Math Gamer and Activitier
with Cardr



Math Games and Activities with Cards
Copyright © 2009, IPMG Publishing
IPMG Publishing
18362 Erin Bay
Eden Prairie, Minnesota 55347
phone: (612) 802-9090
www.iplaymathgames.com
ISBN 978-1-934218-19-8
I Play Math Games provides Mathematics Resource Books and Activity Books to companies, schools, and

individuals. The publisher of this book grants permission for the teacher or parent to reproduce recording
sheets for classroom or personal use only. Any further duplication is prohibited.

All rights reserved. Printed in the United States of America.



Introduction 3

Place Value, Computation
and JStatistics

Your Number’s Up 4-5
Secrets of the Great Pyramid 6-7
Find It 8-10
Lightning 11
Mental Math
Scan for Compatible Sums 12
Ten- Twenty- Thirty 13
Double Trouble 14
Triple Play 15
Half As Much 16
Noticing 8’s and 9’s 17-23
Minimize 24-26
Noticing 8’s and 9’s and Minimize record sheets 27

Number Theory

Be a Factor 28
Prime Time 29
Slap Happy 30
Prediction 31-32

Fractions, Decimal;, and

Percent
Simplest Form 33
Capture That Fraction 34
Proportion Rummy 35
Percent Flash 36
Math Games and Activities with Cards @ iplaymobhgome.r.com

© Gaslin Group, LLC.



Integerrs

Line ‘Em Up

Build and Take
Integer Flash

Lucky 13 Challenge
Possible or Impossible

Hidden Card Problems

Addition of Whole Numbers
Subtraction of Whole Numbers
Products of Whole Numbers
Division of Whole Numbers
Making Up Your Own Problem

Card Puzzler

Magic Sums With Cards

T and X Card Puzzles

Letter Card Problems

Two and Three Card Logic Puzzles
Four, Five and Six Card Logic Puzzles

Investigations

Stacking the Deck for Problem Solving
Cards and Garages

Cards and A-Frame Houses

Cards and Rectangles

Cards, Rectangles, and Holes

Selected Answers and Comments

Math Gomes and Activities with Cardr
© Gaslin Group, LLC.

37
38
39
40
41-44

45
46
47
48
49

50
51
52
53
54

55-56
57
58
59
60

61

@ iplaymathgamers.com



‘Your Numbers Up.
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One deck of playing cards. Aces = 1, Jokers= 0; face cards and Tens are removed. Paper and pencil to keep score.

Rules and Play

1. Your Number’s Up is a place-value card game for one to four players/teams. Players choose the type of game board and a
high or low goal. The object is to build the largest or smallest number.

2.'The dealer shuffles and places the cards face down in a pack. Players then decide if it will be a high or low score that
wins the game, and then the number of places allowed in the game (1- 5).

3. Players take turns drawing a card from the pack and selecting a spot for that number on their place-value mat. Players
must select a different place on each turn. Cards that are drawn are set aside in a discard pile; they are not returned

to the pack. When all the places are filled, the winner is declared. An example of a game with a high-score goal,
involving 4-digit numbers and three players, is shown below.

Goot@ or low (circle one) score wins

Players Namers Placer

1000 | 100 10 I

Kandy & & 4 2
Mary Ea 7 o 3
7 aro Ea 4 4 2

Mary coins the rowund

Variations

* Allow players to select the number of decimal places (0-4) in a game.

* When all the places are filled, have players round their number to the nearest 10, 100, 1000, 10000, tenth, hundredth,
etc., to determine the winner of the game.
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Goal: High or  Low

Playerr Nomes

‘Your Numbers Up

(circle one) score wins

Placersr

Goal: High or Low

Players Naomes

(circle one) score wins

Placers

Goal: High or  Low

Players Nomes

(circle one) score wins

Placers
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fecrebs of The Great Pyramid

Materia lf -

One deck of playing cards. Jokers are removed. Aces = 1, Jacks = 11, Queens = 12, Kings = 13, all other cards face value.

Rules and Play

1.'The game Secrets of the Great Pyramid is for one player/team using on deck of cards.

2. Deal 15 cards face up in a pyramid as shown below. Then deal three cards for use in attempting to remove cards from
the pyramid (4, 7,12). Place the remaining cards face down on the playing surface.

3. The object of the game is to remove all 15 cards from the pyramid by combining the value of two or three cards from
the pack. You can add, subtract, multiply, or divide. Play begins by attempting to remove cards from the bottom row
of the pyramid. In the example above, we could remove the 5 of Spades or the 5 of Hearts because they are both “free”
and 12 — 7 =5. We could also have removed the 4 of Spades, 9 of Clubs or the Ace of Spades by using all three cards:
7 —(12+4)= 4; 12- 7 +4=9; 12- (7+4)= 1. Players must decide which move to make, using either two or three cards.

4. Any unused card is returned to the pack and can be used later. If you cannot form a sentence that will remove a card,
then place these cards in the discard pile and deal a new set of three.

5. Continue play until the pyramid is cleared or the pack is depleted. Record the results of each game on the graph on the
next page. Each player is allowed only one pass through the pack.

Variations

* Place 21 or 28 cards in the pyramid. Restrict removal to sums to 13 using one or two cards.

* Remove the Kings. Then place 21 or 28 cards in the pyramid. Change the removal rule to make sums of 12 using one
or two cards.

* Remove the face cards. Then place 21 or 28 cards in the pyramid. Change the removal rule to make sums of 10 using
one or two cards.
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Jecrebs of The Great Pyramid

Frequency

N W O O N O O

o 1 2 3 4 5 6 7 8 910 11 1213 14 15 16 17 18 1920 21 22 23 24 25 26 27 28

Number of cards remaining in the pyromid
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