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Match to Make Ten 
(Grade 1 and Up) 

 
Goal: The objective of this game is to use all of the cards in the deck to create 
pairs that add up to 10 in total. 
 

How to play Match to Make Ten: 
Shuffle your cards and deal three rows of three cards each. All 9 of 
these cards should be facing upwards so that they are visible. The  
remaining cards become the Deck for the duration of the game.    
 
Empty spaces in the 9-card formation are automatically filled 
by placing a card from the Deck in the free space. Once you 
run out of cards in the Deck, do not fill the empty spaces in 
the card formation with any other cards. 
 
To play this game, look at your 9-card formation and see if 
any cards can be matched that add up to 10 in total. If you 
have a matching pair that can create this sum, then you may remove them from place. Once 
you’ve done so, remember to fill in the gaps left by these two cards with two cards from the 
Deck. 
 
Only cards in the 9-card formation are available to play with, and you may not build any cards 
on top of each other during the game. Cards cannot be removed from the Deck unless they are 
being placed in the table layout, and you should not look at the cards in the Deck before mov-
ing them into play. They must remain unknown until they are flipped over to be placed in the 9-
card formation. 
 
The ranking of cards matches their face value i.e. the two of clubs is equal to two. Aces hold a 
value of one and Jacks, Queens, and Kings equal ten only when they are removed together. 
For example, if you have a Jack and King on your board you can’t remove either until a Queen 
appears. Once all three cards are present on the board they can be removed together to make 
“10”. They are the only cards in the game that are moved as a trio, rather than being matched 
as a pair.  
 
HOW TO WIN: 
 
To win at a round of Tens, you must remove absolutely all cards from play – including those 
from the Deck. Once you have matched all cards in the Deck, then you have won the round. 
 
It is possible to play this game with more than one player. To do so, you could create a scoring 
system by having each player keep their matched pairs and making each set worth 1 point. 
The player with the highest number of points would win the game. Typically, this is a solo play-
er game, but it’s extremely easy to make into a family-friendly or party game. 
 
Variation: 
Instead of finding a sum of 10, you can find a sum of 11, 12, 13 etc. 
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Card Turnover and Multiply (or Add) 
 

This game is for 2 players. You will need a deck of cards with the picture cards removed (King, 
Queen, Jack, Joker). There are 2 ways this game can be played, I’ll explain both ways below. 
 

All times tables facts: 
• Shuffle the cards and divide them in to two equal piles, face 

down on the playing surface. 
• Players take it in turns to turn over the top card on each pile. 
• Players multiply the two numbers, and the first player to call 

out the correct answer is the winner. That player gets to keep 
both cards. For example, if the cards turned up are a 7 and a 
4, then the problem becomes: 7 x 4. The player that calls out 
the correct answer of 28 keeps the cards. 

• If both players say the answer at the same time, then they 
keep one card each. 

• If the answer is incorrect, then both cards are placed back at 
the bottom of the piles. 

• The winner is the player with the most cards at the end. 

 
Individual times tables: 
This game can also be adapted to focus on an individual times ta-
ble, for example the 7 times tables. 
• Shuffle the cards and place a card with a 7 on the playing surface 

face up. Place all the other cards face down next to the 7. 
• Players take it in turns to turn over the top card from the pile. 
• Players multiply the two numbers, and the first player to call 

out the correct answer is the winner. That player gets to keep 
the card turned over. For example, if the card turned over is a 
6, then the problem becomes: 6 x 7. The player that calls out 
the correct answer of 42 keeps the card. 

• If both players say the answer at the same time, then the card 
is placed back at the bottom of the pile. 

• If the answer is incorrect, then the card is placed back at the 
bottom of the pile. 

• The winner is the player with the most cards at the end. 
 
Tips and extension: 
• Have a calculator handy for students to settle any disputes. 

• The Ace card can be used as the number 11 or the number 1. 

• Include more sets of cards and have up to 4 students playing. 

• Use jumbo playing cards and place a magnetic strip on the back. Stick two cards on the whiteboard (or fridge at 
home) and get your students to call out the answer. 

• The rules can be changed so that players can add the numbers, or subtract the lower number from the higher 
number. 

• To make the game more challenging get your students to make their own sets of cards to include numbers up to 
100. For example: 20, 30, 15, 37. They can then use these with an individual times tables, so when these cards 
are turned over they’re multiplied by the selected multiplier, e.g. 20 x 7. 

• Alternatively change the multiplier to be 70, rather than 7. So for the example above the problem would become, 6 
x 70. 


