
Go Fish! 

Old Maid 

UNO 

Memory 

Slapjack 

…and 
more! 

96 GAME CARDS FOR 6 WILDLY FUN GAMES! 



Instructions for Setup 
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In this packet, you will find: 
•  Directions for 6 different card games 
•  96 figurative language game cards (double-sided) 

•  16 figurative language terms game cards (red) 
•  16 figurative language definitions game cards (yellow) 
•  32 figurative language examples game cards (16 green and 16 blue) 
•  8 Skip cards (2 in each color) 
•  8 Reverse cards (2 in each color) 
•  8 Draw Two cards (2 in each color) 
•  4 Wild cards 
•  4 Wild Draw Four cards 

Other materials you will need: 
•  Envelope or bag to store the game cards 

Printing and laminating: 
1.  Print the game card pages double-sided.  Printing the cards on card stock or on thicker paper will make the cards last longer. 

•  I recommend that you test your printer settings with a few pages to ensure that the front and back of each card line up 
correctly.  

2.  Cut out all of the printed double-sided game cards.  You may want to laminate the game cards so that they will last you for 
years to come. 

3.  Place the game cards in an envelope or bag for storage. 

Each figurative language card matches! 



Game #1: The Power of One (like UNO) 
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Number of players: 2-10 players 

Which cards to use: All of the game cards, including all Skip, Reverse, Draw Two, Wild, and Wild Draw Four cards. 

Object of the game: To be the first player to run out of all of the cards in his or her hand. 

Getting ready to play: 
1.  The dealer shuffles all of the cards and deals 7 cards facedown to each player.  Each player can pick up his or her own cards to view 

them, but should not show them to anyone else. 
2.  The dealer places the remaining cards facedown in a pile in the middle of the table. 
3.  The dealer flips over the top card to start a discard pile beside the pile of facedown cards. 

Playing the game: 
1.  The player who most recently had a birthday goes first. 
2.  The player tries to match one of his or her cards with the face-up card in the discard pile.  Cards can be matched in three different ways: 

•  Matching by card color (i.e. a red card can be played on top of another red card) 
•  Matching by type of figurative language (i.e. a “Simile” term card can be played on top of another matching Simile term card, 

matching Simile definition card, or a matching Simile example card) 
•  Matching by action (i.e. a Skip card can be played on top of another Skip card) 

3.  If the player has no matches, he or she has to draw a card from the facedown pile.  If the card is a match, the player may play it.  If not, 
the player’s turn ends and it is the next player’s turn. 

4.  The game continues with players taking turns until a player has only one card left.  The moment a player has one card left, he or she must 
yell, “UNO!”  If the player does not yell “UNO!” and another player catches them with only one card, the player must draw two more cards. 

5.  The game continues until a player has no more cards remaining in his or her hand.  That player is the winner and receives a point.  The 
game can then be started again. 

Action cards: There are several special cards that can be played during the game. 
•  Reverse – game play continues in the opposite direction 
•  Skip -  the next player’s turn is skipped 
•  Draw Two – the next player has to draw two cards 
•  Wild – this card represents all four colors and can be played on top of any other card; the player who plays this card gets to state what 

color it represents for the next player 
•  Wild Draw Four – this card acts the same as a Wild card except that the next player has to draw four cards 

Full set includes the directions for 6 popular card games 
(UNO, Old Maid, Go Fish!, Memory, Spoons, and Slapjack)  



Simile Metaphor Personification 

Hyperbole Alliteration 
Proverb/
Adage 
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Full set includes 16 FIGURATIVE LANGUAGE TERM cards  
(simile, metaphor, personification, hyperbole, alliteration, proverb/adage, idiom, onomatopoeia)  



A comparison of unlike 
things using the words 

“like” or “as” 

A comparison of unlike 
things that says one 
thing is the same as 

another thing 

The giving of human 
characteristics to 

objects, animals, or 
ideas 

An extreme 
exaggeration used to 

emphasize a point 

Two or more words 
next to each other that 

begin with the same 
initial sound 

A saying, based on 
experience, that is 

considered to be true 
by many people 
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Full set includes 16 FIGURATIVE LANGUAGE DEFINITION cards  
(simile, metaphor, personification, hyperbole, alliteration, proverb/adage, idiom, onomatopoeia)  



The football was as flat 
as a pancake after I 
accidentally drove 

over it. 

Monroeville Mall was a 
zoo on Black Friday. 

The plants that hadn’t 
been watered for a 
week begged to be 

fed. 

I’m so hungry I could 
eat a hippopotamus! 

Two tiny turtles made 
their way down to the 

water. 

Actions speak louder 
than words. 
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Full set includes 32 FIGURATIVE LANGUAGE EXAMPLE cards  
(simile, metaphor, personification, hyperbole, alliteration, proverb/adage, idiom, onomatopoeia)  



Ava’s grandfather was 
like a big teddy bear. 

Johnny’s teacher, Mrs. 
Wakefield, is a walking 

encyclopedia. 

The bus waited 
patiently for all of the 
passengers to get on 

at the station. 

The ending of the book 
was so sad that I cried 

up a storm. 

At the grocery store, 
Brittany bought a 

blueberry bagel for 
breakfast. 

Two wrongs don’t 
make a right. 
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Full set includes 32 FIGURATIVE LANGUAGE EXAMPLE cards  
(simile, metaphor, personification, hyperbole, alliteration, proverb/adage, idiom, onomatopoeia)  


