

3. The first player rolls the dice and adds or subtracts the two numbers.  

Next, the player comes up with any combination of the cards to make the 

number rolled; one card may be used if it is the number rolled.  The player 

then flips over those cards so that they are face down.  Once a card has 

been flipped over it may not be used again. 

4. All players continue rolling the dice and flipping over card combinations that 

equal the number rolled. 

5. If a player has no card combinations left that equal the number rolled then 

they lose that turn. 

6. Players continue until someone is able to flip over all cards. 

 

Modifications: 

 If a player rolls doubles then they flip all cards back over and continue the 

game. 

 If a player rolls an 11, they may choose someone else to flip all their cards 

back over and continue the game. 

 After the player rolls two dice, the players can use any operation (addition, 

subtraction, multiplication, or division). Next, the player comes up with any 

combination of the cards to make the number rolled; one card may be used if 

it is the number rolled.   
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I Spy Combinations - Addition 

 

Purpose: The purpose of this activity is to help students 

develop fluent recall of number combinations to 20. 

Players: 2 Players 

Materials: A deck of playing cards, with face cards removed. Aces will count as 1.  

 

Directions: 

1. Arrange the cards face up in 5 rows with each row containing 8 cards. 

2. Player one will find a number combination and tell player two ONLY the sum.  

“I spy two cards that add to 12.” 
3. Player two looks for 2 cards next to each other, horizontally, vertically or 

diagonally that create a combination with the same sum that player one saw. 

It does not have to be the exact match that player one spotted, as long as 

the combination shares the same sum.  

4. If player two finds the combination, they get to pick up the cards. If player 

two cannot find the combination, player one gets to pick up the cards.   

5. As cards are picked up, the remaining cards are shifted to fill in the spaces.   

6. Play will continue until all that cards have been collected.   

7. The winner is the player with the most cards. 

 

Modifications: 

 Students will create number combinations using three cards in a row. 

 Play I Spy Combinations- Multiplication
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Largest Number Wins!  
Kindergarten-1st Grade version  

 

Purpose:  The purpose of this activity is for students to better understand place value and to compare numbers.  

Players: students will play in partners. 

Materials:  a deck of playing cards with the tens and face cards removed, Ace= 1 

 
Directions: 

1. Shuffle the cards and leave them face down in a deck on the table. 

2. Players take turns to draw a card from the top of the deck and place it in front of them on their chart. Once a card has been placed, it cannot be 

changed. 

3. After both players have their chart completed, the person with the larger number wins! 

 
Largest Number Wins! 

tens ones  tens ones 

Player 1  Player 2 
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Largest Number Wins! 
2nd Grade-3rd Grade version 

 

Purpose:  The purpose of this activity is for students to better understand place value and to compare numbers.  

Players: students will play in partners. 

Materials:  a deck of playing cards with the tens and face cards removed, Ace= 1 
 

Directions: 

1. Shuffle the cards and leave them face down in a deck on the table. 

2. Players take turns to draw a card from the top of the deck and place it in front of them on their chart. Once a 

card has been placed, it cannot be changed. 

3. After both players have their chart completed, the person with the larger number wins! 
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Largest Number Wins! 
4th Grade-5th Grade version 

 
Purpose:  The purpose of this activity is for students to better understand place 

value and to compare numbers.  

Players: students will play in partners. 

Materials:  a deck of playing cards with the tens and face cards removed, Ace= 1 
 

Directions: 

1. Shuffle the cards and leave them face down in a deck on the table. 

2. Players take turns to draw a card from the top of the deck and place it in front of them on their chart. Once 

a card has been placed, it cannot be changed. 

3. After both players have their chart completed, the person with the larger number wins! 
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Make 10 
Purpose: make number pairs with a sum of 10. 

Players: Two or three 

Materials: Deck of cards-only use number cards 1-9 (Ace is 1) 

 

Directions:  

1. Shuffle the deck of cards. 

2. Deal five cards to each player.  Place the remaining cards face down in a 

deck on the table. 

3. Player 1 asks one of the other players for a card to add to one of her or his 

cards to make a sum of 10.  The requested card is then placed on the table 

with a second card from player 1’s hand, and the other players check the 

sum.  If the player does not have the requested card, player 1 draws one 

card from the face-down stack.  If player 1 can make a sum of 10 with two 

cards, the pair is placed on the table.   

4. After each turn, the players draw additional cards from the face-down 

stack until they each have five cards.  If player 1 cannot make a sum of 10 

with the cards in her or his hand, player 1 keeps the six cards and does not 

draw additional cards until he or she has fewer than five cards. 

5. The game is over when the face-down cards have been used up.  The 

students count the number of pairs that they made, and the player with the 

largest number wins.   

 

Modification: Allow players to use two or three cards to make a sum of 10. 
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Oh No! 99! 

 

Purpose: The object of the game is to be the last player that 

has not gone over 99; this will require addition and subtraction 

strategies.  

Players: 2 or more players 

Materials: 1 deck of cards, 0-99 chart (optional) 

 

Directions: 

1. Each player receives four cards and the rest of the cards are placed face 

down in a deck in the middle of the players. 

2. Players take turns placing cards face up and calculating the total value of 

their card and the other cards previously played. This total becomes a group 

total that they are all working from. 

3. For instance, player one plays a 10 card and says “10”. Player two plays a 5 

card and says, “15”. Player three plays an 8 card and says, “23.” 

4. After each card is played, it must be replaced with the top card on the face 

down stack.  

5. When a player discards a card, they will draw another card. Each player that 

is in the game should always keep 4 cards. 

6. As a player goes over 99, they are out. The last player left is the winner. 

 

 

Card Values and Operations 

Aces: add 1 

Jacks: subtract 1 

Queens: wild cards (add or subtract any value 0-10) 

Kings: add zero 

All others (2-10): add their face value 
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Pyramid 10 

Purpose: The object of the game is to pick up 

the entire pyramid by making sets of 10.  

Players: Can be played as an independent game 

or played as a partner.  

Materials: 1 deck of cards, face cards removed. 

Directions: 

1. Shuffle the cards and arrange them in a pyramid, starting with one top card 

and gradually increasing by one card in each row, overlapping the edges until 

the bottom row of six. 

2. Put the rest of the deck face down next to the pyramid. 

3. “Free cards”-free cards are cards that have no other cards overlapping 

them.  When the game begins, only the bottom six cards are free.   

4. Remove all free 10’s and pairs that add up to 10 until there are no more 

“free card” possibilities to be picked up. 

5. Turn over one card from the deck.  If it is a 10, or can be combined with a 

“free card” to make 10, set these cards aside.  If you can’t use the card you 

picked up, set it face up beside the pyramid.  You may be able to use it later.   

6. Turn up another card. Follow the same instructions as in step 5.  Each time 

you are able to remove cards from the pyramid by turning over a new card, 

see if the top card is now usable with the free cards in the pyramid.   

7. The game ends when you’ve turned over all the cards in the deck repeatedly 

and you can’t make and remove any more totals of ten. 

  

http://upload.wikimedia.org/wikipedia/commons/f/fc/Pyramid_(solitaire).jpg
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Sums of Ten or Twenty Memory 

 

Purpose: The purpose of this activity is for students to build their 

fluency of number combinations to ten and twenty. 

Players: Students will play in groups of 2-4 

Materials: Playing cards: 

 A: Aces= 1  

 2-10= their numerical value 

 J-K (all face cards)= 10 

 

Directions: 

1. This is game is played like Memory. The cards are first spread out in an 

organized array with all cards face down.  

2. The first player turns over two cards, without moving them from original 

location, making sure that the other players can see the cards. 

3. If the two cards showing create a number combination of ten or twenty, the 

player takes the pair and has another turn.   

4. If the cards do not create a number combination of ten or twenty, they turn 

the cards back over face down.   

5. The next player has a turn and repeats the rules 2 and 3.    

6. The winner is the player with the most pairs. 
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Whose Sum is Larger????  

 

Purpose: The purpose of this activity is to help 

students develop fluent recall of number combinations 

to 20 and to practice number comparisons.  

 

Players: 2 players 

 

Materials: Playing cards: 

 A: Aces= 1  

 2-10= their numerical value 

 J-K (all face cards)= 10 

 

Directions: 

1. Deal the entire deck of playing cards out, so that the two players have 

an equal number of cards. 

2. Each player will turn over two playing cards from their stack. The player 

will add their two cards together. 

3. The player with the larger sum gets all four cards. 

4. If the two players have a tie, the players will turn over an additional 

card to add to their sum as a “tie breaker”. 

5. Once players have gone through the entire deck, the player with the 

most cards wins.  

 

Modifications: 

 Have students go through the deck multiple times. 

 Have students play “Whose Sum is Smaller?” 

 Have students play “Whose Product is Larger?” or “Whose Product is 

Smaller?”       


