
 

Games for Learning: 
 Subitizing (recognizing a quantity without counting) 

 Ordering 

 Basic Adding and Subtracting Facts 

 Doubles and Multiple Doubles 

 Money 

 Making Change 

 Fractions 

 Double-digit Addition and Subtraction 

 Multiplication Facts 

 Probability 

 Spatial and Measurement Sense 
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Table of Games 
*Crucial means this game should be taught and is very helpful at this grade level 

 
# 

players Game 
Pre–K or 

Struggling 
with 

Subitizing 
K 1 2 3 Video 

Grade 

1 2 Match It 1-5      GR 1 
2 2 Match It 1-10 Crucial* Crucial Crucial   GR 1 
3 2-4 5 Up Crucial Crucial    GR 1 
4 2-4 7 Up      GR 1 
5 2-4 10 Up      GR 1 
6 2 Order It Assess Assess Assess Assess  GR 1 
7 2 Order It Numerals Assess Assess Assess Assess  GR 1 
8 2-4 Fish      GR 1 
9 2-4 Concentration      GR 1 
10 2 Face Off  Crucial Crucial Crucial Crucial GR 1 
11 2-4 Friendly Fish  Crucial Crucial   GR 1 
12 2-4 Friendly Match It  Crucial Crucial   GR 1 
13 2-4 Friendly Concentration   Crucial Crucial Crucial GR 1 
14 2 Slap Jack 10    Crucial Crucial GR 1 
15 2 Power of Ten Face Off   Crucial Crucial Crucial GR 1 
16 2 Power of Nine Face Off    Crucial Crucial GR 1 
17 2 Power of Five Face Off    Crucial Crucial GR 1 
18 2 Power of Eight Face Off    Crucial Crucial GR 1 
19 2 Slap Jack + or – 5    Crucial Crucial GR 1 
20 2 Slap Jack 1    Crucial Crucial GR 1 
21 2 Slap Jack 2    Crucial Crucial GR 1 
22 2 Power of Ten Solitaire    Crucial Crucial GR 1 
23 2 Salute (2 players)    Crucial Crucial GR 3 
24 3 Advanced Salute (3 players)     Crucial GR 2 
25 2 Face Off Challenge    Crucial Crucial GR 2 
26 2 Doubles Challenge    Crucial Crucial GR 2 
27 2 More-Less-Difference-Compare    Crucial Crucial GR 2 
 

Strategies for Managing and Teaching the Cards Power of TenTM 
 

1. Create guided math groups by placing students of equal ability in a group. Students like to play games where they have to pay 
attention in order to win. If the opponent is not at the same level, the child does not have to pay attention. 

 
2. The games can be played in any order, but they have been listed in the most likely order to present them. No game in the 

 (11-24) or orange  (25-27) rows should be played before the child can subitize one through ten. Not all games in the yellow
 (1-10) need be learned. As soon as children can subitize, they should be moved to the blue  (11-24) games. If a game is orange

marked crucial then it is important to teach at that grade level. All other games are optional and can be used for variety, 
reinforcement, enrichment or an idea in a new context. 

 
3. Each player in a game is given 20 red (or 20 blue cards) in their deck for all the games (except for the ‘Order It’ genre of games). 

Each card in a 20-card deck should have the same letter on the non-ten-frame side of the card. This means that an errant card 
found on the floor can be easily placed back in the correct deck. 

 
4. When a player wins a round, he should organize the winnings into a red pile and a blue pile. This avoids wasted time sorting the 

colors at the end of the game. 
  
5. Students put the rubber band that keeps the cards together for storage around one of their fingers or wrist so it does not get lost. 

Some teachers put the cards into a small plastic bag and assign a specific deck to a student with the child’s name inside the bag. 
  
6. Struggling students may appear in any grade. If they have trouble subitizing, focus on the games in the   section (1-10).  blue
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This game can be introduced first, or if the child is 
having too much difficulty playing Match IT 1–10.  
 

Materials: 
10 Power of TenTM cards all one color 
(either all red or all blue). 

Method of Play: 
Shuffle the cards. Spread all 10 cards face up 
on a table or the floor. It is easiest if the cards 
are placed in a two by five array. 

Player one picks a card that he knows the name 
of then finds the other card with the same 
number. If the player does not know the name he 
may count. It is important that the parent or teacher 
watch to see if the child counts systematically (i.e., the 
row of five then the row of four to get nine, or counts 
by pointing at two in the same row such as the bottom 
two then the next two, etc.). 
 
 
Player two then does the same. If player two is a 
parent (or a teacher) then the parent should usually pick 
the eight, seven or six card as these are the hardest for 
the preschooler to pick out. When the parent picks up 
the eight-card she should say, “I am having trouble 
finding the other eight. Can you help me?” Try to get 
the preschooler to learn the ten without counting and 
then learn the five and then the nine followed by the six 
or the eight and finally the seven. Sometimes it is useful 
to teach the child to give you ten using both hands and 
to give you five using only one hand and make this 
connection to the cards. Then nine is 10 – 1 or ten 
fingers with one finger down.  Six is 5 + 1. Eight is  
10 – 2 and seven is 5 + 2. 

Teaching Strategies: 
 
Repetition is necessary. The key is to try to build a track in the brain so a number can be 
made without counting. Children can often do this for one, two, three, five and ten without 
effort. The rest are taught using the five or the ten as a base. 
 
The key is getting the ten known by memory early. The student then accepts that it is 
possible to know how many there are without counting. This is an important track to build in 
the brain, otherwise the emphasis is on counting which means the student cannot get to ten 
without first counting to nine. 
 
Now start to play dice and domino games to get a different picture for 3, 4, 5 and 6. 
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Materials:        
Ten Power of TenTM cards including 1, 2, 3, … 10.
              

How to Play:     
Shuffle the cards and place in a single pile.  
Turn over one card and say how much it is.  
Turn a second card over and put it in the 
appropriate place in the number line. 
 

The first card can be 
placed anywhere. 

The second card must be placed to the 
right or left and ‘close to’ or ‘far from’ 

the first card. 

The third card is placed in the 
appropriate ‘spot’ on the number line. 

Continue until all ten cards are 
placed in their proper locations. 

In a Kindergarten or Grade One class, 

this can be played at the carpet with 

the whole class. The ‘student of the 

day’ picks the card from the teacher’s 

card pile and then places it, asking for 

help if needed. In a Kindergarten class, 

try to pick a student who will probably 

figure it out on her first try, leaving the 

students with the least number sense to 

watch until they have seen lots of 

successful examples. This game can 

also be played with students in the 

higher grades. 

Connections: 
Once a student knows the cards and can put them in order successfully, pass out 
the place value numerals and have the student place the numerals with the 
correct cards to see if they can match numeral with number. Now ask, what 
number comes next?  Eleven.  Ask, “How do you make eleven?” If the student 
says “One and one.” show him that 1 + 1 = 2.   
 
Now show eleven using the place value cards and ask the student to pull out the 
one on the left-hand side. The look of surprise when it is not a one but a ten is 
often delightful. Show that 11 = 10 + 1 and then ask about twelve. Continue the 
pattern until the student knows that a teen number is ten and the number or  
until the student loses interest. 

or

Players:   1 
 

Teaching Strategies:    
Notice the cards are not looked at ‘face up’ but are 
‘turned over’. This means students have to pay attention 
to the number of colored squares on the card and not look 
for the one, then the two and so on. 
 
 
 

Discuss the need 
for leaving space. 

Assessment Game 
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Materials:        
Ten Power of TenTM cards including 1, 2, 3, … 10.
              

How to Play:     
Shuffle the cards and place in a single pile.  
Turn over one card and say how much it is.  
Then turn a second card over and put it in the 
appropriate place in the number line. 
 

The first card can be 
placed anywhere. 

The second card must be placed to the 
right or left and ‘close to’ or ‘far from’ 

the first card. 

The third card is placed in the 
appropriate ‘spot’ on the number line. 

Continue until all ten cards are 
placed in their proper locations. 

In a kindergarten or grade one class, 

this can be played at the carpet with 

the whole class. The ‘student of the 

day’ picks the card from the teacher’s 

card pile and then places it, asking for 

help if needed. In a kindergarten class, 

try to pick a student who will probably 

figure it out on her first try, leaving the 

students with the least number sense to 

watch until they have seen lots of 

successful examples. This game can 

also be played with students in the 

higher grades. 

Connections: 
Once a student can put the ten-frame cards from one to ten in the correct order, 
take the place value unit cards and give them randomly to the student. 
 

Have the student put each place value unit card 
under the appropriate ten-frame card. 

Players:  
One 
 

Teaching Strategies:    
Notice the cards are not looked at ‘face up’ but are 
‘turned over’. This means students have to pay attention 
to the number of colored squares on the card and not look 
for the one, then the two and so on. 
 
 
 Discuss the need 

for leaving space. 

Assessment Game 

3 5 9 
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Do the same with five and make it into four by subtracting one.

Go back and play the Make a Number Line or Order Solitaire activity
and focus on the ten and the nine; and the five and the four. Continue
this activity until these numbers are known in either the Match It game or
the Order It (Make a Number Line) game activity.

Name It
Materials: Twenty Power of TenTM cards

Players: 2

How to Play: Shuffle the cards and place face down in one pile.
The teacher (or parent) turns over one card and the child says
how many squares are colored. If the child’s answer is correct,
it goes into the child’s pile; if not, it goes into the parent’s pile.
Do this until the deck is finished.

Teaching Strategies:  When the deck has been gone through once, look at the cards
that the child does not know and make a decision on what to teach next.

Do not do any of the activities below unless the child appears interested.
Try playing this game with an older sibling, so that the younger child gets interested
through mimicking.

Child Knows: What to Teach Next:

1, 2, 3 and 10 Child is not ready, go back and play the Match IT game.

1, 2, 3, 5 and 10 From the not known pile pick the four and the nine.
Compare the 4 to the 5 – ask the child what is different about the two
cards. Accept: “it is one shorter, one fewer, one more, has more white
squares, fewer white squares” etc. Show five on your fingers then make
it into a four by subtracting one. If the child is three years old, ask how
old he will be on his next birthday.

Now work on the nine, it is one less than ten; do the finger thing where
you show ten and make it into nine by putting down one finger.
Put ten in an ‘egg carton ten-frame’ and make it into nine.

1, 2, 3, 4, 5, 9 and 10

1, 2, 3, 4, 5, 6, 8, 9 and 10

Now focus on the six and the eight, using the same strategies that were
used for the four and nine above.

Use the strategy of making the five from the seven, using the egg carton
and hand activities above.

(depending on the child’s answer, be prepared to accept a
different order from the child, than the one shown below)
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Materials: Two different colored 20-card decks of Power of TenTM cards.        
 
 
 
Number of Players: 2 to 4    
 
 
 
Object and Scoring: To be the first player to lay down all their cards.    
 
 

 
Method of Play:    
 

1. Mix the two decks, deal 5 cards to each player. The rest of the cards are placed 
face down between the players in a ‘pick-up’ pile. 

 
2. Player #1, the dealer, asks Player #2 on her left for a card to match one of her 

cards. If Player #2 does not have a match, she says, “Fish”, and the asking player 
draws a card from the ‘pick-up’ pile.   

  
 If Player #1 gets a match, she lays the matching pair down and asks again for a 

card to match one of the remaining cards in her hand. If there is no match from 
the ‘fished’ card, the player adds this card to her hand and the next player begins. 

 
3. The game finishes when a player has no cards left. 
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Adaptations and Extensions of Concentration 
Once a player has turned over one card, he may then ask other players if the matching 
(or equal-value) card that he seeks has already been shown. If the answer is ‘yes’, then 
directions for locating the matching card must then be provided by other players without 
pointing. Students must use directive coordinates such as ‘row four, over three’, or 
‘column two, up one’. This activity introduces the concept of coordinates in geometry, 
and encourages students to think spatially. The player guided in his card search must 
interpret information provided from the point of view of those directing his movements.   
If the answer is correct, they each get one of the cards. Where a student provides 
incorrect or misleading directions, he forfeits a turn. The winner is the person with the 
greatest sum when all his card values have been totalled, or the person with the most 
cards. 

 

One deck of Power of TenTM playing cards  
(a full deck features twenty cards with two cards  
of each number denomination).   
 
With younger students you may wish to use half a deck, or ten cards. Begin by using all the cards to 
number 5 and then add 10, 9, 8, 6, 7 in that order. Student ability and experience with the game will 
dictate the number of cards you choose to employ. 
 

 

The object of the game is to obtain as many pairs (two cards showing the same number) as possible. 
When a player finds a pair, she takes another turn. The player with the most cards at the end of the 
game wins. 
 

1. Shuffle the cards and spread them face down on a table or on the floor. Arrange the cards in equal rows 
(two rows of ten or four rows of five). This matrix may also be featured during calendar time, and within 
other contexts that focus upon the related multiplication and division operations:  

    2 x 10             20 ÷ 10            4 x 5              20 ÷ 5 
2. Player #1 turns over two cards, one at a time, while pronouncing the value of each. Where the two cards 

are the same, the player retains both cards and continues to take another turn. Where the two cards 
upturned are dissimilar, the cards are then returned face down to the spread of cards. 

3. Player #2 then takes his turn and turns over two cards, stating the value of each. 
4. The game continues until all cards have been claimed. 
5. The winner is the person who retains the most cards. 

Friendly 
Concentration 

Remove the two ten-cards, 

leaving 18 cards. Arrange the 

cards in a 3 x 6 or 2 x 9 matrix.  

Friendly Concentration is played 

by seeking two cards with values 

that equal ten. 
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Materials: 

Two decks of Power of TenTM playing 
cards (a full deck features 20 cards with  
2 cards of each number denomination). 

 
 

2Number of Players:   
 

 Object of the Game and Scoring:
The object of the game is to obtain 
as many cards as possible. 

 
 Method of Play:  

1. Each player has a deck of twenty cards. Each deck is shuffled and placed face down. 
2. Player #1 and player #2 simultaneously flip over cards and state the values of each. The player 

with the card showing the greatest number of colored squares (or the largest number) wins. 
3. When a student wins a round she collects her winnings and creates a blue pile and a red pile 

of winnings. 
4. Ties are settled by each person winning their own card or both players turn over another card 

and the winner of that round takes everything. 
5. Very young children (even three or four-year-olds) may play this game successfully without 

stating the number values shown on the cards. However, children aged five or six years should 
be able to recognize and state number values shown. It is essential that children learn to say the 
numbers shown on the cards out loud. The brain ‘hears’ the number and ‘sees’ the card, thus 
making a connection and laying down a memory track. Discourage the shouting out of numbers 
in order to keep classroom noise to a minimum. 

6. The winner is the person who holds the most cards. 
7. This game may either be played continuously until one player wins all available cards, or until a 

designated playing time has elapsed. 
 
 
 
 
 
 
 Both players turn over a card. The first player to say the correct sum wins. 

Player #1 Player #2 

9 3 
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Materials: 20-card deck of Power of TenTM cards.            2 players
 
 
 
 
 
 
 
Five Power of Ten cards are dealt to each player (as in regular ‘Fish’). 
 
The remainder of the cards are placed face-down in an ‘unused card pile’. 
 
Both players lay down any ‘friendly pairs’ (pairs that add to 10) that they 
have in their hands.  
 

Player #1 asks Player #2 if she has a card that will make a ‘friendly pair’. 
 
For example:  Player #1 asks for an ‘8’ and Player #2 has an ‘8’,  
then Player #1 lays down her ‘2’ with the ‘8’.   
 
If Player #2 does not have an ‘8’, he says, “Go Fish”. 
Player #1 goes to the ‘unused card pile’ and draws the top card. 
If she gets an ‘8’ she lays down the ‘2’ and the ‘8’.   
 
If she does not draw an ‘8’, she adds the card she has drawn  
to the cards she has in her hand. 
 
Player #2 asks for a card which will give him a ‘friendly pair’. 

 
Play continues until one of the players has no cards left in his/her hand. 
 

    Friendly 

Contributed by Power of Ten Presenter Dorothy Galvin 

Connect to All the Facts. 
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Materials: 
18 Power of TenTM cards all one color (either all red or all blue).  
The two 10-cards are removed. 

Method of Play: 
This game can be played by the whole class on 
the carpet. Shuffle the cards. Spread all 18 
cards face up in a three by six array. 

Player one picks a card.  
 
Another player picks the card that adds to 10. (eg., 6 and 4). 
 
The teacher writes 4 + 6 = 10 on the board and the students say 
the equation in unison. 
 
Eventually the teacher can have students connect the equation 
to a story problem and to the All the Facts sheets (All the Facts 
Addition/Subtraction Forms A through L). 
 
 

… or a two by nine array.  

Objective: 
Have two cards that add to 10. 
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Connections to 

Stories 

 

One deck of Power of TenTM playing cards (a full deck features 20 cards with 2 cards  
of each number denomination). Remove the 2 ten-cards, leaving 18 cards.  

 
2 to 4  

 

The object of the game is to obtain as many cards as possible. When a player finds 
two cards with a value that equals ten, she takes the two cards and has another 
turn. The player with the most cards at the end of the game wins. 
 

1. Shuffle the cards and spread them face down on a table or on the floor.  
 Arrange the cards in a 3 x 6 grid. 
2. Player #1 turns over two cards, one at a time, while pronouncing the value 

of each. Where the two cards have a value that equals ten, the player 
retains both cards and continues to take another turn. Where the two cards 
upturned do not equal a value of ten, the cards are then returned face 
down to the spread of cards. 

3. Player #2 then takes his turn and turns over two cards, stating the value of each. 
4. The game continues until all cards have been claimed. 
5. The winner is the person who retains the most cards. 

Give the All the Facts 
sheets meaning by 
connecting to story 

 problems.
 

[click on ‘printer icons’ to access 
Primary Story Problems  pdf files] 

ENGLISH Grades  1 & 2 

FRENCH Grades  1 & 2 

ENGLISH Grades  2 & 3 

FRENCH Grades  2 & 3 

Connections to All the Facts 
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Two decks of Power of TenTM playing cards.  
 
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player has one deck of 20 cards, which he shuffles. 
 
2. Both player #1 and player #2 turn over a card. 

 
3. Both players are looking for a ten-card or two cards that add together 

to make ten. When this occurs, the players slap their hands on the 
table and say “TEN!” 

 
4. The player who slaps first (his or her hand will be on the bottom if 

both players slap together) gets all the cards turned up in both 
players’ piles. If a player says “TEN” incorrectly, then the other player 
gets the cards. 

 
5. Once all the cards in the two decks have been played, reshuffle and 

start again. 
 
6. Play continues until one player has won all the cards or a time limit 

(5 minutes) has been reached.  

+ 

+ 

Note – it helps to keep the winnings in 
separate red and blue piles.  This speed up 
collecting and putting the cards away at the 
end of the game. 

Give the All the Facts 
sheets meaning by 

 connecting to stories.
 

ADDITION – Circle any questions 
that add to 10. 
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When students are thoroughly familiar with the number shapes shown on the cards, 
they are ready for the  game.  Power of Ten

 
Power of Ten is played as follows: 
1. Each player places a ten-card face up on 

the floor or table before him. He then 
draws another card that he places face 
up alongside his ten-card. The player 
then states the value of the two cards 
(values range from 11 to 20). The player 
with the highest total takes the two 
non-ten (or the units-digit) cards and 
retains them. In the event of a tie, each 
player turns over another card and the 
player with the highest total takes the 
cards for the current round and the 
previous round. 

 
2. Each player’s ten-card remains in place as he turns over another card to place alongside it.  
 Again, the person with the greatest total removes the two units-cards. 
 
3. The game continues until all cards have been exhausted. 

Note:  The  game teaches place-value concepts and addition with ten.   Power of Ten
This game establishes a solid understanding of early addition. 

 
4. Also play ,Power of Nine  and  Power of Five . When the students have Power of Eight

mastered the , Power of Ten , Nine , and Five  games, vary the activity by having each Eight
student turn over the top two cards from his deck while stating the total of both. This game is 
known as ‘Face Off Challenge’. The person with the greatest total wins and may remove both 
cards played. The game continues in this way until all cards are exhausted. 

 
5. As students gain proficiency with each of these games, they will have learned how to add 10, 9, 

5 and 8 to any given number. Students will now feel confident when tackling addition of all 
single-digit numbers, as addition of numbers less than 10, 9, 5 and 8 will appear infinitely easier! 

 
 

Player #1 Player #2 

19 11 
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When students are thoroughly familiar with the number shapes shown on the cards, 
they are ready for the  game.  Power of Nine

 
Power of Nine is played as follows: 
1. Each player places a nine-card face up 

on the floor or table before him. He 
then draws another card that he places 
face up alongside his nine-card. The 
player then states the value of the two 
cards (values range from 10 to 19). The 
player with the highest total takes the 
two non-nine (or the units-digit) cards 
and retains them.  
 
In the event of a tie, each player turns over another card and places it on top of the 
previous card turned over. The player with the highest total for this round takes the cards 
for the current round and for the previous round. 

 
2. Each player’s nine-card remains in place as he turns over another card to place alongside it.  
 Again, the person with the greatest total removes the two units-cards. 
 
3. When a student is playing , encourage him to look at the two cards and try to see Power of Nine

how many squares are colored. Then try to figure out what the brain did – find a student who can 
put this into words. “It usually moves one from the smaller number to make a ten.” Sometimes one 
student gets the first part of the sentence and then another student will get the underlined part. 
These two students’ names can be added to the ‘Rule Makers’ or ‘Pattern Makers’ list.  

 
4. The game continues until all cards have been exhausted. 

Note:  The  game teaches place-value concepts and addition with nine.   Power of Nine
This game establishes a solid understanding of early addition. 

 
 
 

Player #1 Player #2 

15 13 

 Connections  to

 All the Facts
 

Give the All the Facts 
sheets meaning by 

 connecting to stories.
 

Circle any questions that 
have 9 as one or both of 

 the addends.
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When students are thoroughly familiar with the number shapes shown on the cards, 
they are ready for the  game.  Power of Five

 
Power of Five is played as follows: 
1. Each player places a five-card face up 

on the floor or table before him. He 
then draws another card that he places 
face up alongside his five-card. The 
player then states the value of the two 
cards (values range from 6 to 15). The 
player with the highest total takes the 
two non-five (or the units-digit) cards 
and retains them. In the event of a tie, 
each player turns over another card and 
the player with the highest total takes 
the cards for the current round and the 
previous round. 

 
2. Each player’s five-card remains in place as he turns over another card to place alongside it.  
 Again, the person with the greatest total removes the two units-cards. 
 
3. The game continues until all cards have been exhausted. 

Note:  The  game teaches place-value concepts and addition with five.   Power of Five
This game establishes a solid understanding of early addition. 

 
4. Also play ,Power of Ten  Power of Nine and  . When the students have mastered Power of Eight

the , Power of Ten , Nine , and Five  games, vary the activity by having each student turn Eight
over the top two cards from his deck while stating the total of both. This game is known as ‘Face 
Off Challenge’. The person with the greatest total wins and may thus remove both cards played.  
The game continues in this way until all cards are exhausted. 

 
 

14 9 

Player #1 Player #2 

 Connections  to

 All the Facts
 

Give the All the Facts 
sheets meaning by 

 connecting to stories.
 

Circle any questions that 
have 5 as one or both of 

 the addends.
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When students are thoroughly familiar with the number shapes shown on the cards, 
they are ready for the  game.  Power of Eight
 

Power of Eight is played as follows: 
1. Each player places an eight-card face 

up on the floor or table before him. 
He then draws another card that he 
places face up alongside his eight-
card. The player then states the value 
of the two cards (values range from  
9 to 18). The player with the highest 
total takes the two non-eight (or the 
units-digit) cards and retains them.  
In the event of a tie, each player turns over 
another card and the player with the highest total 
takes the cards for the current round and the 
previous round.  

 
2. Each player’s eight-card remains in place as he turns over another card to place alongside it.  
 Again, the person with the greatest total removes the two units-cards. 
 
3. The game continues until all cards have been exhausted. 

Note:  The  game teaches place-value concepts and addition with eight.   Power of Eight
This game establishes a solid understanding of early addition. 

 
4. Also play ,Power of Ten  Power of Nine and . When the students have mastered  Power of Five

the , Power of Ten , Nine , and Five  games, vary the activity by having each student turn Eight
over the top two cards from his deck while stating the total of both. This game is known as ‘Face 
Off Challenge’. The person with the greatest total wins and may thus remove both cards played.  
The game continues in this way until all cards are exhausted. 

 
 

12 10 

Player #1 Player #2 

 Connections  to

 All the Facts
 

Give the All the Facts 
sheets meaning by 

 connecting to stories.
 

Circle any questions that 
have 8 as one or both of 

 the addends.
 

 Power of Ten Games 25

123
Logo/Web Site Footer



 

Two decks of Power of TenTM playing cards.  
 
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player has one deck of 20 cards, which he shuffles. 
 
2. Both player #1 and player #2 turn over a card. 

 
3. Both players are looking for two cards that have a difference or a 

sum of 5. When this occurs, the players slap their hands on the table 
and say “FIVE!” 

 
4. The player who slaps first (his or her hand will be on the bottom if both 

players slap together) gets all the cards turned up in both players’ piles. 
If a player says “FIVE” incorrectly, the other player gets the cards. 

 
5. Once all the cards in the two decks have been played, reshuffle and 

start again. 
 
6. Play continues until one player has won all the cards or a time limit 

(5 minutes) has been reached.  

Note – it helps to keep the 
winnings in separate red and blue 
piles. This speeds up collecting 
and putting the cards away at the 
end of the game. 

Player #1 Player #2 Player #1 Player #2 

SUBTRACTION – Circle any questions 
that have a difference of 5. 

Give the All the Facts 
sheets meaning by 

 connecting to stories.
 

ADDITION – Circle any questions 
that add to 5. 

Sample One (difference) Sample Three (difference) 

Player #1 Player #2 

+ 

       Sample Two (sum) 
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Two decks of Power of TenTM playing cards.  
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player has one deck of 20 cards, which he shuffles. 
 
2. Both player #1 and player #2 turn over a card. 

 
3. Both players are looking for two cards that have a difference of 1. 

When this occurs, the players slap their hands on the table and say 
“ONE!” 

 
4. The player who slaps first (his or her hand will be on the bottom if both 

players slap together) gets all the cards turned up in both players’ piles. 
If a player says “ONE” incorrectly, the other player gets the cards. 

 
5. Once all the cards in the two decks have been played, reshuffle and 

start again. 
 
6. Play continues until one player has won all the cards or a time limit 

(5 minutes) has been reached.  

Note – it helps to keep the 
winnings in separate red and blue 
piles. This speed up collecting and 
putting the cards away at the end 
of the game. 

Player #1 Player #2 

Player #1 Player #2 

SUBTRACTION – Circle any questions 
that have a difference of 1. 

Give the All the Facts 
sheets meaning by 

 connecting to stories.
 

Sample One 

Sample Two 
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Two decks of Power of TenTM playing cards.  
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player has one deck of 20 cards, which he shuffles. 
 
2. Both player #1 and player #2 turn over a card. 

 
3. Both players are looking for two cards that have a difference of 2. 

When this occurs, the players slap their hands on the table and say 
“TWO!” 

 
4. The player who slaps first (his or her hand will be on the bottom if both 

players slap together) gets all the cards turned up in both players’ piles. 
If a player says “TWO” incorrectly, the other player gets the cards. 

 
5. Once all the cards in the two decks have been played, reshuffle and 

start again. 
 
6. Play continues until one player has won all the cards or a time limit 

(5 minutes) has been reached.  

Note – it helps to keep the 
winnings in separate red and blue 
piles. This speed up collecting and 
putting the cards away at the end 
of the game. 

Player #1 Player #2 

Player #1 Player #2 

SUBTRACTION – Circle any questions 
that have a difference of 2. 

Connect to All the Facts. 

Sample One 

Sample Two 
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1. Each player shuffles his/her deck of cards and then turns five cards 
face up. Students seek ‘friendly’ tens within their five upturned 
cards. They remove any ‘friendly’ tens found. For example, when a 
student turns over cards showing 5, 6, 3, 4 and 9, he will choose to 
remove the 6 and 4, thus scoring 10. 

 
2. The game continues as new cards are turned over to replace those 

already removed. In the example, the 6 and 4 that have been 
removed may perhaps be replaced with a 2 and 7. The player now 
sees 5, 2, 3, 7, and 9 before him. He has two choices: he may 
select either the 3 and 7, or the 5, 2, and 3. The 3 and 7 is the 
wiser choice, as selecting three cards (rather than two) will 
ultimately leave him with a stray, non-partnered card.  Where the 
player eliminates the 2 and 3, he has also rendered an 8 and a 7 
without possible partners later in the game. 

 
3. The game continues as new cards are turned over to replace those 

already removed. In the example, the 3 and 7 may perhaps be 
replaced by 8 and 6 yielding: 5, 2, 8, 6, 9. The player then selects 
the 2 and 8. He now has a score of 30. 

 
4. The game continues as new cards are turned over to replace those 

already removed. In the example, the player perhaps now replaces 
the 10 with a 9, yielding 5, 7, 9, 6, 9. There are no further available 
‘friendlies’ in the five cards before him. He therefore concludes 
with a final score of 30. 

 

One deck of Power of TenTM playing cards for each player.  
(a full deck features twenty cards with two cards of each number denomination)   
 

 

The object of the game is to acquire as many ‘friendly’ tens as possible. (‘Friendlies’ are numbers that add to ten.)  
Each ‘friendly’ pair is worth 10 points. When all ‘friendly’ tens are exhausted, each player totals his acquired tens. 
Totaling the count is easier if the tens are stored in separate piles as they are acquired. Students then count: 10, 
20, 30, 40, etc., until the final tally is reached, which may be as high as 110. 
 
When Power of Ten Solitaire is played by a single player, any score equal to 60 or more is considered a win.  
A score of 110 is regarded as a double or ‘perfect’ win. 
 
When the game is played by more than one player, all players play simultaneously and count their own scores.  

Player #1 [first draw] 

6 + 4 = 10 

10 

10 

Player #1 [second draw] 

Teachers can make connections to multiplication and division by saying,  
“John has a score of 30, how many tens does he have?”  
Then write: _____ x 10 = 30 or 30 ÷ 10 =_____ . 
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 Teen Mania 
Materials: 
1 deck of Power of TenTM cards 
2 number strips from 11 to 19 
Unifix cubes (or other markers)  

How to Play: 
 

A ten-card is taken from the deck and placed in front of each player. 
The remaining cards are placed face down in the center as the ‘pick-up’ pile. 

Each player also has a number strip. 
Players take turns taking a card from the ‘pick-up’ pile and placing it beside their ten-card.  

If a player gets a number more than once, he loses that turn. 
 
The first player to cover all her numbers is the winner. 
 
If players run out of cards, the ‘pick-up’ pile is re-shuffled to finish the game. 
 

Player #1 

Player #1 says his number – i.e. if he turns 
over a three-card, as he places it beside the 
ten-card he says, “thirteen”. 
 
Then, he takes a marker and covers the ‘13’ 
on his number strip. 

11 12 13 14 15 16 17 18 19

Number of Players: 2   
 

11 12 13 14 15 16 17 18 19

Player #2 

11 12 13 14 15 16 17 18 19

Player #2 says her number – i.e. if she turns 
over a five-card, as she places it beside the 
ten-card she says, “fifteen”. 
 
Then, she takes a marker and covers the ‘15’ 
on her number strip. 

11 12 13 14 15 16 17 18 19

Game courtesy of Colleen Neves 
(Strawberry Vale School, Victoria, B.C.) 

 
[click ‘printer icon’ to access printable pdf number strips sheet] 
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Method of Play: 
 

1. Each player has a deck of 20 cards, which he shuffles. 
 
2. Without looking at the card, player #1 holds up a card showing the face of the 

card to player #2. 
 
3. Player #2 tells player #1 how many white squares are on the card being 

held up. 
 
4. Then, still not looking at the card, player #1 says how many squares on the 

card are colored. If correct, player #1 keeps the card, otherwise he 
hands the card to player #2. 

 
5. Play continues until one player has won all the cards or a time limit (5 minutes) 

has been reached. 

The object of the game is to practice  facts. SUBTRACTION

Materials:        
Two decks of Power of TenTM playing cards  

(a full deck features 20 cards with two 
cards of each number denomination)
              

Number of Players:  2   
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Method of Play: 
 

1. Each player has a deck of 20 cards, which he shuffles. 
 
2. Without looking at their cards, player #1 and player #2 each hold up a card. Each player sees 

the other player’s card. 
 
3. Player #3 tells the sum of the colored squares on both players’ cards. 

 
4. Still without looking, the first player to tell the value of his own card gets a point or a counter. 

 
5.  If player #3 gives the correct sum, he also gets a point or a counter. 

 
6. If player #3 gives an incorrect sum, he must give one point or counter to each of the other two 

players. 
 

7. The play then rotates with players #2 and #3 holding up cards, and player #1 stating the sum. 
 

8. Keep rotating until one player has a designated number of points or counters, or until a time 
limit (5 minutes) has been reached. 

The object of the game is to practice  facts. SUBTRACTION

Player #1 Player #2 

Player #3 says, “The sum of colored squares for both cards is 13.” 

Player #1 is first to say, “My card is a seven-card.”  

Player #3 gets a point for giving the correct sum, and player #1 gets a point for 
correctly naming his card. Play then rotates with players #2 and #3 holding up 
cards and player #1 stating the sum. 

 

Materials:        
Three decks of Power of TenTM playing cards  

(a full deck features 20 cards with two 
cards of each number denomination)
              

Number of Players:   3 
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Materials: 

Two decks of Power of TenTM playing 
cards (a full deck features 20 cards with  
2 cards of each number denomination). 

 

2Number of Players:   
 

 Object of the Game and Scoring:
The object of the game is to obtain 
as many cards as possible. 

 
 
 

  Method of Play:
 
1. Each player has a deck of twenty cards. Each deck is shuffled and placed face down. 
 
2. Player #1 and player #2 simultaneously turn over a card. The first player to say the SUM wins. 
 
3. A player may challenge if she thinks the sum is incorrect. The player who is actually correct wins 

the cards. When a student wins a round, she collects her winnings and creates a blue pile and a 
red pile of cards. 

 
4. Ties are settled by each person winning their own card or both players turn over another card 

and the winner of that round takes everything. 
 
5. The winner is the person who holds the most cards. 
 
6. This game may either be played continuously until one player wins all available cards, or until 

a designated playing time has elapsed. 

 
 

Player #1 Player #2 

6 8 
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On the 3rd play Player #2 says “double” and starts to take all 6 cards. 

Player #1 says “challenge”. 

Player #2 does not know that the sum is 12 so 6 + 6 is the double. 

Player #2 then gives 3 of the cards to player #1. 
 

Two decks of Power of TenTM playing cards  
(a full deck features twenty cards with two cards  
of each number denomination).   
 

 

The player with the most cards at the end of the game wins. 
 

1. Each player shuffles her deck of cards. 
2. Each player turns over a card. 
3. If the sum is a double, the first player to say “double” wins all the cards. 
4. The losing player can say “challenge”. The winning player must then tell which doubles 

make the number. If she cannot, she gives half the cards to the other player. 
 
 
 For example:  ROUND ONE 
 Player #1 

This game should only be played by students 
who get most or all of the questions on an 
‘All the Facts’ sheet correct. 
 
Note: Students may learn the rule –  
‘When the sum is even, it is a double’. 

Player #2 

+ = 13 

+ = 11 

+ = 12 

1st play 

2nd play 

3rd play 

 Power of Ten Games 34

123
Logo/Web Site Footer



 

Two decks of Power of TenTM playing cards.  
 
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player shuffles one deck of 20 cards. 
 
2. Both player #1 and player #2 turn over a card. 

 
3. The player who tells the  first wins both cards. difference

 
4. In the case of a tie, each player keeps a card.  

= difference 

Player #1 Player #2 

= difference 

Player #1 Player #2 

To make this a less stressful game, player 

#1 gets first chance to tell the difference.  

If she gets it correct, she takes both cards.  

If she makes an error, the player who 

identifies the error and proves her wrong 

gets the cards. On the next turn, player #2 

gets to say the difference first.  
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Materials:  Two 20-card decks of Power of TenTM cards 
 (one red deck and one blue deck) 
 
Number of Players: 2 to 4 
 
Directions:  Place the decks side by side (face-down). 
 
 Each player takes a bingo card and randomly writes 

the numbers from ‘2’ to ‘20’ in the squares on his 
bingo card. (One square is left blank.) 

 
 Player #1 turns over two cards (one from each deck), 

declares the sum and crosses out the corresponding 
sum on his bingo card. Then player #2 turns the cards. 

 
 The first player to have a line or column crossed out 

calls “ ” and the game is replayed. BINGO

B I N G O

B I N G O
2 5 17 6 18

16 9 12 19

14 8 15 3 13

7 20 10 4 11

5    +    6   = 11 

9    +    10   = 19 

6     +     1   = 7 
Contributed by Power of Ten Presenter Dorothy Galvin 

Click ‘printer icon’ for printable Power of TenTM 
BINGO cards. 
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Materials:   a ten-sided dice,  
20-card decks of Power of TenTM cards. 
 

Number of Players:  2 to 4 

Directions:   Each player shuffles a 20-card deck of Power of TenTM cards and places them face up in a 
four-by-five grid. Player #1 begins by rolling the single die with ten faces. The 0 is interpreted 
as a ten. As the die is rolled each player turns over one set of the appropriate ‘friendly 
numbers’ that makes up the number rolled on the die. The first player to ‘turn over’ a full 
row or column declares a BINGO. 

Version ONE 

Player #3 Player #2 Player #1 

Player #3 Player #2 Player #1 

Example: 

Three players have 
their 20-deck cards 
set out as shown: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
…. player #1 rolls 
a ‘2’ on the die, 
and each player 
turns over one ‘2’ 
and one ‘8’ 
 
…. then player #2 
rolls a ‘7’ on the 
die, and each 
player turns over 
one ‘7’ and one 
‘3’. 
 
 
…. player #2 
declares BINGO! 
 
Now reshuffle and 
start again. 

Contributed by Power of Ten Presenter Dorothy Galvin 
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Materials:   a ten-sided die (0 is interpreted as 10) 
Power of TenTM  BINGO cards. 
 

Number of Players:  2 to 4 

Directions:   Each player has a Power of TenTM BINGO card and writes the numbers from 
‘1’ to ‘10’ in any order (twice) in the four-by five grid. 
 
As the die is rolled, each player crosses out one set of the ‘friendly numbers’ 
(i.e., if a ‘2’ is rolled, one ‘2’ and one ‘8’ is crossed out; if a ‘6’ is rolled,  
one ‘6’ and one ‘4’ is crossed out). 
 
The first player to X a full row or column declares a !   BINGO

Version TWO 

Contributed by Power of Ten Presenter Dorothy Galvin 

B I N G O

B I N G O
2 5 7 6 8

6 9 10 3 9

4 8 5 10 3

7 2 7 4 1

Note:  Depending on the abilities of the students, this game 
may also be played with the winning BINGO being: 

B I N G O B I N G O B I N G O B I N G O B I N G O
X X X X X X X X X X X X X X

X X X X X X X X X

X X X X X

X X X X X X X X X X X X X X

a ‘square’ around 
the outside edge 

the shape of ‘L’ the shape of ‘T’ only the ‘four’ 
corners 

‘two’ rows or 
columns 

[click icon to access printable 
Power of TenTM BINGO cards] 
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Materials: 

One 20-card deck of Power of TenTM cards  

(or a deck of ordinary playing cards with the face cards removed). 

 

Number of Players: 2 to 4 

 

Method of Play: 

1. The dealer turns over the top card from the deck. 

2. The first player to say the correct answer to ‘double’ wins the card. 

3. Another card is turned over and the process is repeated until all 

cards have been turned over. 

4. The player with the most cards at the end wins. 

 

Connections to All the Facts Sheets: 
The teacher connects the game to a multiplication All the Facts sheet 
by having students circle all questions that involve multiplication by 
two. Students do the ‘twos’ first and then any other questions for which 
they know the answer. Finally, a connection is made to the All the Facts 
sheet by making note of the ‘fact families’. Some teachers copy the 
multiplication and division All the Facts sheets back-to-back. 
 

Alternately, the teacher can connect 
the game to an addition All the Facts 
sheet by having students circle all 
questions that involve doubles. 

12! 

[click ‘printer icons’ to access All the Facts 
pdf files] 

[ENGLISH] [FRENCH] 
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Materials: 

One 20-card deck of Power of TenTM cards. 

 

Number of Players: 2 to 4 

 

Method of Play: 

1. The dealer turns over the top card from the deck. 

2. The first player to say the correct answer to ‘double the double’ 

wins the card (this is the same as multiplying by four). 

3. Another card is turned over and the process is repeated until all 

cards have been turned over. 

4. The player with the most cards at the end wins. 

 

Connections to All the Facts Sheets: 
The teacher connects the game to a multiplication All the Facts sheet 
by having students circle all questions that involve multiplication by 
two, and connecting those to multiplication by four. A connection is 
made to the division All the Facts sheet by making note of the ‘fact 
families’. 

16! 

This game is played as Double Double above, but the players must 
‘double the double’s double’ (or multiply the card’s value by eight). 

Connections to All the Facts Sheets: 
The teacher connects the game to a multiplication All the Facts sheet by having students circle all 
questions that involve multiplication by eight, and connecting those to multiplication by four and two.  
A connection is made to the division All the Facts sheet by making note of the ‘fact families’. 

 

 Power of Ten Games 40

123
Logo/Web Site Footer



 

On the 3rd play Player #2 says “double” and starts to take all 6 cards. 

Player #1 says “challenge”. 

Player #2 does not know that the sum is 12 so 6 + 6 is the double. 

Player #2 then gives 3 of the cards to player #1. 
 

Two decks of Power of TenTM playing cards  
(a full deck features twenty cards with two cards  
of each number denomination).   
 

 

The player with the most cards at the end of the game wins. 
 

1. Each player shuffles her deck of cards. 
2. Each player turns over a card. 
3. If the sum is a double, the first player to say “double” wins all the cards. 
4. The losing player can say “challenge”. The winning player must then tell which doubles 

make the number. If she cannot, she gives half the cards to the other player. 
 
 
 For example:  ROUND ONE 
 Player #1 

This game should only be played by students 
who get most or all of the questions on an 
‘All the Facts’ sheet correct. 
 
Note: Students may learn the rule –  
‘When the sum is even, it is a double’. 

Player #2 

+ = 13 

+ = 11 

+ = 12 

1st play 

2nd play 

3rd play 
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Materials: 

One 20-card deck of Power of TenTM cards  

(or a deck of ordinary playing cards with the face cards removed). 

 

Number of Players: 2 to 4 

 

Method of Play: 

1. The dealer turns over the top card from the deck. 

2. The first player to say the correct answer to ‘5 groups of’ wins the card. 

3. Another card is turned over and the process is repeated until all cards 

have been turned over. 

4. The player with the most cards at the end wins. 

 

Connections to All the Facts Sheets: 
The teacher connects the game to a multiplication All the Facts 
sheet by having students circle all questions that involve 
multiplication by five. Students do the ‘fives’ first, then any other 
questions for which they know the answer. Finally, a connection is 
made to the All the Facts sheet by making note of the ‘fact 
families’. Some teachers copy the multiplication and division All 
the Facts sheets back-to-back. 
 

30! 

[click on ‘printer icons’ for All the Facts pdf files] 

[ENGLISH] [FRENCH] 
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Materials: 

One 20-card deck of Power of TenTM cards  

(or a deck of ordinary playing cards with the face cards removed). 

 

Number of Players: 2 to 4 

 

Method of Play: 

1. The dealer turns over the top card from the deck. 

2. The first player to say the correct answer to ‘10 groups of’ wins the card. 

3. Another card is turned over and the process is repeated until all cards 

have been turned over. 

4. The player with the most cards at the end wins.  

60! 

Connections to All the Facts Sheets: 
The teacher connects the game to a multiplication All the Facts sheet by having students circle all  
questions that involve multiplication by ten. Students do the ‘tens’ first, then any other questions  
for which they know the answer. Finally, a connection is made to the All the Facts sheet by making note  
of the ‘fact families’. Some teachers copy the multiplication and division All the Facts sheets back-to-back. 
 

[click on ‘printer icons’ for All the Facts pdf files] 

[ENGLISH] [FRENCH] 
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Have students work with partners. 
 
 Each student scoops out an amount of money and counts how much he has. 
 
 One student flips a coin. 
 
 If the coin lands ‘heads up’, the winner is the person  
  with the greatest amount. 
 
 If the coin lands ‘tails up’, the winner is the person  
  with the least amount. 
 
  
 

Students keep a tally of winning scores.   
  The first person to reach 10 winning scores is the ultimate winner of the game. 
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Ace This card has two 
different values.

This card is valued at 1 or 11 (whichever is to the player's 
advantage, depending on how close the score is to 99).

2 This is a "tricky" card 
because its value 
is not related to its 

number.

This number automatically makes the score 99.  For example: 
if the first player plays a deuce the score is 99, or if a previous 
player's score is 45 and the next player plays a deuce, the score 
becomes 99.  

The 2 is an important card as it often forces the next player to drop 
out, unless that player has a 10, 2, or 9.  (See values 
and strategies  for the 10 and 9.)  

Students soon learn to avoid playing a deuce unless they are 
forced to, or unless they wish to force the next player out of 
the game.

3, 4, 5,
6, 7, 8

These cards retain their face values: 3, 4, 5, 6, 7, 8.
These cards should be played early in the game.

9 This is a "tricky" card 
because its value 
is not related to its 

number.

This card is valued at 0, and it is useful if the previous player 
makes 99, as this card will maintain the count at 99.

Students soon learn to avoid playing a 9 unless they are 
forced to.

10 This is a "tricky" card 
because its value 

is negative.
The player must subtract 
10 from the total rather 
than adding 10 to the 

total.

This card is valued at -10, and it is useful when the previous 
player makes 99, as it creates a new total of 89.

Students soon learn to avoid playing a 10 unless they are 
forced to.

Jack
Queen
King

These cards are all valued at 10, and should be played early 
in the game, as they are not useful when the score reaches 
beyond 90.
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Materials:    Power of Ten™ teacher sized cards, 1 to 10. 

The game is easy to play with a 10-sided dice marked from 0 – 9  
(available through Box Cars and One-Eyed Jacks). 
 

Purpose:     To teach  (three to ten places, hundreds to billions) and even/odd numbers. place value
To have students experience the feeling of ‘most probable’ or ‘least probable’ in a game 
context.  

 
Connections:  This game works well as a way to choose one of the numbers in the  How Many Ways

activity and as a method for enriching the curriculum. 
 
Directions:   The students count the white squares. The 10-card becomes a zero. These instructions are 

for teaching numbers to 999, but the number of blanks can be extended as needed.  
1. Instruct the students to draw three blanks on their sheet.  
2. Shuffle the Power of Ten™ cards and ask the student helper of the day to choose a 

card and tell the class how many white squares are on the card. If the number of 
this card is even then the goal will be to get the greatest number. If it is odd, the 
goal will be to make the lowest number possible. 

3. Students write the number on one of the three blanks. 
4. Put the card back in the pack, shuffle and have a different student pick a card.  
5. Students are not allowed to erase. 
6. Now repeat the process until every student has all three blanks full 

(two more times in this case). 
7. The student with the greatest (or least) number wins the game and that number 

is the day’s third goal number in the  activity. How Many Ways
 
 
 
 
 
 
 
 
 
 
 
 

Extensions:  Ask the students to figure out all the possible choices for the three digits chosen. If there are three 
blanks, there are 6 possibilities for any given three numbers (3 x 2 x 1 = 6 different ways). Four blanks 4 x 3 x 2 x 1 = 24 
ways. Five blanks 5 x 4 x 3 x 2 x 1 = 120 ways. This number is known as five factorial. 5! = 120; 6! = 720; and so on. 
Some students like to include factorials as a criterion on the  sheet. For example, if 275 is one of How Many Ways
the numbers that is generated by this game, then one way it could be made is: 6! – 520 + 75 = 275. Some students 
love making numbers with factorials. Others do not understand it and simply ignore the possibilities. After all, it is not 
in the curriculum until Grade Eight. In Grade Eight, the game can be adjusted so that the card is not replaced and then 
this becomes an example of conditional probability. 

 and  Game Place Value Probability

4 

4 

4 

6 

6 

6 

1 

1 

1 

This is the card the student chose. 
It has 4 white squares so it is even 
and the goal is to get the greatest 
number possible. 

Student A 

Student B 

Student C 

Students enter the numbers as 
the other two cards (6) and 
then (1) are selected. Student 
A has the greatest number and 
641 is the third number of the 
day. More than one student 
often makes the best choice. 

Example: 
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Materials: 

Two decks of Power of TenTM playing 
cards (a full deck features 20 cards with  
2 cards of each number denomination). 

 

2Number of Players:    
 

 Object of the Game and Scoring:
To obtain as many cards as possible.  

 
 
 
 
 
 
 
 
 
Method of Play: 
1. Each player shuffles his own deck of cards and places the pile face down in front of him. 
2. Each player takes one card off the top of the deck, turns it over, and says the amount.   
 For example, player #1 says “three-tenths” and player #2 says “one-tenth”.  
 Player #1 wins, and takes both the cards.  
 Each player is encouraged to create two piles for his winnings (one red and one blue). 

This reduces the sorting at the end of the game. 
3. Once all the cards are used, the winner is the person who has the most cards. 
4. In the event of a tie (two cards of equal value are upturned), each player draws another card 

and places it directly on top of the previous card played. (The cards are not added and only the 
top card is examined.) Alternately, ties can be solved by each player taking his or her own card 
and placing it in the ‘winning’ pile. 

 
 
 
 

Player #1 Player #2 

3 
10 

1 
10 

FACE OFF Fraction Recognition Game 
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Two decks of Power of TenTM playing cards.  
 
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player shuffles one deck of 20 cards. 
 
2. Both player #1 and player #2 turn over a card and say the 

tenths fraction. 
 

3. The player who tells the  in tenths first wins both difference
cards. 

 
4. In the case of a tie, each player keeps a card.  

= difference 

Player #1 Player #2 

= difference 

Player #1 Player #2 

To make this a less stressful game, player 

#1 gets first chance to tell the difference.  

If she gets it correct then she takes both 

cards. If she makes an error, the player who 

identifies the error and corrects it gets the 

cards. On the next turn, player #2 gets to 

say the difference first.  

Fraction Recognition Game 

 7 
10 

 6 
10 

 3 
10 

10 
10 

Sample One 

Sample Two 
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Materials: 

A deck of Power of TenTM playing cards for each player.  
(a full deck features twenty cards with two cards of each number denomination) 

unlimited.Number of Players:   

 

Object of the Game and Scoring: 

The object of the game is to acquire as many ‘ones’ 
as possible. (‘Ones’ are fractions that add to one.) 
Each ‘one’ grouping is worth one point. When all 
‘ones’ are exhausted, each player totals his acquired 
points. The maximum score is 11. 

Method of Play: 

1. Each player shuffles his deck and then places five cards face up in a line in front of him.  Each player 
looks at his five cards, removes cards that total ‘1’, and sets them aside in a separate pile (this can be 
2, 3, 4, or even 5 cards). Then, from his deck, he replaces any cards he removed so he is again looking 
at five cards. He removes any cards that sum to ‘1’ and continues as before. He places each grouping 
of ‘1’ in a separate pile (each pile of ‘1’ is worth one point in the final scoring). 

  
2. The game continues as new cards are turned over to replace those already removed. There are two 

cards that are ‘1’ all by themselves (and worth one point in the total score). If at any time a player 
cannot play (for example, he is looking at 0.1, 0.8, 0.4, 0.7, 0.7), then he is finished. 

 
3. Once a player is finished, she finds her total score. The maximum score is 11. 
 
4. If two people are playing, the player with the higher score wins. 
 
5. Sometimes the teacher records the scores and the players play against the class. 

5 
10 

2 
10 

3 
10 [worth one pont] +               +          =  1 

 

Fraction 
Recognition 

Game 
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Materials:        
Ten Power of TenTM cards including 1, 2, 3, … 10.
              

How to Play:     
Shuffle the cards and place in a single pile.  
Turn over one card and say how much it is as a 
fraction. Then, turn a second card over and put it 
in the appropriate place in the number line. 
 

The first card can be 
placed anywhere. 

The second card must be placed to the 
right or left and ‘close to’ or ‘far from’ 

the first card. 

The third card is placed in the 
appropriate ‘spot’ on the number line. 

Continue until all ten cards are 
placed in their proper locations. 

Make a Tenths Number Line 
or     Order Solitaire 

Players:  1  
 

Teaching Strategies:    
Notice the cards are not looked at ‘face up’ but are ‘turned 
over’. This means students have to pay attention to the 
magnitude (number of colored squares) on the card and 
not look for the one-tenth, then the two-tenths and so on. 
 
 
 

Discuss the need 
for leaving space. 

Assessment Game 

Fraction Recognition Game 

0 1 5 
10 
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Materials: One 20-card deck of Power of TenTM cards.        
 
 
Number of Players: 2    
 
 
Object and Scoring: To be the first player to lay down all their cards.    
 

 
Method of Play:    
 

1. The deck is shuffled and each player is dealt five Power of TenTM cards. 
 
2. The remainder of the cards are placed face-down in a ‘pick-up’ pile for 

players to draw replacement cards. 
 
3. Both players place any pairs from their hands that have a sum of 1 face up in 

front of them. 
 
2. Player #1 asks player #2 if she has a card that will work with a card in her hand 

to make 1. 
  
 For example: player #1 asks, “Do you have a three-tenths card?” 
 If player #2 has a three-tenths card, he gives it to player #1 and player #1 places 

her new pair of cards face up in front of her. 
 
 Now player #2 asks for a card from player #1. If a player does not have the card 

requested, she says, “GO FISH” and the player goes to the ‘pick-up’ pile and draws 
the top card. If she gets the card she asked for, she lays down the ‘friendly’ pair. 

 
 If she does not draw the requested card, she puts the card she has drawn with the 

cards she has in her hand, and it is the other player’s turn to request a card. 
 
3. Play continues until one of the players has no cards left in his/her hand. 

 

3 
10 

Fraction Recognition Game 

Power of 1 

7 
10 

3 
10 

 Power of Ten Games 59

123
Logo/Web Site Footer



 

Materials: 
18 Power of TenTM cards all one color (either all red or all blue).  
The two 10-cards are removed. 

Method of Play: 
Shuffle the cards. Spread all 18 cards face up 
on a table or the floor. It is easiest if the cards 
are placed in a three by six array. 

Player one picks a card and then finds the other card that adds with it to make ‘1’.  
 
Then, player two does the same. 
 

… or a two by nine array.  

Objective: 
Find pairs of cards that add to a ‘1’. The player with the highest total wins. 

Fraction Recognition Game 
 

Fractions Power of 1 Concentration Game 
For a greater challenge, have students play the Fractions Power of 1 Concentration game. 

 2 to 4Number of Players:  
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2 to 4Number of Players:   
 

Object of the Game and Scoring: 
The object of the game is to obtain as many pairs (two cards showing the same number) 
as possible. When a player finds a pair, she takes another turn. The player with the 
most cards at the end of the game wins . 

 
Method of Play: 

Only one deck of Power of TenTM cards is used for this game. 
Both cards with all the squares colored (the ‘1’ cards) are 
removed before play begins. This means there are 18 cards to 
play with. Shuffle the cards and spread them face down on a 
table or on the floor. Arrange the cards in a three by six (or a 
two by nine) array. 
 
Player #1 turns over a card and says the fractional amount 
on the card. Then, he turns up another card and says the 
fractional amount of that card. When the two cards are the 
same, the player retains both cards and takes another turn, 
and continues until no match is found. When the two cards 
upturned are dissimilar, the cards are then returned face 
down in their original place in the spread of cards.  
 
Player #2 then takes his turn and tries to find a match. The game continues until all the cards 
are matched and no cards remain in the array. The player with the most cards at the end of the 
game wins. 

Adding Spatial Sense to the Concentration Game :  
If a player remembers that she has seen a card but cannot remember where, she can ask to use her 
LIFE LINE. Each player is granted the use of one LIFE LINE per game and may ask for help.  
 
If another player decides he knows where the requested card is located, he may tell the player who 
is using her LIFE LINE where the card is. However, the assisting player is not allowed to point to the 
card, but must use ‘location words’ such as row, column , left,  right , up, down , from your point of 
view, etc. The person using her LIFE LINE may check to see if she understands the directions being 
given by asking questions like: “Is this the card, row, or column, you mean?” If the card is correct, 
then both players (the player using her LIFE LINE and the assisting player) each receive one of the 
cards to add to their winnings. As the LIFE LINE player does not get a second turn immediately, the 
play passes to the next player. If an assisting player gives incorrect directions, he loses his next turn. 

Fraction 
Recognition  

Game  
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Two decks of Power of TenTM playing cards.  
 

 

The object of the game is to obtain as many cards as possible.  
 

1. Each player has one deck of 20 cards which he shuffles. 
 
2. Both player #1 and player #2 turn over a card. 

 
3. Both players are looking for a ‘1’ card or two cards that add together 

to make a ‘1’. When either of these two things occurs, the player 
who sees it slaps her hand on the table and says “ONE!” 

 
4. The player who slaps first (his or her hand will be on the bottom if 

both players slap together), gets all the cards turned up in both 
players’ piles. 

 
5. Once all the cards in the two decks have been played, reshuffle and 

start again. 
 
6. Play continues until one player has won all the cards or a time limit 

(5 minutes) has been reached.  

+ 

+ 

Note – it helps to keep the 
winnings in separate red and blue 
piles. This speeds up collecting 
and putting the cards away at the 
end of the game. 

4 
10 

6 
10 

7 
10 

3 
10 

Fraction Recognition 
Game 

Sample One 

Sample Two 

Sample Three 
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Materials: 

Two decks of Power of TenTM playing 
cards (a full deck features 20 cards with  

2 cards of each number denomination). 

 

2Number of Players:   
 

 Object of the Game and Scoring:
To obtain as many cards as possible.  

 

 
Method of Play: 
1. Each player takes a full card (‘1’ card) from the deck and places it in front of him. 

2. Each player takes one card off the top of the deck, turns it over, and says the amount.   

 For example, player #1 says “one and seven-tenths” and player #2 says “one and three-tenths”.  

 Player #1 wins but only takes the ‘fractional’ cards. The ‘1’ card stays in place.  

3. Each player is encouraged to create two piles for his winnings (one red and one blue). 

This reduces the sorting at the end of the game. 

 

 

 

Player #1  Player # 2 

3 
10 

OFF 

Fraction Recognition Game  

1 and  
7 

10 

1 and  
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Materials: 

Two decks of Power of TenTM playing 
cards (a full deck features 20 cards with  

2 cards of each number denomination). 

 

2Number of Players:   
 

 Object of the Game and Scoring:
To obtain as many cards as possible.  

 
Method of Play: 
1. Each player takes a nine-card from the deck and places it in front of him. 

2. Each player takes one card off the top of the deck, turns it over, and says the amount.   

 For example, player #1 says “nine-tenths and seven-tenths equals one and six-tenths” and 

player #2 says “nine-tenths and three-tenths equals one and two-tenths”.  

 Player #1 wins but only takes the ‘fractional’ cards. The ‘nine-tenths’ card stays in place.  

3. Each player is encouraged to create two piles for his winnings (one red and one blue). 

This reduces the sorting at the end of the game. 

 

 

 Player #1  Player # 2 

3 
10 

OFF 

Fraction Recognition Game  

7 
10 

and 
9 

10 = 1 and 
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