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Quabbin Regional School District 

Elementary Math ~ Summer 2014 
 

What’s My Card                                                       Number Skills and Vocabulary Practice 
 
Summary: Challenge each other to create and solve math riddles!  Using addition, subtraction, 

multiplication, or division, Clue-givers provide hints to help the Solvers figure out the target number.  By 

articulating math problems and using flexible thinking, your child will improve both critical thinking and 

math reasoning skills. 
 
Materials: GoMath! Glossary for use as a vocabulary reference; thanks to Mohegan Sun, one deck of 

playing cards with Ace=1, Jack=11, Queen=12 and King=0.  (Note: Feel free to remove the face cards or 

substitute other values to adjust the activity to your liking.) 
 
Other materials that may be substituted: number cards from other games, etc.  
 
Directions:  

1. Shuffle the cards and place them face down between the players; each player draws a card and the 

player with the highest value determines whether to deal, be a Clue-giver or Solver. Turns for the 

other players are determined by card values ordered from greatest to least. 

2. The players agree upon which math operation to use (addition, subtraction, multiplication or 

division). 

3. The dealer passes out 6 cards to each player and places the remaining cards in between the 

players.  

4. Players alternate between being a Clue-giver and a Solver. 

5. After examining the cards, the player who is up first, the Clue-giver, must decide which card(s) 

s/he wants to involve in the clue.  Then a riddle must be presented to help the Solver figure out 

the value(s) of the Clue-giver’s card(s).  For example: The sum of my two cards is 10, what are 

the addends? or if only one card is used, what is the divisor for 35 if the quotient is 5?) 

6. The Solver has about 5 seconds to name the value of the card(s). 

7. If the Solver answers correctly, “5+5=10; the Clue-giver reinforces the answer by repeating the 

number sentence and gives the card(s) to the Solver.  Players should start a “win pile” for the 

cards won. 

8. If the Solver is incorrect, then the Clue-giver should give another clue.  For example:  The Clue-

giver says, “The sum of my two cards is 10.” The Solver answers, “7+3=10”.  If the answer is 

incorrect, the Clue-giver should say, “7+3 does equal 10, but those are not my two cards, my 

cards have the same digits.”  If the Solver answers correctly, 5+5=10, then the number sentence is 

reinforced and the Solver wins the Clue-giver’s cards. 

9. If you’re playing with more than two players, after the second clue has been given and the Solver 

answers incorrectly or takes too long, any of the other players are allowed to chime in and give 

the value of the clue card(s).  Since the Solver did not give the correct answer either time, the 

Clue-giver puts the card in a discard pile. 

10. The Clue-giver should then draw replacement cards. 

11. Play continues in this manner with the roles of Clue-giver and Solver rotating to different players. 

12. Keep playing until the draw pile is depleted. 

13. Players count the cards in their “win piles”; the player who has collected the most cards by the 

end of the game wins! 
 

Adjustments:  

 Remove higher valued cards to make the game appropriately challenging. 

 Challenge players to use two different operations in the clue.  For example, “If you square one of 

my cards and then add the first prime number, the answer is 27”.  Cards are 5 and 2, 5x5+2=27) 


