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DECADECK INSTRUCTIONS  

Go Fish    K.CC.4 

The classic.  Remove the symbol cards and all of one model (such as all the dice, or all the ten frames – if you 

don’t, there will be one leftover card for each number after pairs are made). Each partner gets five cards and the 

rest of the deck is face down between them.  Students look for number pairs in their hand first, putting aside 

any pairs, then take turns asking their partner for a match. If the partner has a match, it must be handed over.  If 

not, that student must “go fish” and take a card from the deck.  When one partner is out of cards, count the 

pairs made.  The student with the most pairs wins. 

Go Fish to Tens  K.OA.4, 1.OA.6 

Just like the classic pairs game above, but instead of matching numbers, students must find two cards that 

partner to ten (2 and 8, 0 and 10, etc).  Please note, there will always be one lone “5” left over! 

War   K.CC.6, K.CC.7 

Remove the symbol cards. Deal out the entire deck evenly between two partners.  At the same time, each 

partner turns over their top card.  Whoever has the greater value wins both cards.  If the values are the same, 

then there is a “war.”  For the war, students place three additional cards facedown, and then turn up their next 

card.  Whoever has the greater value that time wins all of the cards from the turn.  The game is over when one 

student has all the cards or a set time is up (partner with the most cards wins). Extension ideas:   

 Least value wins each time 

 Turn over two cards each and find the sum or difference (teacher chooses) 

 Require that students use the > and < cards when comparing values 

Focused Fact Practice  K.OA.2, K.OA.5, 1.OA.6 

This is done best with an adult partner.  Place two cards face up on the desk and ask the student to say the 

addition sentence (you can use the symbol cards to help on this one, too).  Let’s say a student gets a 5 and a 2.  

The student says “Five plus two equals seven.”   

 

Now, the adult partner knows this student can add 2, but needs more practice with adding 5.  So the adult 

partner places a new card over the 2, and this continues so that the student can practice adding 5 a few times in 

a row.  Then when the adult partner feels the time is right, a different card can be placed over the 5 and a new 

number becomes the addition focus.  Students who are ready could also practice adding 3 cards, or finding the 

difference between cards instead of the sum. 

 


