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A Guide for Parents

What is Special about the Mathnasium® Playing Cards?

The Mathnasium® deck of playing cards resembles an ordinary 52-card deck, but with important differences. The differences are designed to make the Mathnasium® deck more useful for helping children master math skills.
· Like an ordinary deck, there are two black suits and two red suits, but the black suits of the Mathnasium® deck are circle and square, and the red suits are triangle and hexagon.
· Like an ordinary deck, each suit has 13 cards, but the Mathnasium® deck has no face cards and no aces. The Mathnasium® cards are numbered from 0 to 12.

Many teaching-and-learning games can be devised with the Mathnasium® cards. We offer some suggestions here, but the possibilities are endless. Use your imagination! Make up games that develop and strengthen the specific skills your child needs.

You will find that the Mathnasium® cards are much more versatile and much more fun than flash cards.


Learning Goals

Children should develop strong, advanced counting skills.
· Strong, advanced counting skills are the key to painless mastery of addition, subtraction, multiplication, and division.
· Advanced counting skills are the ability to count up and down, by any number, from any number, to any number.

Children should develop the skill of seeing a single-digit number and immediately knowing how much more makes 10

Children should begin to develop problem-solving skills by answering questions like, “3 and how much more makes 12.”
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Games for a Parent and Child

· Counting Up in Groups
(Disguised addition practice. Also sets up for easy mastery of multiplication facts a year or two later.)
· Deal one card.
· Ask the child to count by the number on the card starting at 0.

The goal is for the child to count at least to 12 times the number on the card, and to keep counting for as long as possible.

For example:
The card is a 7.
Ask the child to count by 7s starting at 0.
The goal is for the child to count: “0, 7, 14, 21, 28, 35, 42, 49, 56, 63, 70, 77, 84.”
It is even better if the child can continue the count: “. . . , 91, 98, 105, 112, . . . .”


· Counting Up in Groups from Any Number
(Disguised addition practice.)
· Deal two cards.
· Ask the child to count by the first card dealt starting from the second card dealt.

The goal is for the child to continue the count for at least 12 numbers after the starting number.

For example:
The first card is a 5.
The second card is a 3.
Ask the child to count by 5 starting from 3.
The goal is for the child to count: “3, 8, 13, 18, 23, 28, 33, 38, 43, 48, 53, 58, 63.”
It is even better if the child can continue the count: “68, 75, 78, 83, 88, 93, 98, 103, . . .”

· Simple Addition
· Deal two cards.
· Ask the child to add the numbers on the cards.
· 
· Running Total
· Ask the child to keep a running total as you deal cards one at a time.


Math Games for  Playing Cards

· Give Me Three Cards
(Helps develop mental math – a crucial skill. Helps eliminate finger-counting.)
· Deal four or more cards, face up on the table.
· In your mind, add up the numbers on three of the cards you have dealt.
· Ask the child to give you three cards that add up to your total.
Any set of three cards that add up to your total is a correct answer.
The child may or may not pick the same cards you did.

This game can have many variations.
· You may deal a large or a small number of cards face up.
· You may vary the number of cards in the sum. (Ask for two cards, or four cards, or more.)
· You may make this a multiplication game, instead of an addition game.
· You may remove cards from the deck before dealing (to help focus the game on a particular weak point).
· For more advanced students, you may declare red cards to be negative numbers.

· And How Much More Makes 10?
(Develops a crucial skill.)
· [Before this game, take the 11’s and 12’s out of the deck.]
· Deal one card.
· Ask the child how much more it is from the number on the card up to 10.

For example:
The card is a 7.
Ask the child, “7 and how much more makes 10?”

· And How Much More?
(Introduction to problem solving. Your child’s first word problems.)
· Deal two cards.
· Ask the child how much more it is from the smaller card up to the larger card.

For example:
The two cards are a 7 and a 3.
Ask the child, “3 and how much more makes 7?”
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· Counting Down in Groups
(Disguised subtraction practice.)
· Deal one card.
· Ask the child to count down from 12 times the number on the card by the number on the card.

For example:
The card is a 6.
Ask the child to count down from 72 by 6: “72, 66, 60, 54, 48, 42, 36, 30, 24, 18, 12, 6, 0.”

If the child is comfortable with negative numbers (or is learning about them), ask the child to keep counting as far as possible below zero: “. . ., -6, -12, -18, . . . .”

For a more advanced game, pick an arbitrary starting number.
100 is often a good starting number. 150 might be better if the card is an 11 or 12.
If the child is ready, challenge the child with out-of-the-ordinary starting numbers, such as 103 or 98.

· Simple Subtraction
· Deal two cards.
· Ask the child to subtract the smaller card from the larger card.

For example:
The two cards are a 3 and a 7.
Ask the child, “7 minus 3 makes how much?”

Variation: If the child is comfortable with negative numbers (or is learning about them), ask the child to subtract the second card from the first card, regardless of which is larger.
For example:
The first card is a 3 and the second card is a 7.
Ask the child, “3 minus 7 makes how much?”

· Running Subtraction
· Start at 100 (or any number you choose).
· Ask the child to keep a running total by subtracting as you deal cards one at a time.
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Math War Games (Parent and Student)

These are the most common games we play at the Mathnasium Center.

· Addition War
· Shuffle Deck and split in two; student picks half
· Students and parent each turn over two cards
· Student adds each pair and tells which sum is higher
· Whoever has higher total wins the cards
· If there is a tie, put those cards to the side; winner of next “hand” wins that hand plus the cards put to the side
· When all cards have been used, player with larger stack of cards wins

Variations:
· 3-Card Addition War
· 4-Card Addition War
· 4-Card Addition War, then student draws a 5th card and subtracts it from the total of the other 4 cards

· Multiplication War
· Same as Addition War, except student multiplies each pair of cards

Variations:
· 3-Card Multiplication War
· 2-Card Multiplication War with positive and negative numbers (black cards are positive, red cards are negative)


· Proper Fraction War
· Same as Addition War, except student makes proper fractions out of each pair of cards and determines which has the greater value.  
· This one is more challenging to play at home.
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Games for Two or more Children of Similar Skill

· Ten-Buddy Concentration
(Develops a crucial skill.)
· Before the game, take the 11’s and 12’s out of the deck.
· Spread the cards on a table, face down.
Depending on your preference, either arrange the cards neatly in rows and columns, or scatter the cards on the table in no particular pattern. Just be sure the cards are far enough apart that each card can be turned over without disturbing nearby cards.
· The players take turns.
· Each turn begins with a player turning two cards face up.
· If the cards sum to 10, the player picks up the two cards, and takes another turn.
· If the two cards do not sum to 10, the player turns the cards face down again, without changing their position on the table. This ends the turn.
· The winner is the player with the most cards after all of the cards have been picked up.

It is a good idea to include one or both jokers in the game. Jokers do not match anything, and will remain face down on the table at the end of the game. If you don’t use at least one joker, whoever wins the second-to-last set of cards will automatically win the last two cards.

For an easier, faster game
· Play with only three suits, plus the fourth 5. (There must always be an even number of 5’s.)
· Play with only two suits.
· Play with only one suit plus an extra 5.
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· What’s My Number? (Requires a referee)

· Deal each child the same number of cards, face down.
Deal fewer cards for a shorter game, more cards for a longer game.

· The children must not look at their cards.
Have the children stack their cards, still face down.

· At a signal, each child lifts a card from his stack, and without looking at it, holds it face out against his or her forehead, so that others can see the card, but the child holding it cannot.

· A referee announces the sum of the two cards.

· The first child to call out the number of the card he or she is holding takes the “trick.”

· The child who takes the most tricks wins.

This game works well with a third child acting as the referee, instead of an adult.

Try this game without keeping score. The kids enjoy treating each draw as a separate game.

Variation: Have the referee call out the product (rather than the sum) of the two numbers. (Remove the zeroes from the deck before the game.)

Variation: Treat black cards as positive numbers and red cards as negative numbers.

Try both variations in combination. That is, have the referee call out the product of the numbers, treating black cards as positive and red cards as negative.
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