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Family Game Night

Card games the whole family will enjoy while enhancing math skills, strategies, and logical reasoning ability

Grades K-2

One up one down

Eat them up Yum

Go Fish

War

Grades 3-5

The Great Pyramid

Grab Those Factors

21

Gin

Instructions are on each game’s individual sheet

All you need are decks of playing cards for each students and 10 parents, teachers or staff to rotate teaching the games to each group. It was set up on 8 fold down (15 ft) lunch tables, split left side grades 3-5 and right side K-2.

The Great Pyramid

Fact Practice / Algebra

1.
This is a solitaire game, but may be played with a partner.

2.
Lay 15 cards face up in a pyramid.  See below.

3.
Jack = 11, Queen = 12, King = 13

4.
Turn 3 cards face up next to the pyramid.

5.
Use any operation on the 3 cards (add, subtract, multiply, or divide) to total the value of a "free" card. (A free card is one at the bottom of the pyramid with nothing on top of it.)

6.
Remove the card that equals the total. When both cards on top of a card are removed, the card becomes a free card.


Example: When you remove the 2 and the 7, the 3 will be "free."

7.
Continue operating on the 3 cards until you can't remove anymore "free" cards.

8.
Discard those 3 cards.

9.
Turn over 3 new cards.

10.
Go through the pile once and try to empty the pyramid.

11.
If you can empty the pyramid before you run out of cards, you are a winner.

Example:

9 + 4 - 1 = 12
You can remove the Queen.

9 x 1 = 9
You can remove the 9.

9 - 4 = 5
You can remove the 5 that was under the Queen and the 9 because it has been freed and can now be removed.

No other "free" cards can be removed using the 9 - 1 - 4 combination. Discard the 9 - 1 - 4 and turn over 3 new cards.





Grab Those Factors

Factoring

1.
This game is for 2 players.

2.
Each player uses a different color marker.

3.
Write the numbers from 1 to 30 on a piece of paper.

4.
Player 1 circles any number.

5.
Player 2 circles all of the factors of the first number circles.

6.
Player 1 may circle any factors that Player 2 missed.

7.
Now the players switch places.

8.
Player 2 circles a number.

9.
Player 1 circles all of the factors of that number

10.
Player 2 may circle any factors that player 1 missed.

11.
Players continue taking turns until all numbers are circled.

12.
The player with the most circles wins.

Variations

Write the numbers from 1 to 40, 1 to 50, etc.

Total the numbers each player circled. The winner is the player with the hiqhest total (instead of the most numbers circled).

21

Algebra / Math Fact Practice

1.
All face cards are worth 10.

2.
Players decide if their aces are worth 1 or 11 based on their hand.

3.
Players try to get a hand where all of their cards total 21.

4.
The dealer will ask each player if they want another card.

5.
Players may take as many cards as they want. However, if a player's hand totals more than 21, they lose that round.

6.
The player who comes closest to 21, without going over, keeps all of the cards from that round.

7.
If there is a tie, both players keep their own cards.

8.
If both players go over 21, then those cards are discarded.

9.
The game ends when there are no more cards to deal.

10.
The player with the most cards is the winner.

Gin

Logic

l.
Jack = 11; Queen = 12; King = 13

2.
Ace = 1 or 14 (Player decides based on their hand.)

3.
Dealer deals 10 cards to each player and an extra (eleventh) card to the other player.

4.
The remainder of the cards are placed in a pile face down between the players. This will be the draw pile.

5.
The object of the game is to arrange your cards into 3 sets (two sets of 3 and one set of 4).

6.
There are 2 kinds of sets, sequences and groups.

7.
A sequence consists of 3 or 4 cards of the same suit in consecutive order.

Example:
The 3, 4, 5 and 6 of hearts is a sequence.



3 heart, 4 heart, 5 spades, 6 heart is NOT a sequence.

8.
A group consists of 3 or 4 cards that are the same number. 

Example:
7 heart, 7 spades, 7 diamonds is a group.

9.
A card can only belong to one set at a time.

10.
Play begins with the person who has eleven cards discarding one card (face up) creating a discard pile.

11.
The game continues with players taking turns drawing and discarding cards.

12.
When it is your turn, you must (1) draw one card from either the top of the discard pile or the draw pile and (2) discard one card face up from your hand. When your turn is complete, you should have 10 cards in your hand.

13.
The winner is the first person to create 3 sets. When the winner discards their last card, (1) they say gin and (2) they put the last card (face down) on the discard pile.

One Up - One Down

Sequencing / Number Flexibility

1.
Take all of the face cards out of the deck.

2.
Take one 10 and one ace out of the deck.

3.
Deal 5 cards to each player.

4.
Put 2 cards face up between the players.

5.
Player one tries to put down a card that is either one higher or one lower than a card in the middle.

Example:
If there is a 6 in the middle, he can put either a 7 (one higher) or a 5 (one lower) on top of the 6.

6.
Play once through the deck.

7.
The player with the fewest cards at the end is the winner.

8.
If a player gets rid of all of their cards, they automatically win.

Variations

Keep the face cards in the deck.

Jack = 11
Queen = 12
King = 13

Speed One Up – One Down

1.
Lay 4 cards face up between the players.

2.
Deal out the rest of the deck to the 2 players.

3.
As quickly as they can, each player puts down cards that are either one higher or one lower than the cards in the middle.

4.
Whoever gets rid of their cards first is the winner.

Eat Them Up - YUM!

One to One Correspondence

1.
Take the face cards out of the deck.

2.
Count out 10 cards. (These are the cards you will be using for the first part of the game.)

3.
Turn over the first card.

4.
Count that number of Cheerios into a pile.

5.
Continue turning over cards and adding Cheerios to your pile until you finish the 10 cards.

6.
Now turn over a card from the remaining pile.

7.
Eat that many Cheerios.

8.
Continue playing until you have eaten all of your Cheerios.

Note:
When you are near the end, you must have the exact number to finish your Cheerios. Example: If you have 3 Cheerios left, and you draw a 4, you will need to draw another card until you get a 1, 2 or 3.

Variations

String Cheerios onto a necklace. Then eat them off of the necklace.

Go Fish

Number Recognition / Fact Practice / Algebra

1.
Deal 7 cards to each person.  If this is too many for little hands to hold, deal 5.

2.
Place any pairs / matches that you were dealt on the table in front of you. For example, if you were dealt two 3's, you have a pair of 3's.

3.
Player 1 asks another player of his choice for a card to match one in his hand.


IF they get a match, they put the pair in front of them AND they get another turn.


IF they do NOT get a match, then they have to GO FISH. (This means that they take a card from the Fish Pond. The Fish Pond is the pile of all the cards that have not been dealt out.)

4.
A player's turn ends when he draws a card from the Fish Pond.

5.
If a player runs out of cards then he may draw 4 more to replenish his hand.

6.
The game ends when all of the cards have been played.

7.
Whoever has the most number of pairs wins.

Extensions

Making 10's Go Fish
A pair is 2 cards that add up to 10. (For example, if you have a 3, you need to ask for a 7 to make a pair because 7+3=10).  Pull face cards and tens out of the deck.

Target Number Go Fish
A pair is 2 cards that make the target number using addition, subtraction, multiplication, or division. (For example, if the target number is 2, and you have a 7 in your hand, you could ask for a 5; 7 - 5 = 2 OR, if you had a 6, you could ask for either a 3 or a 4. 6 ÷ 3 = 2 and 6 - 4 = 2)

War

Sequencing / Fact Practice

1.
Take all of the face cards out of the deck.

2.
Deal out the entire deck.

3.
Each person turns over one card.

4.
The person with the highest number takes all of the cards.

5.
Keep playing until one person has all of the cards. You will probably need to shuffle your pile several times.

6.
If there is a tie (for example, both players have a 6), then you have a war. To decide who wins the war, each player puts down 2 more cards face down on the table and 1 more card face up. Whoever has the higher number this time takes all 8 cards.

Variations:

* Leave the face cards in the deck. They all have a value of 10.

* Leave the face cards in the deck and have the Jack = 11, Queen = 12, King = 13

* Have the aces be worth 11 instead of one.

* Play one time through the deck. The person with more cards wins.

Extensions

Addition War
Each player turns over 2 cards at a time, adds them, and the player with the larger sum takes the cards.

Subtraction War
Each player turns over 2 cards at a time, subtracts them, and the player with the smaller sum takes the cards. 

Multiplication War
Each player turns over 2 cards, multiplies them, and the player with the larger product takes the cards.

Integer War
All red cards are negative. All black cards are positive.
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