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Guess My Num
ber

SKILL: N
um

ber recognition, order and sequencing

HO
W

 TO
: 

Each child gets a set of cards Ace through 10 (ace =1)
O

ne player selects a ‘secret card’ for his/her deck and 
places it face dow

n.

The second player tries to guess w
hat the num

ber on 
the card is by choosing a card from

 his/her hand and 
placing it face up.

The first player then tells w
hether the secret card is 

greater than or less than the face-up card. 

The second player continues to m
ake guesses by 

selecting and show
ing different cards until he/she 

discovers the secret num
ber.

Players than sw
itch roles.

Cards (Ace –
10)



Skill: Friends of 10

How
 To: 

•
Take 4 cards from

 the deck. 
•

Turn them
 over and place them

 on the num
ber boxes. 

•
If you can m

ake a total of 10 collect them
 and put them

 to the 
side. 

•
Replace w

ith cards from
 the deck. 

•
If you cannot m

ake 10 choose one card to replace. Put it at the 
bottom

 of the deck and choose a new
 card from

 the top. 
•

Play until you can no longer m
ake 10. Player 2 has a turn.

•
The w

inner is the person w
ith the m

ost cards in their saved pile at 
the end of their gam

e. 

Take 10
40 cards: 1 (Ace) to 10



Rockets
Skill: Addition and Subtraction to 20

How
 To:

•
Each student draw

s their ow
n rocket. 

•
Roll a 6 sided dice and clim

b the ladderthe num
ber rolled.

•
The w

inner is the first person to land exactly
on 20. 

•
Keep rolling and adding/subtracting the dice until you reach 20.

N
um

bers 1-20 on paper
Dice



Go Fish –
Make it 10

SKILL:  Friends of 10

Aim
: 

To have the m
ost cards at the end of play.

How
 to: 

This gam
e is played just like "Go Fish." Instead of asking for a card to m

atch your card, you have to ask for a card that 
w

ould add w
ith one of your cards to m

ake a sum
 of 10. 

Player A
“Do you have a 6 
to go w

ith m
y 4?”

Player B

36 cards: 1 (Ace) to 9



Place Value W
ar 

SKILL: Place Value

How
 To:

Shuffle cards and place in the m
iddle.

Player A takes 2 cards and rearranges them
 to m

ake the largest num
ber possible, eg. cards 2 and 5 m

ake 52. Player A places them
 on 

the table and says “I have 52”

Player B repeats this
eg. picks up cards 3 and 7. 
“I have 73”

W
inner is the person w

ith the highest num
ber w

ho m
ust be able to prove it.

eg. Player B says “I w
in because I have 7 tens w

hich is 70 but you only have 5 tens w
hich is 50”

Q
: HO

W
 DO

 YO
U

 KN
O

W
 YO

U
R N

U
M

BER IS HIGHER?

Differentiation: 
•

use 3 (hundreds) or 4 (thousands) cards depending on how
 your child understands place value.

•
Flip over 1 card at a tim

e and say w
hich value you w

ill use it for before you flip over the next card –
introduces the aspect of

chance.

Player A

Player B

36 cards: 1 (Ace) to 9



N
um

ber and place value
Investigate num

ber sequences, initially those increasing and decreasing by tw
os, threes, fives and tens from

 any starting 
point, then m

oving to other sequences 

Last Num
ber Standing

Skill: Place Value

How
 To:

•
Students w

rite dow
n a 2 digit (or 3/4 digit) num

ber on their paper
•

Call out different place values, eg. Sit dow
n if you have a 3 in the tens 

place
•

Keep calling out different place value am
ounts until only one student 

standing
•

This is The Last N
um

ber Standing



Skill: Addition and Subtraction

How
 To:

•
Give students a m

agic num
ber, eg. 43

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

•
Player 2 picks a card and adds the num

ber to the previous total.
•

Player 1 picks a card and its added to the running total.
•

Play continues until they get the m
agic num

ber.
•

Students w
ill need to start subtracting as the running total exceeds.

•
Gam

e continues until they hit the m
agic num

ber so they’ll need to add
and subtract a few

 tim
es.

Magic Num
ber

Player 1
7

+ 4 = 11

Player 2
14

Player 1
24

Player 2
32

Player 1
37

Player 2
45 
(totalis over so need to 
subtract next card)

Player 1
43 W

IN
N

ER!

Running Total
M

agic N
um

ber is 43

40 cards: 1 (Ace) to 10



Take 100
SKILL: Subtraction

Years 2/3:
Each student begins w

ith 100 points. In turn, students roll a regular dice and subtract the num
ber from

 
their 100 points. The first player to reach zero is the w

inner. 

Variations 
•

Change the num
ber of points to begin. 

•
Add the dice together before subtracting them

Dice

100 
949289

Exam
ple of rolls

Player 1

Running total



Make and Round
SKILL: Rounding to 10/100

How
 to: 

•
Pick 2 cards from

 the deck and arrange them
 to m

ake a 2-digit num
ber.

•
Round the num

ber to the nearest 10 and cover that num
ber.

•
First to cover all their num

bers w
ins.

Extension: 
3 cards and rounding to nearest 100.

100
600

200
700

300
800

400
900

500
1000

Player 1
O

r rearrange to m
ake 

855 and cross out 900

36 cards: 1 (Ace) to 9











  

 

  






