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This is a full deck of 64 cards. M
ost card gam

es
w

ith norm
al rules can be played w

ith them
.

A
im

:To identify and link the various fact fam
ilies for

m
ultiplication and division.

M
aking the N

um
ber Fact C

ard Pack:

1.
P

rint the onto a light cardboard. C
arefully cut the

cards out along the pale lines.

2.
P

rint out the gam
e rules on separate cards.

3.
S

tore 
the 

cards 
and 

the 
rules 

in 
a 

suitable
container, such as a ziplock bag or sm

all plastic
container.

4 suits
-note how

 the four num
ber facts are linked

S
tudents w

ill link these autom
atically through playing

the gam
es.

G
am

e R
ules

M
em

ory
G

am
e:

1.
S

huffle the pack.

2.
P

lace all cards face dow
n on the table. The cards

m
ay be either scattered at random

 or put in a grid
layout.

3.
The player to the left of the dealer goes first.

4.
E

ach player takes turns turning over 2 cards. If the
cards m

atch by show
ing the sam

e num
ber, then the

player keeps the pair and has another go of turning
over 2 m

ore cards, and so on until a m
ism

atch is
picked.

5.
If the player turns over a m

ism
atched pair, the cards

are then turned face dow
n again in the sam

e places.
The 

other 
players 

should 
w

atch 
carefully 

and
rem

em
ber w

here the m
atching pairs are.

6.
W

hen all cards are picked up, the w
inner is the

player w
ith the m

ost pairs.
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Snap
G

am
e:

1.
S

huffle all the cards.

2.
D

eal the entire pack out equally am
ong all the players.

3.
P

layers place their cards, stacked, face dow
n in front of

them
 w

ithout looking.

4.
The player to the left of the dealer goes first.

5.
The first player turns over their top card and places it
face up in the m

iddle of the table.

5.
The player on their left places their top card face up on
top of the first player’s card.

6.
This continues around the table until a pair (2 cards
show

ing the linked fact fam
ilies) is placed consecutively

on top of each other.

7.
The first person to correctly call out “S

nap!” gets all the
cards in the pile and places them

 w
ith their ow

n cards
under the other cards.

8.
P

lay continues until one player has all of the cards or
until an agreed tim

e has elapsed.

9.
The w

inner is the player w
ith the m

ost cards.

G
am

e R
ules
H

appy Fam
ilies:

1.
D

iscard Jokers. S
huffle all the cards.

2.
D

eal 6 cards to each of the players. R
em

aining
cards are placed in a pile in the m

iddle.

3.
The player to the left of the dealer goes first.

4.
The first player asks another player at the table if
they have a card, say, in the “6x8” fam

ily. (U
sually

the player asks for a card to m
atch one they have

in their hand so w
ill ask for a card in the fam

ily to
m

atch that—
but not in asking for another card, as

a red herring.)

6.
If the nam

ed player does have a card such as this,
then that player m

ust hand that card over to the
asking 

player. 
That 

player 
then 

takes 
another

card. The first player puts the pairs dow
n in front

of him
/her. This ends the first players turn.

7.
If that nam

es player does not have the called card
then it is the end of the first players turn.

8.
This continues around the table w

ith the player on
the left going next. U

ntil all the cards in the m
iddle

are gone and all the pairs are collected and placed
on the table.

9.
The w

inner is the player w
ith the m

ost pairs of
cards in front of them

.
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