
©Jennifer Findley

Simplifying Fractions

Using two cards, create a proper fraction (Example: If your cards are 4 and 1, you would 

have 1/4). ). Determine if the fraction is in simplest form. If not, simplify it.

Improper Fractions

Using two cards, create an improper fraction. For example, if your cards are 3 and 4, you 

would have 4/3. Convert the improper fraction to a mixed number.

Mixed Numbers

Using three cards, create a mixed number. For example, if your cards are 1, 4, and 3, you 

could make 4 ¾). Convert the mixed number to an improper fraction.

Adding and Subtracting Fractions

Using four cards, create two proper fractions. For example, if your cards are 1, 4, 6, and 3, 

you could make 1/6 and 3/4). Add the fractions. Then, subtract the smaller fraction from the 

larger fraction. 

Comparing Fractions

Using four cards, create two proper fractions. For example, if your cards 

are 8, 4, 1, and 2, you could make 1/8 and 2/4). Compare the 

fractions using <, >, or =. 

Multiplying Fractions

Using four cards, create two proper fractions. For example, if your cards 

are 1, 4, 2, and 3, you could make 1/2 and 3/4). Multiply the fractions.

Fraction Review with a Deck of Cards
Note: Either remove the face cards (Jack, Queen, King, and Ace) or assign them the following values: Jack, 

Queen, King = 10 and Ace = 11 or 1 (player ’s choice).
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Fraction War: 

Deal the entire deck out evenly to each player. Each player turns over 2 cards at once and 

tries to make the largest fraction.  For example, if your cards are 5 and 3, you could make 3/5 

or 5/3. The player with the largest fraction wins the round and gets a point.

Multiplication War: 

Deal the entire deck out evenly to each player. Each player turns over 2 cards at once and 

multiplies them together. The player with the largest product wins the round and gets a point.

Advanced Multiplication War: 

Deal the entire deck out evenly to each player. Each player turns over 3 cards at once and 

multiplies all three together. The player with the largest product wins the round and gets a 

point.

Number War: 

Use only the 1-9 cards for this game. Deal out seven cards to each player. Each player will 

arrange the cards to create the largest number possible. The player with the largest number 

wins the round and gets a point.

Operation War: 

Each player turns over 3 cards and may do whichever operations

they wish with the three numbers. The player with the greatest 

answer wins the round and gets a point.

Partner Games
Note: Either remove the face cards (Jack, Queen, King, and Ace) or assign them the following 

values: Jack, Queen, King = 10 and Ace = 11 or 1 (player ’s choice).
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