WORDS ON A LIMB PRESENTS

CARD GAMES FOR THE CLASSROOM

Higher Up

Divide all the cards equally among the players. Cards facing down, each
player turns over a card from their 'bank’ and puts it down in the centre.
When all of the players had a chance to put down a card, the player with the
highest ranking card takes them all and places them aside. With each
round, players continue to place down cards from their 'bank’, until no
cards remain. The player with the most cards at the end wins the game. As
an alternative, the player that can make the most sets of ten wins the game
(i.e., 5, 2 and 3 is one set of 10; 9 and 1 is another, a king and a king is a ten,
etc.)

Memory Game

Spread the cards face down on a table in a random pattern or in a grid.
Players take turns turning over two cards while all the players can see them.
If they are not a matching pair, they turn them back over. The next player
turns over two cards. If they are a matching pair, that player removes them
from the table and keeps them, and then has another turn. When all cards
have been removed from the table, each player counts up the number of
cards they have collected. The player with the most matching cards wins the
game. This is a great game to enhance memory and concentration skills.

One Hundred

Each player picks up 4 cards from the deck and place them face up. Players
rearrange their cards and try to create number pairs that add up to 100, or
else as close as possible. For example, the cards 9, 1, 4, 5, can be arranged to
create two larger numbers: 51 and 49. When added together 51 and 49
equal 100. When everyone's ready, they should share their final numbers.
Whoever is closest to 100 receives a point. Play for 10 rounds. The player
with the most points at the end of the final round wins.
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Give Me Ten

Place all the cards facing down in the centre of the table. Each player picks
up 4 cards and holds them up, not revealing their cards to the other players.
Four additional cards are drawn and placed in the middle as the ‘bank’
reserve. The first player tries to match one of their cards with one from the
bank to add up to 10. For example, if a player holds a 6 and the bank has a
4, they collect the card and place it aside as a ten-point. They can also add
up to 10 by picking up various other combinations (i.e., 6, 2, 2 or 5, 1, 4)
and by using as many of their cards as possible in one turn. The aim is to
make as many sets of 10 as possible. If/when the bank is ‘empty’ the current
player must put down any random card from their hand and the next player
continues. With each round, players continue to pick up 4 cards and aim
sets of 10. A king can only pick up a king, a queen only a queen, a jack

can pick up all the number cards. When no cards remain, the player with
the most sets of 10 wins the game. As an alternative, instead of adding to
10, choose another number (i.e., 11, 12).

Bluff

Divide all the cards equally among the players. Players may organize

their cards without showing them to the others. The first player places a
card face down in the centre of the table saying ace. The next player must
place down a card higher up in value (i.e., number 2). The following player
discards threes, and so on. Players announce their cards as they lay them.
After kings have been played, aces start again. Players can discard up to
four cards at a time. Players don’t have to play the cards they announce -
they can be bluffing. After each turn, any player can challenge the last
player (if they believe they are lying) by saying You re bluffing! When this
happens, the challenger can look at the discarded cards. If they match what
the person who played them said, the challenger picks up all cards in the
discard pile and adds them to his personal pile. If the cards are not what the
person said they were, the player who discarded them must pick up the
entire discard pile. The player to lay down his entire hand of cards first will
win the game.
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Crazy Eights

Each player is dealt five cards. The rest of the deck goes face down in a pile,
with the top card turned up beside it. This is the discard pile. The player to
the left of the dealer discards a card from his hand that matches either the
number or suit of the top card in the discard pile. For example, if the card is
a five of hearts, he could play any heart or any five. If he does not have a
matching card, he continues picking up cards from the deck until he gets
one that is playable. Eights are wild and can be put down on any suit. For
example, an eight could be played to match a heart. The next player must
match their card to the number or suit that the eight was meant to cover.
Play continues with players matching the card at the top of the discard pile.
The first player to use up all his cards wins. If the deck runs out before the
game is over, the discard pile can be used.
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