
Making Sense Out of Numbers!

 OBJECTIVE
 Use all of the cards in your hand to create a number sentence that equals the target
 number.  In your number sentence you can add, subtract, multiply, and divide.  You can
 use each operation as many times as you would like in order to reach the target number.
 

 GAME SETUP
  1) Deal each player 2 cards.
  In each round the players get one more card than they had in the last hand.  In the
  second round each player starts with 3 cards, in the 3rd round each player gets 4
  cards, and so on until the final round when each person starts with 6 cards.

 2) Draw the Target Number from the deck.
  If you draw a wild card, return it to the deck and continue drawing until you draw a
  number card.

 3) Place the remaining cards face down to make a Draw Pile.

 4) Turn over the top card of the Draw Pile to start the Discard Pile.

 GAME PLAY
 The player to the left of the dealer starts and play continues clockwise.  After each round
 the dealer changes, rotating clockwise.  On your turn you may:

 1) Pick up the top card from the Discard Pile and put down a card from your hand.
  You must always keep the same number of cards in your hand that you were dealt
  to start that round.  You may put back the same card you picked up.

 2) Pick up the top card of the Draw Pile and put down a card from your hand.
  Again, you must always keep the same number of cards in your hand that you were
  dealt to start that round and again, you may put back the same card you picked up.

 3) Declare “Numsense!”  If your hand uses all of your cards to create a math sentence
  that equals the target number.

   When someone declares “Numsense” every other player gets one last turn to make their
   number sentence or get as close as they can.
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Making Sense Out of Numbers!

 WILD CARDS
 Wild:  You can choose the value of this card to be any number from 0 to 25.

 Discard:  You can exchange this card for any card in the discard pile.
      You must play this card during your turn, otherwise it becomes a zero.

 Mirror:  You can choose any card in your hand and match its value.
    If you had a 3, 5, and the Mirror Wild, you could play your hand having
    3, 3, 5, or as 3, 5, 5.

 Target:  This card has the same value as the Target Number.

 SCORING
 Once all players have had their final turn, each player calculates their score.

 If you can make the target number exactly, you add up the point values of all of
 the cards in your hand to get your score. (Ex. If the target # was 10 and your hand
 was (7*2)-4, then your score would be 7 + 2+ 4 = 13.)

 If you can’t reach the target number then you must make a sentence that gets as
 close to the target number as possible and you lose the difference between your final
 number and the target number.  (Ex. If the target # was 10 and your hand was 2, 3, 6,
 then it is impossible to make 10.  You can make 11 by using addition 2+3+6=11, which
 would make your score 11-10=1, so you lose 1 point.  You can also make 9 by using
 multiplication and subtraction (6*2)-3=9, which would still make your score -1 (10-9=1).

 WINNING THE GAME
 At the end of the fifth round, whoever has the highest score wins.

 Because the goal of the game is to have the highest score, there may be times when you
 have “Numsense” but choose not to declare it.  The goal is always to reach the target
 number, but to do so with the cards of highest value.

 FOR MORE INFORMATION VISIT US ON THE WEB AT
 WWW.NUMSENSE.ORG
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