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Basic Rules 

Player who win the skirmish, take 
his own and all captured cards 
into his prisoner pile.  

If there’s a tie, all the players battle: 
each player lays 3 cards face down, 
then a new card face up. The 
greatest of these new cards will 
capture everything on the table.  

When players have fought their 
way through all the cards, count 
the prisoners. Player with the most 
cards wins. Or shuffle the prisoner 
piles and play on until 1 concedes.       

 

Fraction War 

Players turn up two cards and 
make a fraction, using the smaller 
card as the numerator.  A 5 and 8 
becomes ⅝. 

Greatest fraction wins the skirmish. 

 

Product (Multiplication)  War 

Turn up two cards and multiply. 

Advanced Product War 

Turn up three (or four) cards and 
multiply. 

 

 

2 Card Addition War 

Players turn up two cards for each 
skirmish.  

The highest sum wins. 

Advanced Addition War 

Turn up three (or four) cards for 
each skirmish and add them 
together. 

 

1 Card Addition War     

Players each turn one card face up.  

The player with the highest sum 
wins. 

 

General Rules 

For most variations, the basic 3-
down-1-up battle pattern becomes 2-
down-2-up. 

For advanced games, however, the 
battle pattern is different: in case of 
a tie, the cards are placed in a 
centre pile.  

The next hand is played normally, 
with no cards turned down, and 
the winner of that skirmish takes 
the centre pile as well. 
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Subtraction War 

Players turn up two cards and 
subtract the smaller number from 
the larger.  

This time, the greatest difference 
wins the skirmish. 

 

 

Integer Product War 

Black cards are positive numbers; 
red cards are negative.  

The greatest product wins. 
Remember that two negative 
numbers make a positive product. 

 

Integer Addition War 

Black cards are positive numbers; 
red cards are negative.  

The greatest sum wins. Remember 
that -2 is greater than -7. 

 

Improper Fraction War 

Turn up two cards and make a 
fraction, using the larger card as 
the numerator. Now 5 and 8 will 
be 8/5 

Greatest fraction wins. 

 

Multi-Digit War 

Turn up two or three cards and 
create a 2-digit or 3-digit number. 

 

Wild War 

Players turn up three cards and 
may do whatever math 
manipulation they wish with the 
numbers. The greatest answer wins 
the skirmish. 
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Advanced Wild War 

Black cards are positive numbers; 
red cards are negative numbers.  

Players turn up four cards (or five) 
and may do whatever math 
manipulation they wish with the 
numbers.  

The greatest answer wins the 
skirmish. 

 

Reverse Wild War 

Players turn up three cards (or four, 
or five) and may do whatever math 
manipulation they wish with the 
numbers.  

The answer with the lowest absolute 
value (closest to zero) wins the 
skirmish. 

 

Multi-Digit Subtraction War 

Turn up three cards. Make two of 
them into a 2-digit number, and 
then subtract the third.  

Example: Suppose you turn up 3, 4, 
and 5. Should you arrange them as 
54-3 or 45-3 or 35-4 or . . . ? 

 

Multi-Digit Product War 

Turn up three cards. Make two of 
them into a 2-digit number, then 
multiply by the third.  

Example: Suppose you turn up 3,4, 
and 5. Should you arrange them as 
5×43 or 4×53 or 3×54 or . . . ? 

 

Tens Concentration Variations 

1 – Use a double deck for larger 
groups 

2 – If playing with a wide range of 
ages, you may want to let the 
younger players take a free turn 
whenever they find pairs, but limit 
the older players to one turn at a 
time. 

3 – You might let the free turn 
option expire when there are only 
ten cards left on the table. The will 
keep one lucky player from running 
the table out, getting all the last 
pairs for himself. 

4 – Concentration may be played 
as a solitaire game. 

Tens Concentration 

Highest number will go first.  

Shuffle all cards and lay them all 
face down on the table.  40 cards = 
5 x 8 rows or at random. 

Flip 2 cards face up. If one of the 
cards is a 10, take it at once and 
flip another card face up. If the pair 
of face-up cards add together to 
make 10, you get to take the pair.  

If they do not make 10, leave them 
for a few seconds so all players can 
see what they are, then turn them 
face down and let the next player 
take a turn.  

 


