
Year 6 Card 

and Dice 

Games 

 
Here are some fun card and dice games to play at home with 

your child in Year 6 to help with their mental maths.  

 

 

 

 

 

 

 

 

 

 

 

 



 

180- Dice 
Symbols you can use:   - and ÷ 
The aim of the game is to try and get to zero first but only using 

your subtraction and division symbols. 

 

You both start with 180. 

 

Roll the dice and see what number you get. Then choose whether 

you are going to divide or subtract.  

 

Top tip: Make sure when you choose divide, you don’t end up 

with a decimal. 

  

 

 

 

 

 

 

 

 

 



 

 

Decimal Demons 

– Dice 
Symbols you can use:   +  - X and ÷ 

The aim of the game is to try and get to the 3 digit number that 

is rolled in the first three introduction rolls. 

You both start with the introduction roll.  

Roll the dice three times to generate a three-digit number. 

Each player rolls the dice after this two times to create numbers 

with decimals. They have to pick an operation and use this to get 

to the introduction value 

For example: 

Introduction roll:   1 4 6    

Who can get the closest 146? 

Player 1: rolls 3 4  

3.4   

Player 2:  rolls 2 2  

2.2 

Player 1: rolls 2.5 

3.4 x 2.5 = 8.5 

Top tip: Use a scrap piece of paper to work out your answers. 

 



 

 

 

Luck - Card 
Symbols you can use:   X and + 
The aim of the game is to try and get closest to 100 mentally.  

 

You cannot write down any working- out. If you forget what 

number you have, you have to calculate your total score again 

and again. Let’s hope you all have very good memories!  

 

Top tip: encourage the children to talk about their choices.  

Why did you choose to add? 

Why did you choose to multiply?  

How will that help you? 

 

 

 

 



 

Prime- Card 
Symbols you can use:   +  - X and ÷ 
Ace = 1, J = 11, Q = 12 and K = 13.  

Use the whole pack.  

Children remove prime numbers from pack: 1, 2, 3, 5, 7, J, K.  

The aim of the game is to total as many prime numbers. 

 

 

 

 

 



Ring- Card 
Operations you can use:   +   
The aim is to add up your cards in this strategy game.  

Deal 13 playing cards into a circle, face down. Take turns 

selecting one or two cards at a time and adding their values to 

your total.  

Carefully plan your moves. The player who picks up the last card 

will add 50 points to their score!  

 

Deal another 13 cards. Play until ten rounds are over an you 

have a completed score sheet. The player with the highest score 

wins. 

 

 

 

 

 

 

 

 

 

 

 



Quadroit- Dice 

 

You will need:  2 players;  2 sets of different coloured 

counters;  3 dice (1-6 spots)  a copy of the game board.  

 

The players take it in turns to roll all three dice. They then choose 

any two of the numbers and use any operation (addition, 

subtraction, multiplication or division) in order to generate a 

number that is on the game board.  

If there calculations are correct and they have obtained a number 

that is on, they board they can cover it with one of their 

counters.  

If they cannot create one of the numbers, or if they make a 

mistake with their calculations they miss that turn. The winner is 

the first player to cover four connected numbers, as illustrated. 

The winning combinations can be either vertical or horizontal, 

rotated or flipped.  

 

The game gives children plenty of opportunities to reinforce their 

problem solving and calculating skills. To enable greater 

collaboration it can be useful to ask the players to work together 

to create a winning combination in a set time. 

 

 

 

 



 

 

 

  

 

 



 

Grid Remainders- 

Dice 
You will need:  2 players  one dice (1-6 spots)  a copy of the 

playing board  counters for each player  

 

The players take it in turns to choose any number between 20 and 

60. They then roll the dice and mentally divide the number they 

have chosen by the number on the dice.  

They may then cover up the remainder on the game board. For 

example, Tilly chooses the number 45, rolls a 4 and makes the 

division (“4 goes into 45 eleven times with one left over”), she 

may now cover any ’1’ on the game board with one of her 

counters. 

Play passes to the next player, who chooses another number and 

rolls the dice. The winner is the first player to cover up a 

‘Winning Combination’ of 4 numbers (in any direction) on the game 

board. It may be useful to give the children note paper to jot 

down their calculations, or to keep a record of the numbers they 

have chosen.  

The game can be simplified by asking the children to choose 

numbers from a lower range - between 10 and 20, for example. 

After the children have played the game a few times they may 

begin to develop a strategy; choosing particular numbers that 

have more or less factors, for example, if they are aiming for 

specific ‘remainders’ on the game board.  

 

 



 

 

 

 



Negative - Card 
Symbols you can use:   - and + 
The aim of the game is to try and get closest to -50 mentally.  

 

Use the rule: 

+ + = + 

- - = + 

+ - = - 

- + = -  
 


