Dice Games
Dice Darts - Decide on target 101 or 301.

Each person takes it in turn to throw two dice, add the faces together and record the score.

Keep a running total. First to reach 101/301 is the winner. NB They must score exactly 101/301 so they may choose to use just one die as they get close.

Variations: 

· Start at 101 or 301, throw two dice, add the faces together and subtract the total.
· Start at 301, throw two dice, find the product of the faces and then add/subtract to accumulate a score of 101/301 or subtract from a starting total of 201/301 to reach zero.

· Use polyhedral dice or ones demarcated in different numbers

Mouse – The object of the game is to be the first person     to draw a complete mouse. Each number on the die represents a different body part. Take it in turns to throw the die and draw the body part that matches the number thrown. 

Domino Activities
Threes and Fives - You play dominoes in the usual way but you score points when the dominoes at the ends of the chain add up to a multiple of 5 or a multiple of 3. Divide the total on the ends by 5 or 3 and add the answer to the player's score. If the end total is divisible by both 5 and 3 then you score both, so for the end total of 15 you score 8 points. You also score 10 points for being the first to finish, plus one point for every domino held by another player, but you might not be the winner even if you do finish first.

In the following example the double 5 starts, scoring 2 points. Then the (0, 5) domino scores 1 point because the ends add up to 5. Then the (4,0) domino makes the ends add up to 9 so it scores 3 points. Finally the (5,6) domino makes the end total 10 scoring 2 points.


In this example the (6,6) starts, scoring 4 points. Then the (6, 0) scores 4 points, then the (0,0) scores 4 points and finally, with the (0, 3) the end total is 15, scoring 8 points.
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(from NRICH)
Card Games
Go Fish - Remove all the picture cards from the pack and then deal out seven cards to each player and put the remainder of the pack in the centre. Each player should look at their cards. Decide who is going to start and then that person must ask someone else whether they have a partner card to one of their own to make 10. So, for example if the player has an ace they can ask another player if they have a nine.  If they have they give it to you, if not they say FISH and the player who asks has to pick up another card from the pack. The winner is the first player to pair all of their cards. 

(Good for memory as well as bonds) 
Pontoon (Vingt-et-un) – The aim of the game is to beat the banker by receiving cards that total 21 or as close to that total as possible without exceeding it. The banker (dealer) deals two cards to each person. The banker does not look at their cards but each of the players do. They must decide whether to ‘twist’, ask the banker for another card, or ‘stick’, stay with the score they have from the two cards they have originally been dealt. Each player can continue to ‘twist’ until they have a score which they think will beat the banker’s score. If they exceed 21 they ‘bust’ and therefore lose. Once all players have ‘stuck’ everyone reveals their hand. If two or more people have scored 21 the game is a draw. In this game picture cards are worth 10 and an ace can be worth 1 or 11, so a 10 or picture card and an ace would score a perfect 21. 
Variation: Score 10 points for a winning hand. The winner is the person who scores 100 points first.

6 = body


5 = nose


4 = whiskers


3 = eye


2 = ear


1 = tail
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