Cats, dogs, and mice -  Math Games:  Game directions at the bottom.
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Math Activities to Play With Cards
War – K.CC.6-7

Distribute cards evenly amongst group. (Remember: There are 52 cards, so you may have leftovers.)  Stack cards face down.  Say, “War.”  Each child turns over their top card.  The child with the largest number wins all cards.  If there is a tie, those with a tie turn over the next card.  (Of course, some children may run out of cards before others.) You can distribute extras as needed.)  Play until every child is out of cards.  Students will then count their cards and write the number.  The student with the most cards wins.  Variations:  Instead of the highest card winning, let the lowest number win.  You can have counters available if needed to help with comparisons.
Go Fish K.CC.3

Distribute 5 cards to each player.  Place remaining cards face down in the middles.  Students should not let other players see their cards, which is sometimes hard for small Bhands.  The youngest player goes first and asks for a card in their hand.  For example, “Who has a 2?” The animals do not matter in this game.  If they get a match, they turn the match face up (I like the kids to see what has been matched.)  If they don’t get a match, they “go fish” by taking a card from the stack in the middle.  When a player runs out of cards, three are taken from the stack in the middle.  The winner is the player with the most matches when the fishing stack is used up.

Add ‘em Up - 1.OA.8; 2.OA.2

This game can be played with 2-4 players. Distribute all cards.  The youngest player goes first by showing a card.  The other player/players need to find 2 numbers that equal that number.  If the player is able to find addends equaling the number, he/she gets a point.  The next player (rotating clockwise) shows a card . . .  After all players have had 2-4 turns, the game is over.  Try to discourage kids from showing the same card (value) more than once (i.e.: 6 one turn and 6 two turns later.)  You may want to have counters available to help children find addends.
Variation:  Instead of finding  2 addends, find 3.  Or you could give more points for 3 addends than 2.
Twenty-One - 1.OA.8; 2.OA.2

  
Distribute cards one at a time.  After passing out the card, students need to decide if they need another card to get to the final goal of 21.  You may want them to use a paper and pencil to count by ones or add as they progress toward their goal.  This continues until someone reaches 21 or the closest wins.  Anyone going over 21 loses, but let them figure it out.  Someone will.
What’s Your Number – 1.OA.8; 2.OA.2

Distribute 10 cards to each player (in a 4 player game – If you have more than 4 players add one to the number and divide 52 by that number.  That will be the number for each player and the middle stack)..  Players place their cards face down in front of them.  Place the remaining cards face down in the middle.  Turn over the top card in the middle stack.  Each player turns over his/her top card and adds her card to the middle card.  If the student gets it right, he/she gets a point.  This goes on until all 10 cards have been played.  
Variation:

· Put larger numbers in the middle and have students subtract.

· Have children multiply.
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