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P laying cards and games are so universally                
popular that there is even a type font—                                   
a complete set of printing characters—made                         
up of card faces. Because there are 26 letters                         

in the English alphabet and 52 cards in a traditional                      
deck,    card faces correspond one-on-one to upper and 
lower case letters. Here are equivalents:    
A B C D E F G H I J K L M 

A B C D E F G H I J K L M 
N O P Q R S T U V W X Y Z 

N O P Q R S T U V W X Y Z 
a b c d e f g h i j k l m 

a b c d e f g h i j k l m 
n o p q r s t u v w x y z 

n o p q r s t u v w x y z 
Like numbers, letters, and other visuals, images on card 
faces are meaningful symbols. Therefore, if there is 
educational value in working and playing with “secret 
codes” (and grade school teachers think there is), card 
faces can be used as “code letters for secret messages.”                
An example follows:  
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INSTRUCTIONS: In the above “secret message,” each card face 
stands for a letter of the alphabet. Write the letters under               

the playing cards. Then read the sentences. (With a “Playing 
Cards” font, you can make your own coded messages.)   

Thousands of years 
ago, someone played 
the first game of 
cards! Perhaps the 
cards were leaves 
or another natural 
material. Were they 
square or round or 
some other shape? 

Probably, the first 
card games were 

just for fun. But 
even in early 
times, people 

learned many things 
from cards! 
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Here is the answer to the “secret code” on page 5.  

Thousands of years ago, someone played the first game of cards! Perhaps the cards 
were leaves or another natural material. Were they square—or round or some 
other shape? Probably, the first card games were just for fun. But even in early 
times, people learned many things from cards! 

E 
ARLY PLAYING CARDS. It’s unlikely that                       
the first playing cards were the neat 
rectangular pieces of cardboard or 
plastic in use today. Probably, they 

were pieces of whatever people could find—
leaves, bark, or other natural materials. 
Perhaps early card creators scratched shapes  
or pictographs on them with thorns or sticks.     

Playing cards have been around for thousands of years. 
Chinese sailors, historians say, brought card decks and 
games to ancient India and other parts of Asia and Africa.                    
In 1099, the Crusaders that marched into Jerusalem found 
native people playing cards. The Europeans carried 
their games back to their homelands. 

Did Columbus and his men bring playing cards with 
them for amusement after their “discovery of the 
New World?” History has recorded that Cortez and 
his Conquistadors,  who conquered the Aztec capital 
of Mexico, used to sit around camp playing cards—
to the amazement and amusement of the natives.  

At first, playing cards were long and narrow, square, 
or round. There were no “Clubs,” “Diamonds,” 
“Hearts,” or “Spades” symbols on them—just simple 
pictures of animals, birds, leaves, flowers, or men. 
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After the American Revolutionary War (1775-1781), the 
former colonists wanted no reminders of British royalty.                
Instead of kings, manufacturers of playing cards put               
pics of American presidents and other leaders on them. 
Icons of goddesses replaced queens; “jacks” became 
Indian chiefs. But traditional English cards were so 
popular that these revolutionary variations never caught 
on. Even today, the 52-card deck with its “royal” picture 
cards is standard in all English-speaking countries.  

This information was adapted from the preface to                          
50 Card Games for Children, by Vernon Quinn, the U.S. Playing 
Card Company & Whitman Publishing Company, 1933 & 1956.   

 
EDUCATIONAL PLAYING CARDS. The “best” card 
games have lasted up to modern times, and there 
are many variations on the original objectives.  
Card decks and procedures have been simplified 
for young children, adapted for gaming, and 
made more difficult to “challenge experts.” 
Despite—or perhaps because of—“exciting” 
electronic toys based on playing-card design, 
card decks and card playing have endured!  
That’s because they attract and retain interest.  
They motivate participation, interaction, and 
focus.  And when people are engrossed in 
effective educational activity, they’re likely                
to learn valuable lessons as a result!   

The idea that playing cards and games can be 
used to reinforce or augment pedagogy is not 
new. For centuries, teachers and students have 
been using  cards with math, sight words, 
paradigms, facts, notes, and other targeted 
lesson content for drill and practice.  What is 
innovative, however, is a three-way “linkage”         
of subject matter to card-deck design to time-
tested game principles. In regard to content, 
materials, methods, and achievable language 
proficiency levels, there are many advantages 
to optimizing these connections.    
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K 
INDS OF CARD DECKS.  “Flash Cards” can                       
be used independently of one another for 
educational purposes.   A flash card set                      
might display alphabet letters,  word parts, 

words or phrases, numbers, icons or pictures, textual info,                     
or a combination of elements.  Cards can be used for     
image recognition in reading-readiness activities, for                
presentation or review of information, and/
or for assessment (testing) purposes. Such            
packs of one-sided or two-sided cards are 
easy to create. They can be of any size. 

Another “non-traditional” card-deck format 
might be designated “Dominos.” Cards of this 
type are divided on their faces into halves like 
domino tiles.  Each half of each card can be 
matched to part of another. As players place 
cards into a “chain” or “step” arrangement, 
they learn how symbols, text, or other elements 
fit together. Other kinds of educational card 
collections have features of a classic card deck:  

 packs made up of “matching cards”—pairs of items with designated 
characteristics in common. A full deck can contain up to 27 pairings.  

 packs comprised of “quartets,” sets of four-of-a-kind card images               
that belong together in some way—up to thirteen sets per deck.   

 packs consisting of cards in some sort of sequence, up to thirteen 
items per sequence and up to four sequences per deck. 

 decks in traditional format, with four “suits” of 13 cards each, in 
sequence, and 13 “quartets” (four cards that match somehow).  
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C 
ARD DECK FORMATS. For uniformity and 
flexibility—and for players to learn game rules 
and strategies more quickly—it helps to create  
educational card packages in similar formats—                

at least in size, shape, and the number of cards in a deck.                    
The number of “Flash Cards” or “Domino Cards” per pack 
may not matter, so large quantities of cards can be divided 
into smaller sets for group activities.  A 54-card deck of 
“Card Pairs” can contain 27 matches; a deck of “quartets,” 
thirteen sets of four—with two extra cards.  A pack of cards 
in sequence could contain four sequences of thirteen cards 
each (with two blanks), six sequences of nine cards each,    
or nine sequences of six cards each. In a 52-card deck of 
traditional format, the two extra cards, if they exist, can be 
used as jokers” or “wild cards” or for game instructions.  

The number of cards per deck might depend on the card 
size and shape. A good reason for producing 54-card decks 
is that it is easy to fit nine cards—three rows of three cards 
each—on a sheet of 8.5 by 11 inch paper or card stock to     
be cut apart. Without space between them, individual                 
cards end up being approximately 2.75 inches in length                 
by 3.66 inches in width, about the size of the cards in most 
commercially-produced playing-card decks.  Fifty-four 
equally-sized cards fit on six pieces of paper or card                     
stock, with no wasted material.   

Of course, thirteen sheets of card stock could produce                       
52 large  playing cards—each of the four cards per page 
4.25 by 5.5 inches in size. With six  cards per sheet, nine 
pieces of paper or stock  sheets could hold 54 cards—                  
”fat” cards if the page is set up lengthwise or long, tall 
cards on a vertical set-up. Here’s how some possible 
vertical set-ups for card-deck creations might look: 
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 Get index cards of suitable size or cut large cards in halves,             
thirds, or quarters. If more than one deck will be used during                    
a session, produce each set on cards of a different color.    

 Write or draw the appropriate symbols, numbers, letters, or                     
words on one or both sides of the cards.  

 For accurate visuals you’d rather not draw yourself, you                         
can cut out and paste up appropriate images on the cards.  

 To make multiple copies of the same card deck, it’s more efficient to 
paste up images on 8.5 x 11” pieces of paper, divided into squares or 
rectangles of the same size. Reproduce on card stock. Cut cards apart.  

Here are some possibilities for horizontal layout.  

C 
REATING CARD DECKS BY MACHINE.  Hand-
drawn card decks look less “professional”               
than purchased learning materials.  On the 
other hand, commercial materials cost money 

and are not custom designed for your specific purposes.  

Computer materials require user-friendly software or 
downloads for layout, illustrations, drawing, or painting.   
Desktop publishing also requires knowhow and—often, 
patience, at least during the “learning curve” of creating 
your first “product.” On the next two pages are some 
suggestions for computer-created card decks. 

    

    

   

   

    

    

    

    

   
   
   

C 
REATING CARD DECKS BY HAND. Perhaps the 
simplest way to create learning cards is with 
index cards or card stock, felt tip markers, 
scissors or a paper cutter, and glue sticks.  

Of all possible set-ups for the creation of playing card decks,               
the nine-rectangle (3 rows x 3 columns) format is probably the most 

productive. Of course, if images are drawn or pasted onto index 
cards of the same size, there’s no need for layout planning.  
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 It’s probably best to work on an 8.5 x 11” page. Choose either a 
vertical (“portrait”) or a horizontal (“landscape”) orientation.                
Leaving margins as narrow as your printer will allow, divide your 
page into “grid cells” of the size and shape of the desired cards.                 
If you don’t want squares, do you want the height of each card                  
to be greater than the width, or vice versa? Your decision is likely              
to depend on the content of the cards. Experiment.  

 If you want two-sided cards in 
which each back corresponds to  
a different card face, be sure to 
create “mirror-imaged” pages.   
Remember that the images for        
the back of the cards must be             
in reverse order from those on 
the front, as the diagram shows: 

   

   

1 2 3 

4 5 6 

   

   

3 2 1 

6 5 4 

Images for     
fronts of cards 

Images for                 
backs of cards  

 With text (numbers, letters, words) and graphics (clip art, photos, etc.), 
fill in the boxes or “cells” of each page. Center the content of each   
both horizontally and vertically. To make it easier to cut the cards 
apart evenly, leave sufficient space of all four sides of each image. 

 Continue producing pages as described above until you have created 
the desired number of cards for one deck. For example, a fifty-four 
card deck will require six pages of nine cards each or nine pages              
of six cards each. A 52-card deck will include two blanks.   

 Print out your masters directly on card stock, if your printer allows. 
Choose “Flip on long edge” or “Flip on short edge” according to your 
layout. Alternatively, you can print the masters out on white paper 
and then photocopy them one-sided or back-to-back on card stock.               
To make it easier to keep cards together later on, you can print out 
each deck on card stock of a different color or shade.  

 With a paper cutter or scissors, cut the cards apart. Try to make                
all of the cards of each deck close to the same size and shape—                
so that they will be easier to handle and actually play games with. 

 Finally, be sure to keep the cards of each deck together with rubber 
bands and/or in a paper or plastic envelope of the appropriate size.  
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G 
ENERAL IDEAS FOR CARD-DECK USE. 
Presumably, you’ve purchased or taken the 
trouble to create card packs that work in a 
variety of situations.  If games and activities 

motivate concentration and learning—and if you enjoy 
working with the cards,  you’ll want to make educational 
use of them again and again. Here’s how to do so:   

 If you have a laminator, coat either the individual cards or the sheets 
of card stock before cutting them apart. Then they will last “forever.” 

 Collect materials after each use; check that each set is complete; keep 
it in an appropriate container (plastic bag, envelope, etc.) for reuse.              
Print instructions and keep them with the materials so no one will 
forget the original intent of the activities or games. And if you think 
of more uses for the same pack of cards, write these ideas down too. 
Keep your notes in the same container. 

 For each kind of lesson content, create enough card packs to                 
occupy your entire group or (largest possible) class at the same time. 
That way, during small-group activities, you can circulate among 
groups to help out. If you make duplicate card decks, all learners                
can be working with the same content simultaneously—and                 
there can be a whole-class review sessions or “tests” afterward.                 
Alternatively or additionally, you could create various decks                      
of the same size on the same topic—but with different items                   
in each deck. Then every individual or group can use—and              
learn from—more than one set of materials per class session.                
After finishing with one pack, users can exchange it for another.  

If you want your custom-designed creations to have the 
glossy, round-cornered look and smooth feel of “real                
playing cards,” there are companies that will produce               
them in plastic for you—for a price and in large quantities.  
This option is  more feasible for one-sided cards of a 
standard size and shape with a uniform card back design. 

Or print on special perforated card stock, one-sided or 
back-to-back, later separating the individual cards.      
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 Before handing out materials, give a brief introduction that includes 
the purpose of the activity or game to follow—so learners won’t 
forget their language-learning goals in the excitement of competition.  

 When “teaching” procedure, do it by demonstrating rather than 
“lecturing.” After groups have started playing cards or are doing 
something else with materials, you can give further instructions,  
rules, and suggestions as participants become ready for them. 

 Provide appropriate and effective follow-up and reinforcement for  
each game, each activity, and each set of materials.  

C 
ONTENT AREAS. Flash cards for language 
development don’t require matching pairs or 
sets of four or sequences. Each card can be               
used separately to learn, teach, review, and/                

or reinforce a piece of information. On the next pages                    
are language-content areas for which two-sided cards in                 
a “flash card format” might be useful. They appear in order 
of probable difficulty (users’ language-proficiency levels). 

six 3:00 3.14 
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Samples of Letter Cards of Various Fonts (Upper & Lower Case, 
Manuscript & Cursive), Front & Back, from Different Learning 

LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON                    
CARD FACES 

(SIDE 1) 

IMAGES, IF ANY, 
ON  BACKS OF 
CARDS (SIDE 2) 

Num-
bers 

Arabic numerals, 
like  0, 1, 2, 3, 4,                    

. . . 16, 19, 20,                   
100, 144, 5699, . . .   

the same numbers in 
another form: roman 

numerals; die, domino, or 
clock faces; words; . . .    

Letters                    
of the 

Alphabet 

upper-case     
letters, (block) 
manuscript  or 

(flowing) cursive 

lower-case letters,  
manuscript (printing) or 
cursive (handwriting)—             
or in different typefaces 

Icons, 
Symbols, 

Characters 

simple pictures                
or drawings that 
are universally 

recognizable 

 “meanings” of the icons            
or logos, in words and/or    

in other symbols with              
similar meanings 

Phonics-
Spelling 

Relationship

phonetic symbols 
for sounds:                    

dictionary or IPA 
(e.g., ng = N) 

letters and letter combos  
that most commonly 

represent those sounds in  
the spelling of words 

Initial or Final 
Sounds 

in Words 

pics of common 
vocab items: 

animals, objects, 
places, actions.  

letters that the words begin 
with, end with, or both, 

perhaps whole words with 
relevant letters underlined 

Words 
(Sight 

Reading) 

printed or 
handwritten 

words for every-
day vocabulary 

pictures illustrating               
the words, or the same 
words in dictionary—or             

phonetic—symbols 

Everyday 
Signs 

common notices 
on streets,                          

at school, in 
stores, etc. 

the meanings of the signs            
in simpler words or visuals, 

like 


Vocab-
ulary 

illustrations of   
meanings of 

nouns, verbs,                 
and other words  

on each card, a common 
word or phrase for an item, 

a short definition, or               
a context clue   

L
O

W
– 

T
O

 H
IG

H
-B

E
G

IN
N

IN
G

 
L

A
N

G
U

A
G

E
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E
A

R
N
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E
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E

L
S 

 
L
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E

R
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C
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L

E
A

R
N
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G
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E

V
E

L
 

B b M m 
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 DEFINITION: a  
representation 
of something or 

someone, 
usually visual  

 
an image 

 

What do  
you _____ 
for a living?   

 spades 
diamonds 

clubs 
hearts 

What are the 
four “suits” 
in a deck of 
traditional 

playing 
cards? 

do 

LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON                    
CARD FACES 

(SIDE 1) 

IMAGES, IF ANY, 
ON  BACKS OF 
CARDS (SIDE 2) 

Words to 
Pronounce 

words with 
possibly tricky or 

alternative 
pronunciations 

phonetic symbols and 
other special writing            
or marks indicating    
how to say words 

Parts of 
Speech 

words from               
language les-
sons, perhaps 

illustrated 

on each card, all 
possible parts of speech 

for the item on                
the other side 

Word 
Meanings 
(Definitions) 

vocabulary being 
targeted, 

perhaps with     
illustrations  

simple definitions of            
the words, maybe              
from a language-

learners’ dictionary 

Word Usage 

in Context 

phrases with 
missing words 

replaced by 
blanks 

the most likely words      
for the blanks,                

perhaps followed by less 
frequent possibilities 

Homo-
phones 

vocabulary items 
that are homo-

phones 

words pronounced the 
same with different 

spellings & meanings 

Synonyms + 

Opposites 

items that have 
synonyms or             

opposites 

words with the same, 
similar, or comparable—         
or opposite—meanings 

Grammatical 

Forms 

(a) singular 
nouns, (b) base 

verbs, or (c)  
adjectives 

(a) (ir)regular noun plurals,           
(b) verbs with -(e)s  endings 

or past or participle forms, or 
(c) comparatives/superlatives 

Questions 
& Answers 

questions about  
relevant material 

or topics 

appropriate responses            
to the queries on               
the card faces 
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E
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Samples of of Two-Sided “Flash Cards” on Different Topics from Separate Packages 
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would 

\wUd\ 
 noun  

or  

verb 

answer 

C
A

R
D

 
S

ID
E

 2
 



a How-to Activity & Idea Resource by Authors & Editors, info@2learn-english.com 16 

I 
DEAS FOR FLASH CARD ACTIVITIES:  Here are 
suggestions for ways to use one– or two-sided 
“Flash Cards” in individual, paired, small-group, 
or whole-class activities. The ideas apply to cards 

with almost any learning content. Feel free to omit or add 
steps, change procedures, and/or otherwise adapt the 
steps to your own educational situation.  

 
Samples of of Icon, Symbol, & Sign Image Cards, front & back, from the same deck. 

C
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S
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 2
 

 
airport 

 
handicapped 
parking or 

access 

 BASIC FLASH CARDS (ONE– OR TWO-SIDED) 
(a) Each pair of learners works with a stack of cards, face up.                   

One person shows the cards, one by one. The other names                    
each image he or she sees (e.g., says the number or letter, 
identifies the meaning of the icon or sign, pronounces                        
an indicated sound, reads aloud a word, gives a name to                     
a visual,  picture, or whatever the content requires. They                   
turn the card over to check the “answer,” if there is one.  

(b) The cards are shuffled. Partners go through the deck again,                 
this time changing roles.   

(c) The same card users can review content from the card backs.                
For example, they can describe the corresponding icon or sign,                
tell the letters for the sound-symbols, name the items in the 
pictures, or whatever is the reverse of what they did before.                
(Not every kind of language content will lend itself to this step.)  

(d) Learners copy the images—perhaps to hand in for comment                  
or correction—or they write an “answer” to each image before 
comparing their response to what is on the reverse side.   
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 SEQUENCES 
(a) For this activity, use only packs of card images that can be 

sequenced in some way, such as numbers, alphabet letters,                   
or words that can be put in alphabetical order.  

(b) Individuals, pairs, or groups sort the cards—by laying them                 
out and arranging them face up on a playing surface or by              
putting them in order in smaller sets and then the whole pack.  

(c) To add competitive challenge, make sure learners have packs 
containing the same number of cards. Each “player” or “team” 
tries to be the first to finish arranging their cards appropriately.  
Alternatively, learners can time themselves in sequencing tasks. 
After shuffling a pack, they can sort, group, and organize the  
cards again, always trying to beat their own “best time.”  

(d) Learners can copy the images (numbers, letters, sound-symbols,               
graphics, words, text, or whatever is displayed on the cards)                 
on paper—perhaps to study or hand in for comment/correction.              
Then they can exchange card decks and repeat Steps (a)             
through (d) with new images and language content.  

 FLASH CARD COMPETITIONS 
(a) Learners work—or play—in small groups. A group leader                  

shows the faces of flash cards one by one. The first person to 
correctly “identify an item” (name a picture, give a solution, define 
a word, spell a homophone, answer a question, etc.) “wins” it.               
At the end of the game, the person with the most cards wins.                
He or she leads the next activity, which may be conducted                   
with the same or a different set of card items.   

(b) As an alternative to (a), the cards are shuffled and dealt out      
to all. Each person in turn shows the face of a “new” card.                  
The player to that person’s left tries to identify the item—
”winning” it if he or she answers correctly. If this 2nd person 
doesn’t “get it right,” the 3rd gets a chance to answer, etc.                  
If no one can correctly identify an item or respond appropriately, 
the player that showed the card puts it at the bottom of his or  
her stack. Who will have the most cards when time is called? 
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C 
ONTENT AREAS. “Domino Cards” look like 
“Dominos” (tiles, blocks, etc.) in that they 
are rectangular and divided into two 
equal parts in the middle. Unlike “real 

Dominos,” however, the cards don’t display dot 
arrangements that look like dice. Instead, each card may 
contain two language elements that could go together (as in 
a phrase). What makes them  “domino-like” is that both 
sections can be combined with (can precede or follow) 
other language elements.   

On the next page are ideas for language-content areas                   
for which Domino formatted cards might work well.   

 

miss 

a bus 

a bus 

miss 

 

take 

a bus 

a bus 

 

take 

time 

time 

take 

 

spend 

time 

time 

spend 

The language content of the above cards from a “Domino  
Deck” is Transitive Verbs + Noun Objects. If the cards are 
placed in the correct order in a linked chain arrangement, 
each pair of adjacent cards should have one element in 
common—either the verb or the object, in this case.                 

In these samples, the language items appear in                    
two directions—so that learners can see the phrases                 

from both sides of a playing surface.  

take 
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 LANGUAGE-
LEARNING 
“TOPIC” 

IMAGE ON 1ST 
HALF OF EACH 

CARD FACE  

IMAGE ON 2ND 
HALF OF  EACH 
CARD FACE 

 Compound 
Words & 

Phrases* 

The 1st part of                
“closed” compound 

or hyphenated  
words or “open” 

compound phrases   

The 2nd element of             
the same compound or 
hyphenated words or 
compound phrases             

 Transitive 
Verb 

Phrases* 

Transitive verbs 
commonly 
associated                            

with certain                     
noun objects.  

Noun objects that often  
follow those verbs in 

transitive verb phrases.  

 Subjects 
+ 

Intransitive 
Verbs* 

Plural noun 
subjects often 

associated with 
certain      

intransitive                  
verbs 

Intransitive verbs that 
often follow those noun 
subjects in sentences  

* For “Compound Dominos,” the 2nd 
element of each card is the same as 

part of another card, preferably the 1st.   

* For “Transitive Verb + 
Noun Object Dominos,” 
the noun object of the 

2nd card is identical to 
the 2nd part (the noun) 

of the 1st card. The 
verbs of the 2nd & 3rd 
cards are the same, as 
are the nouns of . . . 

* For “Noun Subject + 
Intransitive Verb 

Dominos,” the verb of 
the 2nd card should be 

the same as the 2nd 
part (the verb) of the 1st 
card. The nouns of the 
2nd & 3rd cards should 
be identical, as should 

the verbs of . . .  

 
GUESTS 

ARRIVE 

arrive. 

Guests 

IN
T

E
R

M
E

D
IA

T
E

 L
E
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R

N
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G
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E
V
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L

S 

 
TRAINS 

ARRIVE 

arrive. 

Trains 

key
  n

ote note book 

book mark 

 practice piano 

play 
piano 

play jokes 

te
ll 

jo
ke

s 

t tell time 

w
aste 

tim
e 

 

 
FRIENDS 

CONVERSE 

converse. 

Friends 

 H
EL

P 
O

U
T.

 F riends  FR
IE

ND
S he lp  o ut. 

 

CONVERSE 

Guests 

GUESTS 

converse. 

In the sample “Phrasing 
Dominos” on this page,                    

the two halves of each card   
fit together in some way.    

key  board 
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I 
DEAS FOR DOMINO-CARD ACTIVITIES.  The top or                     
left half of each “Domino” card displays the first     
part of a word or phrase. The bottom half shows                      
a second, or matching, element. It’s may be best                       

to play “Dominos”  with decks of cards created in “chain 
fashion,” so that the second card can be linked to the first, 
the third to the third, and so on. The last card should have 
one element in common with the first.  

The object of a traditional game of “Dominos” is to be                      
the first to get rid of all one’s tiles, which are distributed 
equally: participants in turn place them face  up on                   
the playing surface. The tiles must be sequenced in an 
appropriate arrangement, with half of each newly-placed 
piece adjoining the (other?) half of another. Similarly, 
learners can play “Compound Dominos,” “Transitive                 
Verb + Noun-Object Dominos,”  “Plural Subject + 
Intransitive-Verb Dominos,” or games based on other 
suitable vocabulary-building or phrasing subjects.  

 Each group of two to six receives a deck of 20 to 30 “Dominos”                 
targeting a compound vocabulary or phrasing topic. All cards are  
dealt out, approximately equally to all players.  

 The player to the dealer’s left begins the game by placing any card 
face up on the table. If the next player has a card with an element 
that matches half of the first card, that person arranges his or                  
her card with “like half touching like half.” The next player does                
the same, and so on. A “Domino Card Game” that almost “comes                 
out even” with placement of the last card might look like this:  

 
up tight 

 rope ladder 

book mark 

out lay out side side step 

st
ep

 l
ad

de
r 

key board 

way lay 
walk 

board 

Compound vocabulary items (“closed,” hyphenated, and/or 
“open”) are ideally suited for “Language-Content Dominos.”   

note book tight rope 
mark up 

walk way 

key note 
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 If a player does not have a card that connects to one of the two                 
ends of the “Domino Chain” on the table, that person must pass.  

 One way to speed up play is to allow each player to place all of                 
his or her cards that fit into the “Domino Chain” on the same turn. 
The winner of each round is the first person to get rid of all of his              
or her cards. He or she gets one point for each card not yet placed  
on the table because it is still in another player’s possession.    

 After completing a game, learners can review its subject matter.                 
One way to reinforce vocabulary is to use the 1-sided, 2-section  
pieces as “Double-Item Flash Cards.” Instead of the matching 
“answers” to the two halves of a Domino (the rest of a compound,               
the object of a verb or a verb that takes that object, a plural                
subject of an intransitive verb or a verb that follows that noun, etc.) 
appearing on the reverse side of a “Domino,” they appear on the left 
and right sections of two separate cards. Therefore, the person    
showing a card to others can cover half of it before inviting responses. 
Participants should give not only the counterpart they recall from                
the game but also other ways to name the visual, illustrate the item, 
or complete the word or phrase suggested by each segment.  

 After thoroughly reviewing the language content of a deck of                     
“Domino Cards,” students can exchange it for another set of cards               
and repeat some or all of the steps suggested above. 

 The content of “Language-Content Domino Cards” can be used for 
whole-class activities. Someone can tell—or write on a board—                 
one “piece” from one of the cards. Individuals or “teams” can                    
compete in listing possible matching elements. Whoever comes up                 
with the most correct matches wins—and may choose the next                  
“half of a linguistic item” to work with.   

Commercially available language-education “Dominos” on which 
the content of the two halves of each card don’t belong together 

linguistically tend to function as “matching cards.”                   
Users connect the image on one card section (perhaps a 
printed word or an initial letter) to half of another card                
(like an illustration of that item or a picture of a word 

beginning with that letter).  Hopefully, the links eventually 
“come out even” in ways that aid vocabulary acquisition.   
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Faces of 10 Sample Cards (5 Matching Pairs) from a Deck of One-Sided 
Icon & Symbol Matching Cards. Their backs should be blank.  

F
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E

 
C
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D
 1
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F
A
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C

A
R

D
 2

  

 

 

 

 

 

 
 

 

 

C 
ONTENT AREAS FOR MATCHING PAIRS. 

 “Matching decks of cards consist of pairs                    
of items that belong together in some way. 
There are many language-learning topics   
that lend themselves to learning and/or 

teaching with “Matching Pairs Decks,” like most of the 
content areas suggested for “Flash Card Decks” (pages 14 
and 15). Instead of missing pieces of information appearing 
on the backs of cards, however, they  become “matching 
images” (words and/or pictures)—on separate cards.   

Topics appropriate for “Domino Card Decks” (page 19) 
could work as content for “Matching Pairs Decks,” too.                    
The words or visuals that appear on the top or left section                   
of  “Dominos” would be on half the cards. The content of 
each match would be that from the other segment.  

Following are more possible topics suitable for matching.  
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 LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON HALF 
THE CARDS OF                

A DECK 

MATCHING 
IMAGES ON THE 
OTHER CARDS 

  
Numbers 

Arabic numerals, 
like 0, 2, 30, 411, 

7800, etc.  

the same numbers in 
another form, perhaps 
arithmetic problems, . .     

 Alphabet 
Letters                     

alphabet letters in 
one form, such as 

lower case printing 

the same letters in a 
different typeface or 

form—upper case, etc.  

 Symbols 
& Icons 

simple pictures                
or drawings that  

are widely 
recognizable 

 “meanings” of the             
figures or images, in 
words and/or other 
symbols or markings  

 Phonics-
Spelling 

Relationships 

phonetic symbols 
for sounds:                    

dictionary or IPA 
(e.g., Ø = E, th = D) 

letters that most often 
represent (stand for) 
those sounds in the   
spelling of words  

 
 Sounds 

in Words 

illustrations of 
common  vocab: 
objects, places,                  
actions (verbs),                
adjectives, . . .   

corresponding initial, 
final, or medial                

consonant or vowel 
letters, perhaps under-
lined in whole words  

 Words 
(Sight 

Reading) 

printed or 
handwritten words 
and/or common-

place phrases 

pictures illustrating    
the words or phrases—    
or the same items in 

phonetic script 

 Vocab-
ulary 

illustrations of   
meanings of nouns, 
verbs, adjectives, 
and other words  

On each card, a common 
word or phrase for an 

item, a short definition, 
or a context clue   

 Lexical 
Items to 

Pronounce 

words and phrases 
that may be                      

difficult to read 
aloud or say clearly 

respelling or phonetic 
script, with syllable             
divisions, accents,              

intonation lines, . . . 

 Gram-
matical 
Forms 

(a) singular nouns 
with regular or ir-

regular plurasl                  
or (b) base verbs                  

or (c) positive 
adjectives 

(a) plurals or (b) -(e)s 
verbs or past tense  

forms or present or past 
participles, or (c) 
comparatives or 

superlatives    

B
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correction correct 

speech 
speak 

symbol symbolize 

image imagine 

3 pairs of matches from 
a deck of “Icons with 
Opposite Meanings”  

LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON HALF 
THE CARDS OF                

A DECK 

MATCHING 
IMAGES ON THE 
OTHER CARDS 

Word 
Meaning

words relevant to 
participants’                             

studies, work, or 
everyday life  

one or more definitions 
or easy explanations, 
perhaps from learners’ 

dictionaries 

Related 
Words 

(a) nouns or                   
(b) verbs from  

“word families”  

(a) verbs or adjectives or 
(b) nouns or adjectives 
related to those words 

Word 
Usage  

phrases with 
missing words, 

with blanks 

the most likely words  
for the blanks, perhaps 
with other possibilities 

Homo-
phones 

vocabulary items 
that are homo-

phones 

words pronounced              
the same with different 
spellings & meanings 

Synonyms  
Antonyms 

common words or 
illustrations that 

are labeled 

words with the same or 
similar meanings; words 
with opposite meanings 

Word 
Parts 

with 

word roots or 
stems that have 

general meaning 
in word building 

affixes (prefixes and/or 
suffixes) that can be 
added before and/or 
after those word roots 

 
 I

N
T

E
R

M
E

D
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T
E
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N
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R
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3 pairs of matching 
cards from a pack                
of “Homophones”  

 
 

pairs 

 

pears 

 

meat 

 

meet 

 

hair 

 

hare 

4 pairs of noun-verb 
matches that are  
“Related Words” 
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I 
DEAS FOR ONE-SIDED MATCHING PAIRS ACTIVITIES.                       
The general objective of matching activity is to 
connect items with specified features in common.                
The task becomes quicker (easier to accomplish)                      

if half the cards are of a color or shade that contrasts with   
the other (equal) half, which display their matches.   

LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON 
HALF THE 
CARDS OF                

MATCHING 
IMAGES ON THE 
OTHER CARDS 

Compound 

Words & 
Phrases 

the first parts of  
“closed,” hyphen-

ated, and/or 
“open” compound 
vocabulary items 

the second element of 
the same compound 

word, hyphenated word, 
or compound phrase 
(word and/or picture)  

(Subject +) 
Verb                         

(+ Object) 

plural noun                    
sentence                         

subjects—or                 
transitive verbs   

intransitive verbs for 
sentence subjects—or 
common noun objects 
for transitive verbs 

Questions 
& 

Answers 

questions of 1 or 
more types about  
relevant material 

or topics 

appropriate answers      
(of 1 or more types)             
to the questions on              

the card faces 

 
 I

N
T

E
R

M
E

D
IA

T
E

 
L

E
A
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E

V
E

L
S 

+
  

 SPEED MATCHING   
(a) Each individual, pair, or group of learners works with                   

a shuffled pack of cards. The decks may be identical or differ                
in content, but they should all contain the same number of pairs.    

(b) At a signal, participants or “teams” compete in matching cards. 
Probably, the most efficient way to do so quickly is to                   
lay out as many cards as possible face up on a desk, table,                  
or other playing surface. As fast as they can, learners                      
cooperate in removing matching pairs from the surface and    
putting them in a stack. As spaces appear on the table or desk, 
they fill them with cards from the rest of the pack. 

(c) The “winner” is the participant or team that finishes first—                 
or within the shortest time. Perhaps they should get a prize to 
share or a “reward”—if they have completed the task correctly.    

\O\ a(w)

\S\ sh

\D\ th

\E\ e(a) 
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 QUICK CONCENTRATION 
(a) Each card pack is divided into two equal stacks—with half the 

images in one pile and their matches in the other. (For faster 
sorting, the two kinds might be on cards of different colors.)                 
The number of pairs used should be determined by the time 
available for play and/or players’ language proficiency.    

(b) The cards from one pile are dealt out approximately equally                  
to all players, who hold their cards fan-shaped in their hands.                
The cards in the matching stack are spread out face-down on                
a playing surface. They can be arranged in neat parallel rows                
and columns or placed randomly in various directions.   

(c) Players remove any matching pairs they have and place them                
face up in front of them. To begin, the first person turns over               
one of the cards on the playing surface. If the turned-up image 
matches one of the cards in his or her hand, he or she “wins”                
the card and adds the pair to his or her collection of pairings.                
That person gets another turn—and another, as long as he/she 
continues to find matches. When the same player exposes                    
content that does not match what is in his/her hand, that card               
is turned face down again. Play passes to the next participant. 

(d) The game continues until all cards have been removed from                  
the surface. Whoever has the most matched pairs wins.    

(e) To reinforce learning, participants can review the content of                 
their pack, using each item as a “cue” to recall the matching one.      
They then exchange materials with another group and repeat                 
Steps (a) to (e) with a different set of information.  

 CLASSIC CONCENTRATION (GAME OF MEMORY) 
(a) Each group works with a shuffled deck of at least 20 but                   

no more than 54 cards, all matching pairs, of course.                         
The size of each deck should be determined by the time                    
available for play and/or participants’ learning levels.                    
All cards are spread out face-down on a desk, table, or                    
other playing surface—neatly in rows or randomly.    

"so
w ∑IN
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There are so many possibilities for language items that “match”  
(are associated with) each other in some way that it might be 
challenging fun to try collecting pairings from separate packs.  

To win a matching pair, competitors would be expected to identify                
the feature that connects the two items, as in “The letter begins                 

the name of the picture.” “The shape of the sign signifies the word.”             
“The phonetic script shows the pronunciation of the word.” etc.      

"nu
∑kl

i∑´r
 

(b) The 1st player turns any card face up on the table so everyone 
can see it. For language practice, that person can name its visual, 
read its letters, or explain its meaning. He/she then flips over    
any other card, telling what it is. If the two exposed items are               
a “match,” the same person keeps the pair in his or her “win pile” 
and gets another turn—and another and another if he/she keeps 
making matches. If they don’t belong together, however, both are 
turned face down again. Play passes to the next participant.  

(c) In turn, each player repeats Step (b), turning two cards face up, 
“vocalizing” their meanings, and keeping them as “winnings” if 
they go together. As non-matching cards are turned over again, 
everyone tries to remember their locations—so they can find 
matching cards more efficiently. (As a competitive strategy,                  
the first card each player chooses to view should be an “unknown” 
—so he/she will have a better chance of turning up a match.   

(d) The game ends when all the face-down cards have been               
removed from the table. The player with the most pairs of 
matching cards is the winner—perhaps of a prize or reward.  

(e) For learning purposes, participants can review the content of                 
a pack by using each image as a “cue” to recall (describe,                  
spell, explain, or otherwise identify) its match. (Some people                  
might also want to propose other items that are appropriate 
responses to that stimulus). They then get a different card pack              
or exchange theirs with that of another group—to repeat                     
Steps (a) through (e) with alternative linguistic content.                    
Games and their variations can be played until time is called—              
or until participants have “mastered” (most of) their content.  
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 HOLDING THE BAG  
(a) In this language-ed version of the classic children’s competition 

“Old Maid,” one card is removed from a pack of matching pairs. 
The object of the game is to avoid ending up “stuck” with its 
“partner”—the one unmatched, or “jinx,” card in the collection. 
(Alternatively, a “wild card”—perhaps a picture of a bag, can               
be added to the deck.. The player left holding it loses the game.  

(b) The deck is shuffled and the cards are dealt out approximately 
equally to all players. Spreading out their cards fan-shaped,  
participants remove all their matched pairs and put them aside.  

(c) The 1st player offers his or her hand, with only card backs  
showing, to the person on his/her left. That 2nd player chooses 
any card, sight unseen, and puts it into his/her hand. If                     
the chosen card is one of a pair, he/she removes both cards                 
and puts them aside. In any case, this player now fans his/her 
cards out for a 3rd person to pick from—blindly, of course.                  
There is little strategy involved in this game, but for fun, 
participants might want to make use of their acting ability—
acting happy when they receive the “jinx” or disappointed when 
they don’t, or even vice versa, just to create confusion.   

(d) The game continues as described in Step (c). When someone’s                
last card is taken, that person drops out of active play.                   
Eventually, all cards will be paired and removed from 
hands—except one, the unmatched “jinx card.” The player 
with that card is left “holding the bag.”  

(e) To reinforce vocabulary, participants review it, using each 
item as a cue to recall (name or describe) the matching one.                
Then groups exchange materials to repeat Steps (a) through (e) 
with different images. Play can continue until time is called—or 
until learners feel confident they “know” the information.  

The object of “Holding the Bag” is to avoid 
being stuck with the one unpaired card in               

the deck. Fanning out the cards in his or her 
hand, each player in turn offers them to the 

next person to choose from—card faces unseen.  

box 

box 

can 

can 

jar 

jar 

bag 
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C 
ONTENT AREAS FOR DOUBLED MATCHING CARDS.   
For efficiency and variety in learning and 
teaching, some matching-card packs could 
contain two-sided cards that are printed or 

pasted up back to back.  Such collections would consist                 
of “Double-Sided Matching Cards.”  
The face of a doubled card is like that of a single-sided                 
one, but there’s additional info about each item on the 
reverse side.  Ideally, items that belong together in pairs 
are “matchable” from either their card fronts or backs.                      
Here are possibilities for content (subject matter) for                    
both sides of the cards in “Doubled Matches” packs.   
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 LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON                    
CARD FACES 

(SIDE 1) 

IMAGES ON  
CARD BACKS 

(SIDE 2) 
 Num-

bers 

ON HALF THE CARDS: 
Arabic  numerals.  

ON MATCHING HALF: 
roman numerals  

ON HALF THE CARDS: 
words for the numbers 
ON MATCHING HALF:  
dots showing how many   

 Letters                    
of the 

Alphabet 

1ST HALF: upper-case 
manuscript letters.  
MATCHING HALF: 

same block letters 
but lower case   

1ST HALF: upper-case 
cursive letters (capitals). 

MATCHING HALF:         
same cursive letters               

but lower case  

 Icons, 
Symbols, 
Characters 

1ST HALF: simple 
icons recognized  

universally                   
MATCHING HALF:   

different symbols, 
same meanings  

1ST HALF: meanings              
of the icons in words. 
MATCHING HALF:                

other words for the same 
meanings (approximate 

synonyms) 

 
Phonics-
Spelling 

Relationships 

1ST HALF: IPA 
(International 

Phonetic Alphabet) 
symbols for sounds. 

MATCHING HALF: 
common American 
dictionary symbols 
for the same sounds 

1ST HALF: “key words” 
from Learners’                   

Dictionary with relevant 
letters underlined. 

MATCHING HALF:                     
other words with the 
same or other letter            
spellings for those      
sounds underlined 
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LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON                    
CARD FACES 

(SIDE 1) 

IMAGES ON  
CARD BACKS 

(SIDE 2) 

Basic 
Vocab-

ulary 

ON HALF THE CARDS: 
pictures of items   

ON MATCHING HALF:  
1 or more common 

names for the items  

ON HALF THE CARDS:  
parts of speech of the words  
represented in the pictures 

ON MATCHING HALF:  
pronunciation in sound-symbols 

Items  
to 

Pronounce 

1ST HALF: printed  
words & phrases  
MATCHING HALF:                    

items in phonetic or 
dictionary symbols  

1ST HALF: illustrations               
of the word / phrase meanings 

MATCHING HALF:                
context clues with blanks               

for the vocab items  

Grammat-
ical 

Forms 

1ST HALF: (a) 
singular nouns or (b) 

base verbs or (c) 
simple adjectives.                     

MATCHING HALF:                 
other grammatical 

forms for those  
parts of speech 

ON ALL THE CARDS: 
simple definitions of the words 
on the other side, using the 
same grammatical forms: 
singular / plural, base / 

past   / past participle verb 
forms, simple / comparative /  
superlative adjective forms     

Vocabulary 
Meanings 
(Definitions) 

  

1ST HALF: words                   
useful in studies, 

work, lives  

MATCHING HALF:  
parts of speech and 

short definitions  

1ST HALF: illustrations of 
the vocabulary items   

MATCHING HALF:    
examples of the words in 

context (phrases or sentences),  
blanks replacing the words. 

Related 
Words  

(Word-Building) 

1ST HALF: nouns for 
people belonging in 

“word families.” 
MATCHING HALF:  
verbs related to                         

the nouns  

1ST HALF: nouns naming 
things (perhaps abstractions) 

related to the nouns for people.  

MATCHING HALF:       
related adjectives or adverbs.  

Word 
Usage in 
Context 

1ST HALF: phrases                    
with missing words 
replaced by blanks.  

MATCHING HALF:                  
most likely words 

for the blanks  

1ST HALF: different     
phrases missing the same    

vocabulary items  

MATCHING HALF:   
synonyms for the most likely 

words for the blanks.  
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LANGUAGE-
LEARNING 
“TOPIC” 

IMAGES ON                    
CARD FACES 

(SIDE 1) 

IMAGES ON  
CARD BACKS 

(SIDE 2) 

Homo-
phones 

 (Also Called 
Homonyms) 

ON HALF THE CARDS: 
words of homo- 

phone pairs.                                       
ON MATCHING HALF: 
words pronounced 
the same, spelled 

differently   

ON ALL THE CARDS: 
definitions or illustrations of   
the meanings of the words on 
the other side—or phrases 
typifying their meanings in 
context (with blanks for               

the homophones) 

Synonyms 
+  

Opposites 

1ST HALF: useful                  
vocabulary items 
MATCHING HALF:  

their synonyms or 
opposites  

ON ALL THE CARDS:             
illustrations or simple 

definitions of the words—              
or phrases with blanks that 
show their uses in context 

Compoun
d Words & 

Phrases 

1ST HALF: first part               
of a compound item  

MATCHING HALF:                  
last element of the 

same word or phrase  

ON ALL THE CARDS:  
illustrations or explanations    

of the smaller components that 
comprise each compound (not             
meanings of the full items)   

Transitive 
Verb 

Phrases 

1ST HALF: transitive 
verbs.   MATCHING 
HALF: predictable 

noun objects  

ON ALL THE CARDS:  
illustrations or explanations    
of the verbs & nouns printed             

on the card faces 

Subjects + 
(In)transitive 

Verbs or 
Verb Phrases 

1ST HALF: noun                  
statement subjects  

MATCHING HALF: 
verbs or verb 

phrases for those 
sentence subjects  

ON ALL THE CARDS:   

illustrations or short                 
definitions or explanations of 
the nouns & verbs or verb 

phrases printed on card faces 

Homo-
graphs          

That Are                 
Hetero-
nymns 

1ST HALF: words of 
homograph pairs 

with pronunciation                                       
MATCHING HALF: 

words spelled the 
same, pronounced 

differently 

ON ALL THE CARDS: 
definitions or illustrations of   
the meanings of the words on 
the other side—or phrases 
typifying their meanings in 
context (with blanks for               

the homographs) 
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The reverse sides of “Doubled 
Matching Cards” offer informational 
supplements to what’s on their faces.   

 
\wAynd\ 

 
\wInd\ 

 NOUN:  
air in 
motion 

 VERB: to 
turn 

around 
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I 
DEAS FOR DOUBLED MATCHING CARD ACTIVITIES. 
Two-sided matching card decks evoke fewer ideas 
for competitive card games than one-sided decks. 
That’s because the backs of double-image cards                      

are as distinguishable from one another as are their faces, 
so card activity lacks surprise, guesswork,  and strategy.  
On the other hand, two-sided matching card decks contain 
twice as much data as single-sided ones; therefore, they 
help streamline vocabulary acquisition.   

Of course, double-sided matching cards can be used                          
as “Basic Flash Cards.” (See page 16.) Also, learners                      
can try to verbalize the “match” for back-to-back images 
before finding and viewing the other card of that pair.  

A two-sided matching card deck can also be used for a                     
variation of “Classic Concentration.” (See pages 26-27.) 
Instead of picking cards to turn over at random, however, 
players look at “cues” (the words / visuals on card backs) 
before attempting to “make matches”—that is, to turn two 
cards face up. Thus, elements of luck and memory are 
downplayed in this game version. Instead, players with the 
most knowledge of language content are likely to win.  

Many doubled matching card decks lend themselves to 
“language-learning charts,” which learners can create for  
follow-up.  For example, after working and playing with 
“Homophone Cards” that have words and pictures on their 
faces and definitions on the reverse sides, learners might 
produce a vocabulary chart that starts like this: 

Word 
(Homophone)  

Part of 
Speech 

Definition                                
(Explanatory Phrase) 

Example of Use in Context 
(Phrase or Sentence) 

1a. band noun a group of musicians                 
that play together 

The Beatles were a famous 
rock band in the 1960’s.  

1b. banned verb 
(past) 

prohibited by law or 
decree; forbade 

The administration banned 
smoking on campus. 

2a. scene noun the place where                       
an event happened 

the scene of a crime 

 NOUN: group 
of musicians 

that play 
together  

 
 band 

 NOUN: place 
where an 

event 
happened  

 
 scene 

 PARTICIPLE 
of see: 
perceived 

  PAST VERB: 
prohibited; 
outlawed 

 
 banned   seen 
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Nearly all “Categories                
of Meaning” include at 

least 4 items with features 
in common that they 

don’t share with words   
in other classifications.  

C 
ONTENT AREAS FOR 4-OF-A-KIND CARD DECKS. 
“Matching Quartets” card decks consist of sets 
of four-of-a-kind items that belong together in 
some way. There are many language-education 

topics that lend themselves to a “quartets” format, like 
“Numbers,” “Alphabet Letters,” “Icons & Symbols,” 
Phonics-Spellings Relationships,” “Initial, Medial, Final 
Sounds in Words,” “Phonics-Spelling Correlations,” 
“Vocabulary in Meaning Categories,” “Parts of Speech,” 
“Word Meanings,” “Word Usage in Context,” “Synonyms,” 
“Grammatical Forms,” Questions &  Answers,”  “Related 
Words,” and the like.  Subject matter of this type is listed 
and explained briefly on pages 14-15, 23-25, and 29-31.   

On the next page are language-content areas for which   
card decks in a “quartets” format could be especially 
productive at Intermediate Levels and beyond. Because 
items designed to fit into matching sets of four can be                  
used for so many kinds of creative activities and games,  
cards should probably all be single-sided.  

turtle 
donkey elephant moose 

avocado artichok broccoli 

A 52-card deck of  “Noun 
Vocabulary” can have 13 

contrasting meaning 
categories of 4 illustrated 

items each.  eggplant 
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Language-
Learning 

“Topic” 

 IMAGES ON THE FOUR          
MATCHING-CARD FACES OF EACH 

OF 13 SETS, WITH EXAMPLES 

Rhyming 
Words 

Words with identical rimes, said the 
same except for their initial sound(s)  

EXAMPLES: sail, mail, pail, jail; filled, build, 
chilled, shield; sunny, funny, honey, money   

Meaning 
Cate-

gories 

Words of the same meaning category,  
such as animals, everyday objects, 
foods, kinds of furniture, kinds of 

clothing & accessories, places, colors, 
forms of communication, actions, and 

many others—mostly nouns but 
possibly also verbs and/or adjectives  

Verb 
Tense 
Forms       

(in 
Context) 

The same phrase with four different                   
forms of the same verb. EXAMPLES: live, 
am/is/are living, has/have lived, will live 

Alternatively, the same sentence                
in four different tenses. EXAMPLES:                     

We travel. We’ve been traveling.                         
We traveled. We’re going to travel.   

Here are verb forms to choose from:       
the simple present (or past), the present                      

(or past) continuous, the present (or past) 
perfect (continuous), the simple future, 
simple or complex modal verb phrases  

Parts of 
Speech 
(in Word 

Families) 

Related words of the same “word 
family,” usually 1 or 2 nouns, a verb, 

an adjective, and an adverb. EXAMPLES: 
creativity, create, creative, creatively 

Alternatively, one noun for a person, 
another for an abstraction, a verb, and 

an adjective. EXAMPLES: competitor, 
competition, compete, competitive   

Para-
phrases 

Phrases or sentences with different 
words but similar or comparable 
meanings. EXAMPLES: How are you?                      

How are you doing? How’s it going?                    
What’s happening?  OR: Can you help me, 

please?  Would you mind helping me?                   
Could you possibly help? Can I get help?  
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What do the 4 words in each of 
these “Quartets” have in common? 

put 
pot 

pet 

pat 

tea 
key 

see 

be 
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I 
DEAS FOR FOUR-OF-A-KIND CARD ACTIVITIES.                       
Many  of the activities and games suggested for 
“One-Sided Matching Cards”—like Concentration” 
and “Holding the Bag”—will work just as well, 

perhaps even better, with card decks in the “Quartets” 
format.  For their guidelines, see pages 25 to 28.   

The following suggestions are all based on procedures, 
objectives, and rules of classic card games, mostly simple 
competitive games designed for children.  

 PASS THE CARD, PLEASE   
(a) Based on a children’s card game called “P-I-G” or “D-0-N-K-E-Y,” 

these procedures will work with any kind of “Quartets” deck.                 
The object of each round of the game is to be the first to collect  
a set of four cards of a kind.  Each group receives a deck with 
one set of 4 cards per player. For example, a group of 4 gets            
a 16-card deck (4 sets of four matches), a 6-player group                     
receives a 24-card deck (with 6 different 4-card sets), etc.                   
The cards are shuffled and dealt out equally to all players.  

(b) Players arrange their 4 cards in their hands, putting those that 
match (if any) together. At a signal everyone “discards” one 
unwanted card by placing it face down in front of the person                
to his or her left. At the same time, players pick up the cards     
they have been given and add it to their hands.  

(c) If no one has 4 of a kind, the game continues in this way until 
someone can “play out” by placing 4 cards of a set face up on               
a playing surface. After naming the items or reading the words 
aloud, that player receives the most points—equal to the number 
of players. Play continues until another player plays out with 4 
matches. That player receives the number of points equal to the 
number of players minus one. Play resumes with the remaining 
players. The next winner gets one point less than the previous 
winner, and so on until all the cards have been placed on                    
the table in sets of four. 

(d) For another game, each group exchanges their deck for materials  
with the same number of quartets but different content.    

 
 



a How-to Activity & Idea Resource by Authors & Editors, info@2learn-english.com 36  

(e) ALTERNATIVE SCORING METHOD: Here is another way to score      
a game of “Pass the Card, Please.” Instead of announcing that               
he or she has four of a kind, the first person to “play out” on                
a round silently places his or her matching card hand face up on            
the table. As other players notice this, they place their cards                
on the table too. The last person to realize that the round has 
ended gets a “penalty point.” The game is repeated with the same 
deck until one person has “struck out” with three penalty points.   

(f) VARIATION (COOPERATIVE ACTIVITY): “Pass the Card”                     
can also be played in a way that requires less preparation                   
of “Quartet Card Decks.” With a pack of any size (containing       
more matching sets of 4 than there are players), the cards are               
dealt out approximately equally. At a signal, all players begin 
passing cards one by one to those on their lefts—as deseribed               
in Steps (b) and (c). Whenever someone manages to assemble                 
a set of four-of-a-kind, that person places it face up on the 
playing surface—without interrupting the flow of activity. 
Eventually, all the cards should be arranged in appropriate                   
sets  (quartets)—except that some players will be left with   
fewer than 4 cards, all of which can be matched with cards 
remaining in other players’ hands. This game variation does                  
not lend itself to competitive scoring, however. Probably, it    
should be used as a cooperative activity—a way to “organize”              
a card deck, to “check out” that it is complete, or to prepare                 
for another learning activity based on the content of the deck.   

This sample set of four-of-a-kind cards from a “Symbols & Icons” deck  
displays 4 images that belong together because they are all road signs. 
So that the cards can be used for games like “Go Fish,” at the bottom 
of each are reduced-sized pics of the 3 matching images in the set.  

     b
a

nd
      ha

nd
      sa

nd
 

     st
a

nd
 

     b
o

w
      

g
o

 

     ho
e

      
no

 

     b
a

ke
      c

a
ke

      ra
ke

 

     st
e

a
k 



37 

 “GO FISH”   
(a) For this game, use a deck of about 52 cards (13 sets of four 

matching images) for three to five players. The deck is shuffled. 
Six cards are dealt out to each player, face down. What remains  
is placed face down in the middle of the table. Players hold                  
their cards in their hands, fan-shaped. They remove all full sets              
of four matches from their hands, placing them face up in front              
of them on the desk, table, or other playing surface.  

(b) The object of the game is to collect complete sets of four-of-a-kind 
by asking for specific cards—or for items belonging to various 
“quartets.” For example, if the first player holds two cards from 
the set of “Road Signs,” he or she asks any other player for the 
matching cards, perhaps with a request like one of these:  
 “Grace, do you have the road sign for two-way traffic?”  OR: 

 “Len, I need the icon for falling rock—a road symbol.” 

If the player addressed has that particular card, he or she must 
give it to the person that requested it. The person that receives 
the card places it in his or her hand, laying any completed sets              
of four face up on the playing surface. He or she continues to                
ask for cards—from the same player or someone else. But if                 
the person addressed cannot fulfill a request, he or she says,                 
“Go fish.” The requester then takes the top card from                 
the face-down stack in the middle of the table. If it’s the 
needed card, he or she shows it to the group and gets 
another turn. Otherwise, play passes to the next person.  

(c) Any player that runs out of cards may draw from the face-down 
pile in the middle of the table and ask anyone else for an item               
of the same category (that is, belonging to the same set of four)    
as the card he or she has just drawn.  

(d) When all thirteen sets of four-of-a-kind have been laid out on                
the playing surface, the competitor with the most quartets wins.  
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On these samples from “Parts of Speech in Word Families,” the 3 
matching items for each set of 4 are listed below each image.  

 electrician 
 electrify 
 electrical 

communicator 

 communication 
 communicate 
 communicative 

 achievement 
 achieve 
 achievable 

destroy 

 destroyer 
 destruction 
 destructive 

educator 

 education 
 educate 
 educational  

achiever electricity 

(e) GAME STRATEGY: Because “Go Fish” is a classic competition,  
psrticipants that use strategy are more likely to win than those              
that participate without much thought. In addition to utilizing 
language skills by asking and being asked for specific card items 
by name, players can do better by making a conscious effort                 
to recall (preferably, in English) which cards have been asked 
for—and received or not. This information indicates which                 
cards various players are probably holding and helps each                 
person to make more successful requests.  

(f) GAME VARIATIONS: If “Quartet Cards” don’t include indications   
of the 3 possible matches for each item, players won’t be able to 
ask for specific cards of the sets that they’re trying to complete. 
Instead, they can ask for any matching items. For example, 
someone with this card of a “Related Words” deck, might say,  
 “Do you have any parts of speech related to the noun activity?” 
The person addressed must hand over all  the cards in his                    
or her possession that belong in that set of four. Because this 
variation tends to streamline and speed up the game, groups                  
might choose to use it even if the cards do indicate the 3 
matching cards for each item.  

Players at lower levels of language proficiency or less skilled in 
card playing strategies—or simply impatient people in a hurry—
might choose to adapt game rules in other ways. Instead of asking 
specific players for cards they need, they can ask the whole group. 
Only when no one has a requested item (or any cards from                  
a set of four) may the person whose turn it is “go fish” by 
drawing a card from the top of the face-down pile.  

activity 

act 

active 
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 THE GAME OF “SNAP”  
(a) These steps are adapted from a popular children’s card game.  

Adapt the size of each “Quartets” deck to the size of the group 
(between 3 and 8) and the time available. All cards are dealt out, 
one at a time to all players. Without looking at card faces, 
everyone places his/her cards in a face-down stack.     

(b) The first player turns over the top card of his/her stack, says                
the name of the image or reads the word(s) aloud, and places                
the card face up on the surface so that everyone can see it.           
The next person does the same, and so on around the group.                  
When play returns to the first player, he/she places the next                
card face up on top of the previous one—as do all other                   
players on their turns. Soon, everyone will have a separate                   
face-down stack and a face-up pile of cards.  

(c) As each card is turned over and the item named, everyone looks 
around quickly to see if there are any matching images from                 
the same category (subset of four-of-a-kind) on top of another pile. 
If there is a pair, the first player to recognize it correctly and say 
“Snap”—and  to name the two matches—wins all cards on                 
both face-up stacks. That person puts the newly-won cards at                
the bottom of his or her face-down stack. If two say “Snap”                  
at the same time, they divide the “winnings” equally.  

(d) To prevent competitors from trying to win by shouting out                
“Snap” carelessly, there can be a penalty point for mistakes—               
perhaps a rule that “3 strikes” put a player out of the game.                 
The game ends when one participant has all the cards or when 
time is called. Whoever has the most cards wins.   

In this game of “Related-Word Snap” in progress, 
the top card of one player’s face-up stack matches 

the top card of another’s.                              
The first to recognize                       

a match and say “Snap” 
wins both face-up piles, 

which are put at                        
the bottom of his or                   
her face-down stack.  

cleanse
r 

building 
building 

clean 

ease 

danger 
fat 

actor 

height 
endangered 

fifth 
general 

active 

ease 

danger 

fat 

act 

activity
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(f)  GAME VARIATION—DOUBLE OR TRIPLE “SNAP.” This variation of 
“Snap,” sometimes called “Slap-Jack,” is livelier, quicker, and 
noisier than the version in Steps [a] to [e]. Four to 8 players                 
may take part. All the cards are dealt out. Without looking at             
their faces, players put them in face-down stacks in front of them.   

(g) Simultaneously, all players turn over the top cards of their                   
piles, say the names of the images, and place the cards face up  
in the middle of the table so everyone can view them easily. 
Everyone looks around quickly for matches (items that belong 
together in a subset). If there are none, players continue to flip 
over cards at the same time. When a match appears, the person 
that calls out “Snap” first (perhaps also slapping an open hand              
on top of the center stockpile) wins all those accumulated cards—
if he or she can name or read aloud the involved matches.                   
If there are two matches (three cards of a quartet), a player                 
must call out “Snap Snap” and name all three pictures or words     
to win the round. And if—as very seldom happens—all four 
cards match, the first player to call out “Snap Snap Snap” wins 
not only all the cards but also the whole game.  

(h) After winning cards, players put them at the bottoms of their    
face-down stacks. A player that runs out of cards is out of the 
game, which ends when one person has the entire deck.   

(i) Alternatively, a player may stay in the game by watching its 
progress. If he or she recognizes a match before everyone else,  
that person will have a new stack of cards to play with.                     
When time is called, the player with the most cards wins.  

 “SNIP-SNAP-SNOREM”  
(a) This classic game is similar to “Snap” in some 

ways, but it is more “sedate”—and perhaps more 
conducive to language learning for that reason. 
Its object is to be first in getting rid of all one’s cards by 
contributing to subsets of four-of-a-kind matches.  As in “Snap,” 
cards from a shuffled Quartets deck are dealt out, one at a time,   
to all players. However, instead of stacking them in a face-down 
pile, participants hold their cards in their hands, fan-shaped.    
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(b) The first player lays any card face up on the playing surface.      
If he/she has one, the next person plays a card associated with 
the first, saying “Snip” as he/she does so, thus designating                  
the 2nd member of a quartet to be completed. If he/she has                 
more than one matching card, he/she must lay them down on   
the same turn, saying “Snap” with the next match and “Snorem” 
with the last. In contrast, if that player has no appropriate cards             
to play, he/she says “Pass.” It becomes the next person’s turn.    

(c) The last person to complete a subset by placing the 4th card on 
the face-up pile (“Snorem”) begins the next round. To use game 
strategy, he/she should probably start a new quartet by playing     
a card that he/she wants to get rid of.   

(d) Whoever runs out of cards first wins. The game can be replayed 
with the same content or—to provide more practice—any other 
collection in a “Quartets” format. For extra challenge, subsets of 
four with different linguistic features in common, such as their 
meaning (category), word root, rime, or vowel sound, can be 
included in one deck. Whenever someone completes a quartet,           
after explaining the 4 items, he/she can tell what links them.    

 “I DOUBT IT” 
(a) All the cards of a full deck in a “Quarters” format are dealt                  

out,  about equally. The first player puts from 1 to 4 cards of                
any foursome face-down on the table, announcing what they     
“are.” For instance, if a deck covers “Verb Forms,” someone                  
might say, “3 forms of go,” “the past verb was,” or the like.   

(b) When anyone puts down cards with his/her announcement,                   
any other participant may say, “I doubt it.” The cards “in                 
question” are then turned face up. In the statement was true,                
the doubter must take the entire face-down stack into his/her 
hand. If it was a false claim, however, the player that tried to 
“get away with a pretense” must absorb the pile into his/her 
hand. No one may skip a turn. When a player discards the last               
of his/her cards with a statement, the whole group must say              
“We doubt it” so that the game doesn’t end with a pretext.                   
If his/her claim turns out true, however, that player wins.  

going 

gone 

went 

be 

are 

been 

was 

do 

doing 

did 

done 
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C 
ONTENT AREAS FOR SEQUENCING CARD DECKS.     
A “sequenced” collection of cards consists of 
items to be arranged in some sort of order—
like numerical, alphabetical, or chronological.  

Beyond the high-beginning level of learners’ language 
proficiency, the segments of “sequenced card decks” are 
more likely to depend on the meaning of text and/or visuals 
than on separate sounds, letters, words, or other small 
linguistic elements. Following are suggestions for kinds                 
of subject matter that might work well in sequenced format.  

Language-
Learning 

“Topic” 

 INFORMATION (TEXT AND/OR 
VISUALS) ON 4 TO 13 CARDS THAT 

HAVE A LOGICAL ORDER 

Steps in 
Processes 
& How-to 

Guides 

instructions in how to complete practical tasks; 
descriptions of what people usually do in routines   

Occurrences 
in Time 

Order 

historical events; fiction & strip stories 
(storyboards); real incidents, one after another   

Biogra-
phies 

milestones, stages, & (in)significant happenings 
in the lives of real & imaginary people 

 

The 12 steps of the yoga “Salutation to the Sun” 
can be visual and/or or put into words, but               

they must be followed or demonstrated in order. 

1 2 3 5 4 
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I 
DEAS FOR SEQUENCING CARD ACTIVITIES. In learning 
the language of “process” or “narration,” it helps to 
organize pieces of information into logical wholes. 
To add interest or excitement, some game-like steps 

for sequencing might also work. Is each series short enough 
to be divided into 4 to 12  equivalent segments that clearly 
belong together? Printed on cards of the same size, shape, 
and color,  several of these sequences can be collected                      
into an informational card pack. Then the materials can                   
be used in generic activities like the following:       

 THE EXPERT GAME (INFO PIECES IN ORDER)  
(a) Each group receives a pack of “Sequencing Cards” with the same 

number of processes or narratives as there are player—each  
series divided into an equal number of visual and/or text pieces. 
After shuffling, these are dealt out to all. Each person arranges 
his/her cards into sets according to the sequences they belong to. 
He/She chooses one area to become “expert” in, most likely                 
the one he/she already holds the most segments for.     

(b) At the same time, everyone begins giving cards they don’t need              
to players on their left. Of the cards they receive from players               
on their right, they keep the ones that fit into their particular 
subject matter, passing on the others after viewing them.   

(c) In a while, everyone should have the information he/she needs               
for a complete sequence of actions, instructions, or occurrences.               
After putting them into logical order and “practicing” his/her 
“delivery,” he/she presents the subject matter to everyone else. 

(d) For review and language improvement, cards from each topic can 
be displayed randomly on a surface and quickly put back into 
correct order (or an alternative logical arrangement, if possible).              
Learners can take turns repeating the steps, paraphrasing the 
action, describing the activities, or whatever the content requires.    

In a 32-card deck of “Steps in Everyday Activities,” there could be 4 equal 
sequences of 8 panels each, like these illustrating “How to Get Dressed.” 
To facilitate both language learning and play, it may help to number             

cards in order on the back (and perhaps also label each action in words).    
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 SEQUENCE OF SEGMENTS  
(a) Each group receives a pack of “Sequencing Cards” containing                 

the same number of instruction sets, strip stories, or other 
informational sections as there are participants. There should                 
be at least 4 parts to each series; if sequences are long or  
possibly confusing, the separate card panels could display                  
small numbers (on their reverse sides?) for reference. After 
shuffling, the cards are dealt out equally, to all.   

(b) Any player can begin the game by laying down the first card                
of any sequence—and verbalizing its meaning. Whoever has                 
the 2nd piece of info puts it down next and tells what it                   
shows or says. The person with the 3rd segment places it on                
the playing surface, explaining it, and so on—until all the cards 
pertaining to that particular subject matter have been played.     

(c) Whoever played the last portion of a sequence begins the                    
next one, if possible: it proceeds as described in Step (b).                     
The game continues until all cards have been arranged into 
sequences—at which point the language and important                 
linguistic content of each arrangement should be reviewed.   

 ROLLING STONE 
(a) In this variation of “Sequence of Segments,” each card deck  

should contain the same number of series as there are players,               
as well as the same number of pieces per sequence. One player 
places any card on the table to begin a round.   The person to 
his/her left lays down any one card within that same sequence—
even if its content is not contiguous with that on visible card. So 
does the 3rd player, the 4th, and all others—until all sections                
of the series have been played, at which time they can be 
arranged in order, reviewed verbally, and set aside.   

(b) Whenever someone is unable to contribute a card to the series              
on display, that person must pick up all the cards previously 
played in that round, ending it. He/she begins the next round       
with any card of his/her choice. Whoever runs out of cards 
first—or is holding the fewest cards when time is called—wins.  
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C 
ONTENT AREAS FOR TRADITIONAL CARD DECKS.     
In a “traditional” deck of cards, there are four 
“suits” (Clubs, Diamonds, Hearts, Spades).                  
Each suit contains 13 cards that can be 

sequenced from lowest to highest, or in reverse: 1-10,                 
Jack, Queen, King, Ace. Each of these 13 card faces 
corresponds to, or “matches” one card in each of the                 
other 3 suits. There are 52 cards in all (plus 2 Jokers).                           
To serve in classic card games, a “traditional” deck of       
cards for language learning and teaching should replicate 
this 13 x 4 (+2) card format. The subject matter that lends 
itself to this design and card play is, therefore, limited.  
Here are some of the topics from this book that could                         
work well for both card-deck creation and game rules:  

LANGUAGE-
LEARNING 
“TOPIC” 

DESIGN (FORMAT) 
FOR 52-CARD DECK 

Numbers  13 numbers in sequence, in 4 different 
forms, like arabic, roman numerals, 

die faces, dominos, or the like 

Letters                    
of the 

Alphabet 

13 letters in sequence, either AaAa to 
MmMm or NnNn to ZzZz in 4 forms:                  
upper- & lower-case manuscript +                 

upper- & lower-case cursive  

Icons, 
Symbols, 
Characters 

4 related symbols numbered 1-4 in      
each of 13 meaning categories A-M    

(Activities, Business, Communications, 
Directions, Environment, Food, etc.)    

For another deck, 13 other                             
classifications of meaning N-Z.    
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LANGUAGE-

LEARNING 
“TOPIC” 

DESIGN (FORMAT) 
FOR 52-CARD DECK 

Gram-
matical 

Forms 

 as suits, 4 verb forms, probably                
the base form (without endings),                    

simple past, past participle, present                
participle (with -ing); 13 verbs (x 4) in                 

alphabetical order A-M (awake,  begin, 
catch, etc.); another deck for verbs N-Z   

Phonics-
Spelling 

Relationships 
(Vowel Sounds 

& Spellings) 

as  suits,  4 contrasting stressed vowel 
sounds, like \ œ E I A \; 13 words (x 4) 

beginning with the letters A-M                   
that contain each of the vowel sounds;                

other decks with 4 different vowels,                 
such as \ O U ey iy \ \ Ay ow uw Oy \, some                 
of these in words starting with N-Z  

Vocabulary 
in Meaning 
Categories 

as suits, 4 meaning categories                    
like “Actions,” “Foods,” “Objects,” 
“People”;  within each suit, 13 items 
starting with A-M or N-Z; other decks 

with different classifications    

Parts of 
Speech 

(Related 
Words) 

as suits, 4 parts of speech, probably 
Nouns, Verbs, Adjectives, Adverbs                     

or Other; within each suit, 13 words                   
related to one another starting with        

A-M or N-Z that fit each part of speech; 
e.g., action, act, active, actively;                      

beauty, beautify, beautiful, beautifully; 
collection, collect, collected, collectively  

Syllable 
Pronun-

ciation 

as suits, 4 different numbers of                       
syllables in words 1-4—or common                   
syllable-stress patterns, probably                    

1 syllable, 2 syllables (1st one stressed),               
3 syllables (2nd stressed), 4 syllables;  
within each suit, 13 words or phrases 

starting with A-M or N-Z for that pattern    

 

The first 4 sample cards from a deck of “Syllable Pronunciation Patterns” 
belong together in a “Quartet” of words starting with j. The others are    

all two-syllable words (1st syllable stressed) in alphabetical order.    

judge judgment 

judicial jurisdiction 

action 

basket 

cabin golden 
dancer 

earrings 

folded 
icon 

handy . . . . 
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I deas for Traditional-Design Card Deck Activities. 
Conventional decks of 52 playing cards have                  
always aided instruction in numbers and simple 
math—including the concepts of “similar &  

different,” “equivalent,” “higher & lower,” etc. Classic  
card games have educational value  too. By following                   
their steps and rules, players learn a system of 13 values                 
in sequence (in conventional decks, the 13 faces A 1 2 3                       
4 5 6 7 8 9 10 J Q K) of each of 4 “suits” —black spades                   
& clubs and red hearts & diamonds). They learn to put                
card images into 13 four-of-a-kind “sets” (4 aces, 4                  
deuces, 4 fives, 4 queens,” etc.).  And after getting used                 
to procedures, they begin to figure out and experiment      
with “game strategies.” Naturally motivated by the will                        
to win, card players pay close attention to the “action”                       
of a game, not only what they themselves do but how                 
others handle their cards as well. They “register the 
meaning” of what each card face displays. They arrange 
items in their hands, place or discard them as rules    
suggest, take or choose more cards, and “go after                               
the object” of “playing out” or winning the most points.     
All such processes require reading, planning, reasoning, 
remembering, and other kinds of thinking.    

As “instructive” as classic card decks and games can be, 
however, they become even more valuable educationally                
if users can also learn from the “language content” of                     
the card faces.  Most of the games that can be played                   
with decks of “Matching Pairs” or “Matching Quartets”                  
are also appropriate for 52-card decks in traditional format: 

 QUICK CONCENTRATION (p. 26)  THE GAME OF “SNAP”  (pp. 39-40) 

 CLASSIC CONCENTRATION (p. 26)    ”SNIP-SNAP-SNOREM” (pp. 40-41) 

 HOLDING THE BAG (page 28)  ”I DOUBT IT” (page 41) 

 PASS THE CARD, PLEASE (page. 35)  SEQUENCE (page 44) 

 “GO FISH” (pages 37-38)  ROLLING STONE  (page 44) 
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Here’s what might appear on the faces of 104 “Alphabet Letters” cards. 
If each sheet of 26 items is cut apart, they will comprise two 52-card 
“Matching Pairs” decks. On the other hand, if the cards displaying 

upper- & lower-case block letters A-M are combined with those 
showing comparable cursive letters, there will be two complete card 
decks, AaAa to MmMm and NnNn to ZzZz, of “Traditional Design.” 

These will be well suited for any of the matching and/or                 
sequencing activities and games suggested in this book, as well             
as all those detailed on “Card Game Rules” sites like http://

www.pagat.com/alpha/, http://www.grandparents.com/grandkids/   
activities-games-and-crafts/card-games, and others.  
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a 

Following are procedures and rules for even more of the 
most popular card games that have endured through the 
ages.  Like the games described on previous pages, they 
can be played with 52-card decks of “Traditional Design” 
covering any language-ed topic—not only those mentioned 
on pages 45-46, but also whatever else creative language 
learners and teachers can come up with.   

 ROCKAWAY 
(a) This “suit & rank matching” game is also called Crazy Eights 

because one set of four-of-a-kind is to be declared “special.”                 
This means that all 4 items of the chosen quartet may represent 
any of the 4 suits of that deck. For instance, in an Alphabet- 
Letters Deck A-M, the 4 items HhHh could be designated                
“Crazy Letters.” Then all cards in a shuffled deck are dealt out—            
7 to each player in a two-handed game, 5 to each if more than              
2 people are playing. The remaining cards are placed upside                
down in a pile on the table. Its top card is turned face up.  

(b) The first player must match the turned-up card in one of 3 ways: 
He/She must put down another card of the same “suit” (sequence 
of 13 items), another card of the same “quartet” (set of 4 matches), 
or a “Crazy Letter” (one of the set of four designated as special).       
If someone chooses the last of these options, he/she names its 
“suit.” For example, in a game of “Alphabet Letters” in which               
H’s are wild, after laying one down, that person that played it  
determines which suit (kind of letter) must come next: upper or 
lower case block or upper or lower case cursive. In this example, 
suppose that the “H” is designated a “lower-case cursive letter.”   

(c) Each person in turn plays a card, face up, that matches either               
the “suit” or the “rank” of the previous image, substituting a       
“Wild Card” (if he/she has one) only if necessary. Someone with 
no card to play on his/her turn must draw items from the face-
down pile—until he/she can play one or until the stack is gone. 
(Sometimes it may be good strategy to draw more cards than 
needed.) Someone that runs out of cards ends the game—and wins.     
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 BASIC RUMMY 
(a) When two players participate, they each receive 10 cards from a 

deck of “Traditional Design.” Three or 4 players each get 7 cards. 
When 5 or 6 are in the group, 6 cards are dealt out to each 
person. The remaining cards are stacked face-down on the table.  
The top card is turned over, starting a “Discard Pile.” The object 
of the game is to be first to match up all one’s cards, either by 
“suit” or by “rank” (3 or 4 of a kind in a quartet).  

(b) Everyone in turn must take the top card from either the face-down 
stack or the Discard Pile and add it to his/her hand of cards. 
Then the same person may lay down (display) cards face-up on  
the table—3 or 4 of a kind or 3 or more cards in sequence. 
Alternatively or additionally, he/she may add one or more cards 
from his/her hand to the sets or sequences already being   
displayed—at the beginning or end of the series. Finally, that 
player ends his/her turn with a discard: he/she lays a card                
that is no longer wanted face-up on top of the Discard Pile.  

(c) Whoever first gets rid of his/her cards by placing them in                   
sets or sequences on the table and discarding his/her last item 
wins the round. However, if nobody has “gone out” by the time  
the face-down stack has been used up, the Discard Pile is turned 
face down again. Play continues as described in Step (b) until 
someone does “go out” by (neatly) running out of cards.   

Here’s how cards of a traditional-design “Vowel-Sounds” deck might 
correspond to real playing-card Rummy layouts if  = \œ\,  = \E \,           
 = \ I \,  = \A \; A = a, 2 = b, 3 = c, 4 = d, . . . J = k, Q = l, K = m.       

l etter \E\
 l ift   \I\ l amb \E\ l ock \A\ h en    \

E\ 

i nfect    \E\ j et        \E\ k eg    \E\ l etter   \E\ 

a 
nt

   
  

\œ
\ 

b 
ag

 \œ
\ 

c at      
    

   

\œ\ d ance  

\œ\ e lastic  
\œ\ f an  \œ\ g ag                

\œ\ h and                
\œ\ i mpact               \œ\ j am  \œ\ k appa                \œ\ l amb                

\œ\ 

m
 an                

\œ
\ 
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 LINGER LONGER  
(a) In this basic “Trump-Card Game,” one “suit” or 13 cards in 

sequence is declared of higher value than the other 3 suits.                  
For instance, suppose the 4 suits in a deck of “VOCABULARY   
MEANING CATEGORIES” are ACTIONS, FOODS, PEOPLE, THINGS. If the                 
13 card faces with words and/or pictures of FOODS are named 
“Trump Cards,” they will “trump” (win over) the 13 (x3) items                
of the other 3 suits (alphabetical sequences) during this game.    

(b) When the cards are being dealt out, each person receives as               
many items as there are players—e.g., five (5). The rest of                
the deck is placed face down in a “stock pile” in the middle                 
of the table, forming a stack for everyone to draw from.  

(c) To begin the first round, the top card of the stock pile is turned 
face up. In turn, everyone must “follow suit,” which means that              
he/she has to lay down one of the other 12 cards of the same 
sequence if possible—in this instance in the THINGS CATEGORY.                
If he/she cannot do so, he/she plays any card of another     
“suit”—or, even better, a “Trump Card.”  

(d) Rounds are played in “tricks.” Each person tries to win all cards 
that have been placed on the table by playing the “strongest 
item” (in this case, the one whose image begins with the letter 
closest to the beginning of the alphabet)—or a “trump card.”                
If more than 1 card of the “trump suit” is played, the one                
with the “highest value” (starting with the earliest letter) wins.    

(e) When someone wins a trick, he/she sets aside those cards                   
and draws (turns over) the top card from the face-down stack.  
That card begins the next round or trick. When a player runs          
out of cards, he/she is out of the game. 

(f) The object of the game is to win as many items as possible                  
and to be the last person left when everyone else is out.    

      
   

 g uy 

In the first round of this             
5-player game, whoever played 

the hot dog “Trump Card”     
wins the trick. In the 2nd 

round, the chef is the “most valuable item” in the PEOPLE Category.  

 j udge 

 m ug 

 k ey 

 h at 

 b all 

 h ot 
dog 
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Creative Card 
Decks & Games  

for Effective Language 
TEaching & Learning 

This innovative Activity & Idea 
Book contains: 

Materials design for the 
creation of six (6) different 
kinds of card decks 

Instructions for at least four 
different activities or games 
for each card deck type 

Lists of language topics 
(grammar, vocabulary, 
reading, etc.) to use as                 
card deck “content”  

Over fifty different ways to 
motivate and monitor     
effective and efficient 
individual, cooperative, and 
competitive language learning 

Authors & Editors, 10736 Jefferson Blvd., Ste. 604, 
Culver City CA 90230.  info@2learn-english.com 


