
Domino Bingo
 
Supplies: Dominos 

Directions: 

Place dominos face down on a flat surface. 
Each person playing picks one domino. After 
counting the dots on each side of the domino, 
multiply the two numbers on your domino 
together. The person with the highest total after 
multiplying "wins". 
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Multiplicatjon Top It
 

Materials: A deck of cards 
(Face cards need to be taken out) 

PJaye~s:· 2 to 4 

Directions: 

1.	 Shuffle the cards. Place the deck number-side down on the 
playing surface. 

2. Each player turns over 2 cards and calls out the product of 
the numbers 

3.	 The player with the highest product wins the round and 
takes all of the cards 

4.	 In case of a tie for the highest product, each tied player 
turns over 2 more cards and calls out the product of the 2 
cards. The player with the highest product then takes all of 
the cards from both plays 

5.	 The game ends when not enough cards are left for each 
player to have another turn. 

6.	 The player with the most cards wins. ? 

Example: Ann turns over a 6 and a 7. She calls out 42. Joes 
turns over a 10 and a 4. He calls out 40. Ann has the higher 
product.. She takes 011-4 cards. 



Median, Mode, and Range
 

Take a deck of cards for 2 students. Using only the A through la, deal 
out 7 cards to each student. Have them arrange their cards in 
sequential order. The first game is played by determining the median 
card. They get points equal to the value of the median card. They 
calculate a total for seven rounds or until one student reaches a 
predetermined goal, say 50 points. 

Then they play the game again, only this time they get the points of 
any modes they have. If there is no mode, they get the value of their 
highest card. Accumulate points until a predetermined goal is reached 
or until 7 rounds have been played. 

Third game deals with range. Here they learn to, after arranging cards 
in sequential order, subtract the low card from the high card-this is 
the range. Scoring is the same as above. 

Median - The number that is in the middle in a set of data 

Mode - The number that occurs most often in a set of data 

Range - Subtract the lowest number from the highest number in a set 
of data. The result is the range. 

."
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Materials 

one shuffied deck of cards (including jokers for 0) with face cards removed
 
scrap paper and pencils
 
calculacors (optional)
 

The Way to Play 

<~'> One player stacks the cards facedown in a pile. 

;;::~:. Player 1 draws two cards, multiplies the numbers, and says the product. 
...../ 

(~> Player 2 takes a turn in the same way.
"c..­

I·, 
<~) The player with the greater prodllct finds the difference between those two products. 

The player records I:he difference as the number of points earned for the round. The used 
cards are placed in a discard pile. If its a tie, neither player earns points for the round. 

<~> Play continues in the same way until all the cards have been used. The player with the 
" most points at the end of the game wins. 

r Example: "] 

Player I multiplies 7 x 5 = 35 Player 2 multiples lOx 6 = 60 1 

Il~ ~ c:J.. rm.. D~-~ I 
'!J "':J x "'" = 35 : •• : x • + = 60 ,I

i &
 
i' ,,;l, ""'L or "*'5 • .01 ft 'h
 

\ Player 2 eams 25 points. (60 - 35 = 25) J 
........ _ " .._-_ -.. _. '--'" _-----­

..""'" ; , .. , ~ .. ,.. ~ . 
To playa game that reinforces speed. each player dra~s two cards without looking at 
them. Each ptayer turns over one of the cards. At the same time. each player tums over 
the second card arid multiplies the two numbers. The' first player to say the corred 
product wins all four-cards. IT it's a tie, neither player wins the cards. Play continues in 
the same way until there are no cards left. The player with more cards wins. 

:. •• " ••• ,. _ ~ _ .. " ~ .. , - ~ -: ;,. - .. " • " 11 ~ ,. .. '" '" .. " '"' '"' '" = 

14 



Name That Number 

Materials U 1 complete deck of number cards
 

Players 2 or 3
 

Skill Naming numbers wim expressions
 

Object of the game To collect the most cards.
 

Directions
 

1.	 Shuffle the deck and deal 5 cards to each player. Place the
 
remaining cards number-side down on the table between the
 
players. Turn over the top card and place it beside me deck.
 

.This is the target number for me round. 

2.	 Players try to match the target number by adding,
 
subtracting, multiplying, or dividing the numbers on as many
 
of their cards as possible. A cardmay only be used once.
 

3.	 Players write their solutions on a sheet of paper. When
 
players have written their best solutions:
 

+ Each player sets aside the cards they used to match the
 
target number.
 

+ Each player replaces me cards they set aside by
 
drawing new cards from the top of the deck.
 

+	 The old target number is placed on the bottom of the deck. 

+ A new target number is turned over, and another round
 
is played.
 

4.	 Play continues until there are not enough cards left to
 
replace all of the players' cards. The player who has set
 
aside the most cards wins the game.
 

-:.._.. _.-_ _ ~ - - - ._ __ ..- _--_.._,_._-------_.._.-...:-.~._-_. __. _.­
_ Target number: 16 

, - Player l's cards: DDD0Fl , 
L g 9 G ~: 

Some possible solutions:
 

10 + 8 - 2 = 16 (3 cards used)
 

7 * 2 + 10 - 8 = 16 (4 cards used) 

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

The player sets aside me cards used to make a solution and draws 
the same number of cards from the top of the deck. 

c:,,"# .. ,-,¥ SRS·' 
.r::-:::-:::::\ 



Number Top-It (7-Digit Numbers) 

Materia's	 0 number cards 0-9 (4 of each)
 

o one Place-Value Mat
 
(Math Masters, pp. 491 and 492)
 

Players 2 to 5
 

Skill Place value for whole numbers
 

Object of the game To make the largest 7-digit numbers ..
 

Directions
 

1.	 Shuffle the cards and place the deck number-side down on
 
the table.
 

2. Each	 player uses one row of boxes on the place-value mat. 

3.	 In each round, players take turns turning over the top card
 
from the deck and placing it on anyone of their empty
 
boxes. Each player takes a total of 7 tnrD.S, and places 7
 
cards on his or her row of the game mat.
 

4.	 .At the end of each round, players read their numbers aloud
 
and compare them to the other players' numbers. The player
 
with the largest number for the round scores 1 point. The
 
pl~yer with the next-largest number scores 2 points, and so on.
 

5.	 Players play 5 rounds for a game. Shuffle the deck between
 
each round. The player with the smallest total number of
 
points at the end of 5 rounds wins the game.
 

-.~_._._._.~.~.-~~,~-----~~.~...-'_.' ..
Andy and Barb played 7-digit Number Top-It. Here is the result for one
 
complete round of play. 
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Andy 

Barb 

Andy's number is larger than Barb's number. So Andy scores 1 point for this . 
round, and Barb scores 2 points. I
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Math Card Ganles 

Here are some fun yet educational math games to play at home that only require a deck or 
two of cards. You can change the difficulty based on the age of your child. 

Each of these games is a variation of the card game War. To play, deal out the entire deck 
of cards equally to the number of players in the game. Each player turns up a card, and 
the highest card player wins all the cards in that round. Whenever both players turn up 
the same card, it's WAR! When "War" happens, both players deal three cards down and 
the next card is turned up. Whoever has the highest card wins ALL the cards for that 
round. 

Addition/Subtraction Games 

Addition War-Players tum up two cards for each 
battle. The highest sum wins the cards. 

AdvancedAddition War-Tum up three (or four) 
cards for each battle and add them together. The 
player who has the highest sum is the winner of the 
cards. 

Subtraction War-Players tum up two cards and 
subtract the smaller number from the larger. This time, 
the greatest difference wins the battle. 

Fractions 

Fraction War-Players tum up two cards and make a 
fraction using the smaller card as the numerator. The 
player with the greatest fraction wins the battle. 

Improper Fraction War-Tum up two cards and 
make a fraction using the larger card as the numerator. 
The player with the greatest fraction wins. 

Multiplication Games 

Product War-Tum up two cards and multiply them. 
The player with the highest product wins the cards. 

Advanced Product War-Tum up three (or four) 
cards and multiply. The player with the highest 
product wins. 

Mixed Operations 

Wild War-Players tum up three cards and may do 
whatever math manipulation they wish with the 
numbers. The greatest answer wins the battle. 

Reverse Wild War-Players tum up three cards (or 
four, or five) and may do whatever math manipulation 
they wish with the numbers. The answer with the 

\ 
lowest value wins the battle. 

Who is the winner? 

When the players have fought their way through the entire deck, each player counts hislher cards. The player 
with the most cards is the winner. Then shuffle the cards and play again! 


