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CHAPTER 1 CHAPTER 1 - PG 56

What’s the difference between us?
                   1		� Each player takes or is given a number card 

without choosing.
				�    The rest of the cards are placed face down  

in a centre pile.

2     �Players find a partner and sit down.

3     �When they are seated they show their cards  
and find the difference between their numbers.

4	� The partner who finds the difference first explains how  
they got the answer and, if they are correct, takes both 
number cards.

5 	� If the difference is wrong, but the other person has got it 
correct, they explain how they got their answer and take  
both number cards.

6	� If neither partner is correct, both cards are placed at the 
bottom of the centre pile.

7	� Both students take another digit card from the centre pile 
 and repeat steps 3 to 7 until there are no cards left.

8	 The player with the largest number of cards wins the game.

	 Variation – �You could use fewer cards for a faster game  
or swap partners..

Use a calculator to check 
that the difference is 
correct if you need to.

Game1

23 56

• �digit cards  
0 – 100
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