
  

Year 4 

Supporting the​​ Four Operations​​ at Home 

  

Examples of Card and Dice Games you can play at home 
with your child. 

 



 

Dice Games you can play at home  
 

Not a 1!  Mental Addition and Critical Thinking 

 
The goal of Pig is to be the first player to get to 100. The game is played with a pair of dice, and 
requires a paper and pencil for scoring. 

1. The first player rolls the dice, calculates the sum (mentally), then rolls again if he or she wants 
to. The next sum is added to the first. The player can roll as often as s/he wants to before play 
goes to the next turn. However... 

2. If a 1 comes up on one of the dice before the player decides to stop rolling, the player scores 0 
for that round. The play goes to the next player. 

3. Worse still, if a 1 comes up on both of the dice, the turn ends and the player's entire total falls to 
0. 

 

 



 

 

Hooray Arrays (A game for two players) 

Skills: ​​Make arrays 

You need: ​​2 different colour dice (1-6 or 0-9), Square paper, pencil, 

ruler 

● Roll the two dice. 

● Draw an array by multiplying one dice by the other. (If you roll 3 

and 4, draw an array with 3 squares in 4 rows) write the total under 

the array. 

● Each player has 10 rounds. The player with the highest score wins. 

 

 

 

 

 



 

Card Games you can play at home  

 

 

 

 



 



 

 

 

 

 



 

What’s My Factor? (A Three Player Card Game) 

You will need a deck of cards. Ace = 1, jack = 11, queen = 12 and king = 13. 

1. Two players each draw one card from the deck. Without looking at their cards, each 
player must place the card on his or her forehead, so that the other players can see the 
card’s value. 

2. The third, cardless player looks at the two cards on the others’ foreheads and multiplies 
the cards’ values together, saying, “The product of your two cards is ______.” 

3. Players 1 and 2 then try to figure out the card on their foreheads, alternating guesses. 

4. The first player to figure out his or her card number wins 2 points. The other player gets 
a point when he or she figures out his or her number. 

(a) If the product is incorrect, the players with cards must come up with all of the factors 
that make that product. For example, if the cardless player says “The product of your two 
cards is 28” when the cards are a four and a six, the players with cards must come up with 
all of the factors – 1, 28; 2, 14; 4,7. 

(b) The player that comes up with the most factors gets two points and the one that comes 
up with fewer factors gets one point. 

(c) The player that called out the incorrect product must repeat the multiplication problem, 
with the correct product this time. 

5. Deal a new hand, rotating who gets cards. Take turns until the deck is exhausted 
(Bonus question: 52 divided by 3 = how many rounds?) 

For two players: ​​To modify this game, draw one card and place on the table top. One 
player draws a second card and places it on his or her forehead and must determine the 
card value. The second player must help the first by revealing the product of the cards. 
The winner is the person who takes the least amount of time to figure out all of the cards 
they’ve drawn. 

For younger players,​​ remove the jacks, queens and kings from the deck. 

For discussion: After playing this activity, you might want to ask your kids some questions 
such as: 

• Do you think we can make the game more challenging? If so, how? 

• Do you think we could play a similar game, but make it about a different kind of math? If 
so, what? 

 

 

 

 

 

 



 

HiLo (A game for small groups) 

Deck of cards (picture cards removed) 

Aim 

To achieve the highest score 

Rules 

a. One player deals out two cards face down to each player. 

 

b. The dealer then states either High or Low and turns over his/her cards. These cards 
are multiplied. 

c. The other players now turn over their cards and work out their totals. If a player 
scores less than the dealer, when the call is ​LOW ​​then he/she earns a point. If the 
call was ​HIGH ​​and the player scored less than the dealer then he/she does not 
score. 

The winner is the player with the highest score after ten rounds. 

 

Variation 

Remove some of the higher value cards to make the game simpler. 

The dealer adds a third card face up for each player that they have to add to the product. 

  

 

 

Target Number ( A game for a small group) 

Deck of cards (Picture cards all have a value of ten) Ace = one or eleven 

Aim 

Make a target number using three numbers and different operations 

 

a. The dealer chooses a two digit number and deals three cards to each player. 
b. The player to the left of the dealer tries to make the target number using his/her 

three cards and any of the four mathematical operations (addition, subtraction, 
multiplication or division). If the player cannot make the number, one card is 
discarded from the hand and another one drawn. Play contiinues in a clockwise 
direction. 

c. The winner is the player who can make the target number with his/her three cards. 

 

 



Sample game: Target number 32 

Player 1 J 3 4 (​10 x 3 + 4) = 34 

Player 2 9 8 4 (​9 x 4 - 8) = 28 

Player 3 Q 8 4 (​10 x 4 - 8) = 32 (Win) 

 

Variations 

● The size of the target number and/or the operations used can be altered depending 
on the age of the players 

● Deal out more than three cards 

 
Secret Pairs ( A game for pairs) 

A set of ten playing cards of any suit from ace to ten. Ace = one. 

 

Aim 

To use multiplication facts to correctly guess the secret pair of numbers. 

 

Rules 

a. Each player is dealt ten cards. 
b. Each player arranges their ten cards in five pairs but keeps these pairs secret from 

the other player 
c. He or she writes the product of each pair on a sheet. 
d. The second player must then try to guess the which pairs produce the given product 
e. Players swap roles. 
f. The winner is the player who correctly guesses the most pairs. 

 

 
 


