
O P. Swan Cards on the Table 

Closest to Zero 
 

Children will add positive and negative numbers. 
Students will be working with integers, (The name for positive and negative 
numbers along with zero). Prior to playing the game discuss how adding 3 and -3 
will produce a result of 0.  
 
Materials 
A pack of playing cards, Jack = I I, Queen = l2, King = I 3, Ace = I. 
 
Organisation 
Two or more players. 
 
Aim 
To be the player with the total that is closest co zero. 

 
Rules 
I . Each black card represents a positive integer (number) and each red card 
represents a negative integer (number).  
2.  The dealer deals two card to each player. 
3,  If a player's pair of cards Total to zero (e.g. black 4 and red 4), then that 

player calls out 'Zero, Zero, Zero'. This player wins that round and records 
a score of zero. 

4.  All of the other players calculate their total and write down their score. Note that 
some scores will be positive, and others negative. 

S.  If a player does not have a pair that adds to zero, one more card is dealt to 
each player At any time, a player whose cards total to zero may call out 
'Zero, Zero, Zero". That player records zero for the round and the other 
players total their cards. If a player still does not have two cards that add to 
zero another card is dealt and so an. 

6. The dealer may call out ’Total' any time after the fourth card is dealt and all 
players must total their cards. That is, the dealer has an advantage, 
because the dealer may call out total when the total of their cards is very 
close to zero. Once ten cards have been dealt, without a player calling 
zero or total, then the round ends and all players total their cards. 

7. All of the cards are then added to the pack, shuffled and dealt, ready for the 
next round. 

8. Play continues for a set number of rounds (e.g. 5, determined by the 
amount of time available to play). 

9. The winner for the entire game is the player whose total is closest to zero. 
 

	

 


