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Multiplication War

You will need: A deck of cards

Divide the deck evenly among the two players. Face cards are worth 10. The cards are to be face down
in the stack so players are not able to see the card value.

Each player draws two cards from the top of the stack and lays them down. The two cards drawn must
then be multiplied together. For example, if I drew a 5 and an 8, I would say aloud 5 X 8= 40. If my
partner drew a 2 and a 6, he/she would say 2 X 6= 12. Because the produce of 40 is greater than 12, I
would take all four cards presented.

If both players draw the same product, that is a called a “war.” In this case, both players draw two more
cards and multiply them to find the product. The greater product will then take all 8 cards.

You can win several ways. You can time yourselves and after 15 minutes, the player with the most cards
wins. Or you can play until one player loses all his/her cards.
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How to Play

Preparation and Materials:
. Print out the Multiplication Squares board. You will need oneboard per game.

* PAPER-SAVING TIP: Laminate the board and use thin dry erase markers fo play. That way, students

can erase their marks and use the sameboard each time.

2. Get 2 dice.

3. Get adifferent colored marker for each player.

Object of the Game: To be the player who captures the most squares

Playing the Game:
Each player rolls onedice. The player with the highest roll goes first.

The player rolls both of the dice on the table and multiplies the two numbers together. For example, if the
player rolls 6 and 4, he/she multiplies 6 and H to get 24.

The player looks for the product of the two dice on the squares board, and draws ONE line by connecting any
two dots that are surrounding that number, as shownbelow. Theplayer’s marker is used to draw the line

between the dots.
o o o o
2 8 IO
® ® O
6 | 24| 12
& o o
5 4 30
®e o6 o o
Forarollof 6 and Y4 the player may find one of the 24s on the squares board. Theplayer may connect any fwo
dots on any side surrounding the 24




How to Play (continuved)

After the player draws his/her line, that player’s turnis over and the next player’s turn begins.

Players are always strivingto draw a line that will complete a square. When one player draws a line that

cormpletes a square, that player colorsin the square with his/her marker and gets to take another turn with

the dice.
® o6 o o
2 8 10

6I2
5 4 30
® o6 o o

® ®

The player with the green marker drew the fop line that complefed the square around the 24 and colored the

squaregreen to show that he captured that square

Note: The player with the green marker could have rolled a product of 8 (above the 24). Because the player's line
on the 8 would have complefed the 24 square, he still would get o capture the 24 square

If a player rolls a product that has no more available lines left on the board, the player’s turnis over and play

continues with the next player.

The game ends when all dots on the board have been connected (or when the feacher calls time). The player

with the most captured squares is the winner.




a’

uitip|

<r

! é'

£ °
. '511

'E

°* o ¢ o o e o o
Y 4 25 2 15 20
®* o o o o Q ® o o o oo
20 30 36 8 I5 5 B 30 2 9
\ ® ¢ o o o o o o o o
8 5 | 2420 25 6 | 24 8
Q Q Q ® & o o o o o o
2 6 25 6 3 3 3 5 Y4 24
0 ® o 0 o 0 0o 0 0 o
2 9 M B 2 8 10 4 I5 12
® ¢ 06 0 0 0 0 0 0 0 0
5 5 43 6 24 1R 2 18 3
® ¢ 0 0 0o 0 0 0 0 o o
'8 203 5 I5 4 3 | 3 I
® ¢ o 0 0o 0 0 0 0 0 o
24 6 20 2 B 25 5 6 20 10
. ® o o 0 0 0 0 0 0 0
3.3 10 305 9 6 5 1B Y.
e o ® ¢ o o o 0 o 0 0
2.5 16 24 8 3 30 12 10 6.
e ® . O ® @ ® @ ® O Q

Who will capture the most squares?
Looking o practice multiplication facts through 12? Check out our full ‘Squares’ version! http://bit.ly/MultSauares
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[ Players: 2 _

Students practice

Time tO Multiply " .' multiplication facts

Materials

P06 e

from 0 fo 10.

one shuffled deck of cards (including jokers for 0) with face cards removed
scrap paper and pencils
calculators (optional)

The Way to Play

000000000000@0000

“‘l, One player stacks the cards facedown in a pile.

‘%} Player 1 draws two cards, multiplies the numbers, and says the product.

‘ﬁ". .
¢3) Player 2 takes a turn the same way.

\4> The player with the greater product finds the difference between those two products.
The player records the difference as the number of points earned for the round. The used
cards are placed in a discard pile. If it a tie, neither player earns points for the round.

’@) Play continues in the same way until all the cards have been used. The player with the
most points at the end of the game wins.
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Example:
Player | multiplies 7 x 5 = 35

Ty @

¥ ¥ |Xx =35
&

A &

Player 2 earns 25 points. (60 — 35 = 25)
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To play a game that reinforces speed, each player draws two cards without looking at
them. Each player turns over onc of the cards. At the same time, each player turns over
the second card and multiplies the two numbers. The first player to say the correct
product wins all four cards. If it's a tie, neither player wins the cards. Play continues in
the same way until there are no cards left. The player with more cards wins.

coaaonq0a¢oooa-¢t-¢ou»»-o0-obco-tovctuqc.--‘
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i Players: 2 ]
The Greatest 0 Students mltiply

two~digﬂ numbers by-;

PI’OdﬂCt 5 oneﬁlgﬂ numbers.

i

Materials

6500005209

one shuffled deck of cards with tens, jokers, and face cards removed
scrap paper and pencils

calculators (optional)

e s RS s

The Way to Play

$I9E0204698P02004D p—
Example:

A player has these cards:
‘A A & &) (v @

B e ———=—— —

/l\; A player deals three cards to each player and
stacks the remaining cards facedown in a pile.

% 2 Each player uses the three cards to create a T * v 9
two-digit number and a one-digit number with v v | v | & A |
] the greatest p0_551ble product.. The player could create the following equations:
A =
& The player with the greater product scores a 2? & Z :ii
X =
point if the product is correct. Players check 57 % 6= 342
each other’s work. (Calculators may be used.) 56 %7 =392
If a player could have created a different 75 % 6 = 450
problem with an even greater product, the 76 % 5 = 380

layer does not score a point.
Py P The player chooses 65 x 7 = 455.

/ Players place the used cards in a discard pile. B
A player deals three cards to each player and
the next round is played in the same way.

/\\
(37 When all the cards have been used, the discard
pile is shuffled and play continues.

o . . :
€6 The first player to earn 5 points wins.

[T Variation < [ .

: Create a problem with the lowest product instead.

.
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_ Players: 2.

F&CtOI’S and Students practice multiplication facts
and build an understanding of the commutative

PI’O dﬂCtS property of multiplication.

Materials

one shuffled deck of cards with tens, jokers, and face cards removed

Factors and Products Game Sheet (page 18), one per player

small markers that fit in the boxes on the game sheet, such as buttons or beans
(transparent plastic markers work well)

The qu fq P}lqy

1 One player stacks the cards facedown
in a pile.

Example:
Player.| draws two cards.

g w9 bgp ¢

& o

factor cards. The player locates the factors

|
|
2> Player 1 draws two cards. These are the i
on the top and left side of the game sheet. %

iy L by

s e

The player places a marker in the box . The player locates the factors 4 and 6 and covers the
where the two factors meet (the product) | product (24) with a marker. |
and places the two factor cards in a | The player may place the marker on either product box.
. . I
discard pile. A player may place only -
ANRIAFRIATEIADRIRFECAVEINE | | auadaiaiaTROOTRIRTRIORIRD
Rl marker Per turn. Factors and Products Factors and Products
Game Sheet Gome Sheet
3> Player 2 takes a turn in the same way: x[1/2[3[4]|5/6|7]8]9 x[1]2]3[4]s[6[7]8]9
N 1|1]2]3]4]5]6|7]8]9 t|1]2[3]4]|s[6[7]8]9
4, Players continue to take turns. If a 2|2|4|6(8|10(12|14|16|18 2]2|4|6(8/10(12|14|16|18
- product box has been covered, a player 3431649 J12]15) 18124124127 313,619 12115|19)21124127
1 : h K 5 Ui 4|48 |12(16|20{24(28(32|36 414 §_'12 16|20(24)28|32|36
may not place another marker on it. If a /| 5| 5/10[15]20/25/30(35/40/45| | || 5|5 [10]15|20|25|30|35|40|45
player is unable to place a marker on a {6 | 6 [12]18(24)30|36|4248[54| | ||| 6 | 6 [12]18]24|30|36|42]48[54
turn, the player places the two factor 1| 7|7 |14|21[28|35(42|49(56|63 l 717 |14|21|28|35(42|49(56|63
1 P i |
cards in a discard plle and the turn ends. i 8|8 |16|24(32|40(48(56|64|72 :| 8|8 (16(24|32|40|48|56|64|72
119]9|18)27|36|45|54|63|72(81 11919|18|27|36|45|54(63|72 |81

5 When all the cards have been played, a
player shuffles the discard pile and stacks
the cards facedown in a pile.

6 The first player to cover three products in a row—
horizontally, vertically, or diagonally—wins.

17
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Factors and Products

Game Sheet
X|1|2(3|4|5[|6|7|8]|9
1(1|2(3|4|5(6(7|8]9
2|2|4|6|8 10(12|14(16 |18
33|69 |12|15(18|21|24|27
4|48 |12|1620|24|28|32|36

| 5| 5[10|15|20|25|30|35|40 45
| 6| 6|12|18|24|30|36 42|48|54
|77 [14]21]28|35]42]49 56 63
| 88 |16|24(32|40|48|56|64 |72
| 9|9 |18]27|36|45|54|63| 72|81




7V

FINDING FACTORS GAME BOARD

wEULC,J( or Crame Advonced

VERSION 2 (NUMBERS 1-50)

Copy the game board as needed to play the game (one game board for each game).

Player 1’s Color

Reproducible 21

1R

Player 2’s Color

Ll.

5

10

15

v

|8

20

21

272

AL

24

25

26

27

28

29

30

3

32

33

3Y4

35

36

37

38

39

40

al

42

43

Hu

45

46

47

48

49

50

Player 1’s Score

From Math Games for Independent Practice: Games to Support Math Workshops and More, Grades K-5 by Jamee Petersen. © 2013 by Schol
face educational purposes. Downloadable at www.mathsc

photocapy for nonprofit use ina classroom or similar p

lace dedicated to face-to-

Player 2’s Score

lastic I, Permission granted to
Jutions.com/mathgamesteproducibles.




The Factor Game

gach player needs a different color marker or crayon. The first

player selects a number and circles it; the second player circles all

the proper factors of the number ; .
with the second player th €rin a different color. Play alternates,

en selecting a number and the first circlin
. N g
the factors. Play continues untj] no factors are left for the remaining
numbers. Players add t

he numbers they cj i ]
! y circled and the winner is
the player with the larger score, Note: It’s illegal to circle a number

with no fa‘ctors.. Players who make an illegal move may add the
number to their score, but lose their next turn to select a number.

112131415 112[3]4]5
6789110 617181910
11121314 |15 1111211311415
16171181920 1611711811920
21|22|23|24 |25 21|22 23| 24|25
261272829130 26|27/28|29(30
11213]4]5 1/2(3|4]5
678|910 678910
11112113 14|15 11112]13|14|15
“‘151'7 P 193‘6“ £17 18(19(20
oiloz|23l2|25|  |21|22]%3 (2%
%2728 29|30 26(27|28 29|50
“0 | 497
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Addition/Multiplication Table - Teacher’s Resource Book TR17



