	CARD GAMES

[image: image1.png]


        Ace =1                Jack = 11 
        Queen = 12        King = 13
Addition War

Each player draws a card from the deck and sets it down face up.  Red cards are negative integers.  Black cards are positive integers.  Add the values of the two cards together.  The first person to correctly say the answer out loud wins that round.  The winner of each round keeps the pair of cards.  The player with the most cards at the end wins.  

Zero is Hero

Deal 5 cards to each player. Each player must use all 5 cards and math operations (add, subtract, multiply, or divide) to make the final answer zero.  Players take turns trying to get to zero.  During each turn, a player may discard one card from his/her hand and draw another one.   The first player to get to zero wins. Instead of zero you can choose any other target number also.

Memory Marriage

Cards are spread out face down. Open one and then open another.  The “rule” is that the two cards must equal 10, using any operation (add, subtract, multiply, or divide).  If you satisfy the "rule" you keep those two cards - otherwise you close them back and then the other person tries.  
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