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CARD GAMES

Match-it with Grouping Cards (Players: 2 to 5)
Aim: 


To be left with the fewest cards while making the other players pick

up cards. If you are the first to have no cards left you are the winner, 

otherwise the person with the fewest cards is the winner.

To start: 

· Shuffle the pack of Grouping Cards and deal out 7 cards per person.

· Each player can look at their cards but don't show them to the other players.

· Place the rest of the pack turned down in the middle and turn the top card up next to the pack. 

· Decide whether the winner is the first person left with no cards, or the person with the fewest cards after going through the pack in the middle a number of times – the number of times decided before you play (for example once, twice or three times, with a tendency 

· of having more times when there are greater number of people).

To play:

· The game works in rounds, with each person alternatively having one go per round.

· The first player nominates out loud one of the following combinations that is present on the up-turned card in the middle. This player will want to nominate a combination they can match with one of their cards and less likely to be matched by other people by trying to chose a combination with a large number of options. The possible combinations are:

	Type of combination
	Number of options
	Options

	Object in sky
	3
	Star, moon, sun

	Clothing
	5
	Shirt, pants, skirt, jacket, dress

	Footwear
	5
	Sandals, runners, rubber boots, stilettos, roller skates

	Number of borders and solid or dashed lines
	6
	One dashed border, one solid border, two dashed borders, two solid borders, three dashed borders, three solid borders

	Letter
	7
	A, B, C, D, E, F, G

	Tool
	8
	Bucket, broom, garden fork, hammer, key, scissors, screwdriver, shovel

	Animal
	8
	Cat, lion, duck, penguin, snake, turtle, ladybeetle, butterfly

	Card suit ((((() and colour (black or red)
	8
	Red (, black(, red (, black (, red (, black (, red (, black (

	Food
	9
	Pineapple, banana, strawberry, roast chicken, fish, steak, peas, carrot, onion

	Shape x open or filled
	10
	Filled circle, open circle, filled hexagon, open hexagon, filled cross, open cross, filled square, open square, filled square

	Background colour and solid or chequered
	12
	Blue solid, blue checked, green solid, green checked, orange solid, orange checked, purple solid, purple checked, white solid, white checked, yellow solid, yellow checked


· The first player puts one of their cards down that matches the nominated option. If they can't match a card then they pick up a card from the stack in the centre. The next player to the left then either puts down a card to match the nominated option or picks up a card. Continue with next player on the left until everyone has a go. This finishes one round.

· The player to the left of the first player now becomes the first player and repeats the process of nominating a combination out loud and either placing down a card to match or picking up a card from the stack, followed by each of the players to the left.

· If the cards run out in the centre stack then either the game ends and the player/s with the fewest cards win, or take the top card off the up-turned pile and shuffle the remaining cards to produce a new stack (as decided before playing).

To make the game more challenging:

· The players select two options by choosing two types of combinations to make a match, for example a cat (from the animals) and moon (from the objects in the sky).

Grouping Card version of "Fish" (Players: 2-5)
Aim: 

To get the most "pairs of cards". This is also a good activity to use for

understanding probability and conditional probability when using the 

more challenging version of this game.

To start:

· Shuffle the pack of Grouping Cards and deal out 5 cards per person.

· Each player can look at their cards but don't show them to the other players.

· Place the remainder of the pack face down in the centre

To play:

· Matches can be based on either:

· the background colour with checked or non-checked, or 

· the red or black card suit ((((()

· Some examples of options to match are purple checked background or red club.

· Each player checks their cards for matches. If there is a pair of cards then place the two cards face down on the table. You can only put two cards together to make a match.

· The first player (player x) chooses another player to ask for a card, for example:

 
"{Player y's name}, do you have a solid orange background?"

· The player y then looks through their cards:

· If they have a matching card they give player x the card (if more than one card they can choose which one), and player x places this card with their card face down on the table to make a match and then has another go, either to the same player or another player.

· If player y doesn't have a matching card they say "No" or "Fish" and player x picks up a card from the centre. If the new card can combine with an existing card in the players hand they can place that pair down. 

· The player on the left of player x then has a turn.

· Continue playing until there are no cards left in the pile. If a player runs out of cards in their hand then they can pick up another 5 cards from the stack.

· The winner is the player with the most pairs of cards at the end of the game.

To make the game more challenging:

· Increase the possible combinations the players can choose from by combining two of the following to make a match, for example a skirt (from the clothing) and broom (from the tools).

	Type of combination
	Number of options
	Options

	Object in sky
	3
	Star, moon, sun

	Clothing
	5
	Shirt, pants, skirt, jacket, dress

	Footwear
	5
	Sandals, runners, rubber boots, stilettos, roller skates

	Number of borders and solid or dashed lines
	6
	One dashed border, one solid border, two dashed borders, two solid borders, three dashed borders, three solid borders

	Letter
	7
	A, B, C, D, E, F, G

	Tool
	8
	Bucket, broom, garden fork, hammer, key, scissors, screwdriver, shovel

	Animal
	8
	Cat, lion, duck, penguin, snake, turtle, ladybeetle, butterfly

	Card suit ((((() and colour (black or red)
	8
	Red (, black(, red (, black (, red (, black (, red (, black (

	Food
	9
	Pineapple, banana, strawberry, roast chicken, fish, steak, peas, carrot, onion

	Shape x open or filled
	10
	Filled circle, open circle, filled hexagon, open hexagon, filled cross, open cross, filled square, open square, filled square

	Background colour and solid or chequered
	12
	Blue solid, blue checked, green solid, green checked, orange solid, orange checked, purple solid, purple checked, white solid, white checked, yellow solid, yellow checked


Grouping Card "Snap" (Players: 2-5)
Aim: To get the most cards.

To start:

· Shuffle the pack of Grouping Cards and deal out all the cards (facing downwards) to the players evenly. The players are not allowed to look at their cards or shuffle their cards.

To play:

· The first player puts the card on top of their pack in the centre facing upwards.

· The next player to the left puts the card on the top (of their pack) on top of the card/s in the middle.

· If a player can see a match in a combination of the two top cards before the next card is put down they place their hand on the pile and shout out "snap" and the matching combination, for example " SNAP!, three solid lines". The person with their hand closest to the pile is then allowed to pick up all the cards and put them at the back of their pack if they have made a correct match. If the player did not say the correct match they must remove their hand and the other players can "snap" before the next card is placed down.

· The combinations players can "snap" on are:

	Type of combination 
	Number of options
	Options

	Object in sky
	3
	Star, moon, sun

	Position of number
	4
	Top left, top right, bottom left, bottom right

	Clothing
	5
	Shirt, pants, skirt, jacket, dress

	Footwear
	5
	Sandals, runners, rubber boots, stilettos, roller skates

	Number of borders and solid or dashed lines
	6
	One dashed border, one solid border, two dashed borders, two solid borders, three dashed borders, three solid borders

	Letter
	7
	A, B, C, D, E, F, G

	Tool
	8
	Bucket, broom, garden fork, hammer, key, scissors, screwdriver, shovel

	Animal
	8
	Cat, lion, duck, penguin, snake, turtle, ladybeetle, butterfly

	Card suit ((((() and colour (black or red)
	8
	Red (, black(, red (, black (, red (, black (, red (, black (

	Food
	9
	Pineapple, banana, strawberry, roast chicken, fish, steak, peas, carrot, onion

	Shape x open or filled
	10
	Filled circle, open circle, filled hexagon, open hexagon, filled cross, open cross, filled square, open square, filled square

	Background colour and solid or chequered
	12
	Blue solid, blue checked, green solid, green checked, orange solid, orange checked, purple solid, purple checked, white solid, white checked, yellow solid, yellow checked


· The player who made a successful "snap" then starts a new pile in the centre.

· Continue playing in turns. When some one runs out of cards they are out of the game. The person remaining with all the cards are the winner.
Grouping Card Domino Card Game (Players: 2-5)
Aim: To be left with no cards.

To start:

· You will need a large area to lay the Grouping Cards out for this game.

· Shuffle the pack of Grouping Cards and deal out 5 cards per playing, facing the Grouping Cards upwards so everyone can see them.

· Place a card facing upwards and the rest of the pile facing downwards in the centre.

To play:

· The object of the game is to place a card next to cards on the playing surface so they match the background colour (with or without checks) giving 12 options or hearts/diamonds/clubs/spades (red or black) giving 8 options.

· The first player places one of their cards next to a card on the playing surface that matches one of the options. The card can be placed in a vacant position above, below, to the right or to the left of the card. 

· If a player can't make a match anywhere they must pick up a card from the pack.

· The next player to the left then has a turn to place one of their cards adjacent to a card on the playing surface with a match.

· If there is another card adjacent to the vacant position, the player's card must also be able to match one of the options of this second card, and similarly if three or four cards are adjacent to this position the players card must be able to make a match with all of them.

· Continue taking turns until some one runs out of cards – they are the winner.

· When more than two people, you can continue playing with the remaining players to work out who comes second, and so on.

· If there are no more cards left in the centre pile, then a player misses a go without picking up a card.

· If no one can make a move and there are no cards left in the pile, then the winner is the player with the least number of cards.

Grouping Card Domino Patience (Players: 1)
Aim: To place all the Grouping Cards down in 5 rows of 10 cards, so that every adjacent card has a matching symbol or pattern.

To start:

· You will need a large area for this game to cater for 5 rows of 10 cards.

· Shuffle the pack of cards.

· Deal out one card facing upwards onto the playing surface.

To play:

· Take the first card from the pack.

· See whether there is a matching option from the table below with the card on the playing surface.

	Type of combination 
	Number of options
	Options

	Clothing
	5
	Shirt, pants, skirt, jacket, dress

	Footwear
	5
	Sandals, runners, rubber boots, stilettos, roller skates

	Letter
	7
	A, B, C, D, E, F, G

	Tool
	8
	Bucket, broom, garden fork, hammer, key, scissors, screwdriver, shovel

	Animal
	8
	Cat, lion, duck, penguin, snake, turtle, ladybeetle, butterfly

	Card suit ((((() and colour (black or red)
	8
	Red (, black(, red (, black (, red (, black (, red (, black (

	Food
	9
	Pineapple, banana, strawberry, roast chicken, fish, steak, peas, carrot, onion

	Shape x open or filled
	10
	Filled circle, open circle, filled hexagon, open hexagon, filled cross, open cross, filled square, open square, filled square

	Background colour and solid or chequered
	12
	Blue solid, blue checked, green solid, green checked, orange solid, orange checked, purple solid, purple checked, white solid, white checked, yellow solid, yellow checked


· Place the card from the pack adjacent to this card (top, bottom, left or right). If there are no matches then place the card facing upwards on a new pile.

· Take the next card from the pack and see whether there are any matches with the cards on the playing surface. All the cards adjacent to the new card must make a match with at least one option. 

· Check to see whether the top card on the new pile can be placed adjacent to cards on the playing surface. You can only use the card on the top of this pile.

· You can add to the cards on the playing surface in any direction, but you must not exceed 5 rows of 10 cards laid out in a rectangle.

· You win when all the cards are place down to make 5 rows of 10 cards, all matching an option with the adjacent cards.

Grouping Card 7 Pile Patience (Players: 1)
Aim: To distribute all the cards onto matching pairs. This is also a good activity to shuffle the cards.

To start:

· Gather all the cards into a pile face down, preferably facing the same direction.

To play:

· Place two cards down side by side and facing upwards.

· Check for matches by:

· the background colour with checked or non-checked, or 

· the red or black card suit ((((()

· Examples of matches are green chequered backgrounds or red diamonds.

· If there is a match then place a card on top of each of the matching pair.

· If there is not a match then place a card facing upwards next to the other piles of cards.

· Continue placing cards on top of matching pairs or creating new piles until reach a maximum of 7 piles of cards. If you run out of cards you win, but if you still have cards and can't find any matches with 7 piles you lose.

Different version of game:

· Use only the background colour with checked or non-checked to make matches and use up to 10 piles.

ICE-BREAKERS, WARM-UPS AND ENERGISERS USING GROUPING CARDS

The following activities were designed to be used with the Grouping Cards, usually assuming that each person has already been allocated a Grouping Card. The suggested use for the activities is in brackets beside the activity name.

Lining up your numbers (ice-breaker/warm-up/energiser)

AIM: 
This exercise gets people to interact with other people in gentle manner.


EQUIPMENT:
Grouping cards and large area for class to move around.

Every person should have been allocated a card. Everyone lines themselves up in order of card number without speaking. When debriefing, the facilitator could point out the different aspects of the cards and their use in grouping people.

The re-grouping race (ice-breaker/warm-up/energiser)


AIM: 
This exercise gets people moving around and interacting with many of the people in the class.


EQUIPMENT:
Grouping cards and large area for class to move around.

People
 have to group according to one grouping option, then change according to a different grouping option as quickly as they can. Either:

· Decreasing number of groups: for example if you have 15 people you want at least 2 people per group, so you use from 2 to 7 groups. Start with people going into 7 groups (i.e. letters), then 6 groups (background colour), then 5 groups (i.e. footwear), then 4 groups (i.e. position of number on card), then 3 groups (i.e. star/moon/sun) and then 2 groups (i.e. dashed or solid borders).

· Same group size: for example splitting the class into two groups (on either side of a room), firstly by whether their hearts, diamonds, clubs or spades are red or black, then by whether they have a solid or checked background,  then by whether their border is solid or dashed and the by whether their number is odd or even.

Playing Grouping Card snap (energiser)

AIM: 
This activity sharpens concentration and reaction time by focusing on different aspects of the Grouping Cards quickly at the same time.


EQUIPMENT:
Pack of Grouping Cards, or several packs with larger classes, and an area for each group to place the cards down.

Hand out any remaining cards to the participants so each person has several cards (remind participants to remember their original card number). Separate the class into groups of 2 or 3 people around a table or floor area. The number of people per group may need to be larger if there is a large class.

Each person alternatively places a card face up in the centre. When some one sees a match of symbols or patterns (e.g. dashed borders, number of borders, colour of background, checker background or position of card number) they yell "snap" while putting their hand on the stack and have to say what the match was, before the next card is placed on the stack. A participant can take the pile of cards if there is a correct snap.

Repeat the process again. If everyone in the group except one person runs out of cards, the group can either end the game or redistribute the cards again and start over.

For more of a challenge, the facilitator may choose to allow only a certain number of symbols or patterns to be matched, then swap the symbols or patterns regularly throughout the energiser.

The memory game (energiser)

AIM: 
Challenges people's short term memory. 


EQUIPMENT:
Grouping Cards and paper and something to write with for each person.

In small groups, get one person to place their card face up for 30 seconds so that every one in the group can see it, then turn it face down. Each person in the group needs to try to memorise the 15 patterns or symbols. For the next two minutes they then list as many items as they can without showing anyone else in the group. They then count how many items they listed correctly and compare their lists.

If enough time is available repeat the process with some one else's card from the group.

Discussion can be made on which patterns and symbols were the most easiest to remember, and what difference it made when remembering their own card as opposed to some one else's.

Charades (energiser)


AIM: 
Creates a bit of fun, activity and group involvement, and gets people a little out of their comfort zone.


EQUIPMENT:
Grouping Cards, 5-7 small pieces of similar paper, pen, container for paper for each group

Form small groups of 5 to 7 people. The cards from each person in the group are laid out facing upwards. Distribute any extra Grouping Cards so each group has the same number of cards. Each card number within the group is written on the pieces of paper and placed in a container.

Each group nominates one person to start the charade. This person randomly chooses a piece of paper out of the container and doesn't show anyone else. When all the groups are ready the nominated people have to describe the card to their group without speaking, writing or referring to the card number. The rest of the people in the group have to guess the card by yelling out the card number. When they guess the correct card number that card is turned face down, and the next person in the group chooses a piece of paper out of the container.

Repeats the process until there is only one card left. The first group to have only one card left faced up is the winner.

Creating a character on the card (warm-up/energiser)

AIM: 
This exercise is a bit of fun, gets people moving and being creative. 


EQUIPMENT:
You will need items to make symbols on the Grouping Cards, such as butchers paper, scissors, sticky tape, felt pens and any other suitable objects available.

Put people into groups of 3-6 people (either by their natural groupings based on where they are, using card groupings or card number – see manual). Each group needs to nominate one person's card for them to model. They can choose to model an actual person or draw a picture with the symbols on the card and embellish them as they see fit.

Each group alternatively shows the rest of the class what they created.

Creative story telling (energiser)


AIM: 
Exercises the creative mind, and suitable for people who already spent some time with each other. 


EQUIPMENT:
Grouping Cards (one per person).

Put people into groups with the size depending on the amount of time available and size of class. You can group by either using a grouping from the cards or card number, or natural groupings depending on where people are positioned. For one minute people need to look at their picture on the card and think up a short story using the details of the card. Then they tell their story to each person in their group for 2 minutes each.

The facilitator can then ask for volunteers to tell share their story to the whole group, focussing on the most bizarre or creative story from the group.

Participants expressing their progress through the cards (warm-up/energiser)


AIM: 
To help people debrief and express themselves about their participation in the course. 


EQUIPMENT:
Pack of Grouping Cards and room to spread the cards out for participants to see them.

Spread the Grouping Cards out for everyone to view, this may be the remainder of the Grouping Cards (cards that haven't been allocated to anyone) or use cards that have been allocated if there is a large group (participants need to remember their card number). The facilitator asks participants how people might relate to part or sections of the cards (e.g. they may feel like a turtle, being slow and steady, or they can relate to being on roller skates while learning sections of the course work).

The facilitator could use the feedback from the participants to further debrief on the learning process.

�Need to add something else in this activity to make it more of a game.





1
[image: image1.jpg]~‘/Bellmetncs

\_Evaluuuun analysis and training GameS and GI’OUD ACt[V[tleS Using the Grouping Cards




8
[image: image2.jpg]Grouping Cards for conducting training with group work




7


