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GAME RULES

A game for 1-4 players, ages 7+.

Contents

84 cards in 6 colors and groups.
Each card group consists of 7
multiplication cards with a
multiplication sign [x] in the center,
and 7 product cards with an equals
sign [=] in the center.

® 14 purple cards: factors 1-6

® 14 turquoise cards: factors 1-6

® 14 yellow cards: factors 2-9

® 14 green cards: factors 2-9

® 14 orange cards: factors 2-9

® 14 blue cards: factors 2-9

Objective

® Collect the most cards by the
end of the game

® Practice your multiplication skills

There is always a match between 2
cards (factors and products) of the
same color, making a valid
multiplication equation.
Sometimes there are 2 possible
matches between them. It's ok to
call out one of them.

Note: Players (or parents/teachers)
may choose to use only some of
the card groups.

For example, younger players may
use only the purple and turquoise
cards with factors 1-6. This makes
the game shorter.

Game #1: Happy

Multix

Setup

Shuffle the cards thoroughly and
lay them face down in the middle
of the table as the draw pile.
How to Play

Choose the player who will turn
over the top card throughout the
game.
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Illustration 1

This player lays the top card face up
on the table, immediately followed
by a second card face up on the
table as well (see illus. 1).

Since the two cards have different
colors (there are no matching cards),
another card should be turned over

(see illus. 2).
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Although there are now 2 orange
cards on the table, they are both
multiplication cards. The player
should keep turning over cards until
2 cards appear with the same color
and different signs (factors [x] and
products [=]).
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There are now 2 green cards with
different signs. All players focus on
them. The first player to spot 2
numbers on the multiplication card
[x] making an equation with a
number on the product card [=]
calls out the equation and wins the
2 green cards. In the illustration the
equation is 5x8=40 (see illus. 3).
The game continues in the same
manner until there are no more
cards to flip.

Winning the Game

Once the draw pile is finished, the
player with the most cards wins
the game!

Game #2: Multix for 1

This game is similar to Happy
Multix, but it's a practice game for
individuals.

You can use a stopwatch to
measure the time it takes you to
finish the game.

It's recommended to use only 2
color groups per game.

Game #3: Multix Nines

Setup

Shuffle the cards thoroughly. Lay
them face up in the middle of the
table in 9 piles, arranged in a 3x3
grid, with approximately the same
number of cards in each pile (see
illus. 4).

How to Play

In the illustrated setup, all players
focus on the 2 purple and/or the 2
orange cards. Looking at the purple
cards, a player can call out 3x3=9.
Looking at the orange cards, a
player can call out 3x7=21 or
5x9=45. The first player to call out
one correct equation gets the 2
matching cards. 2 new cards are
now revealed, and the game
continues.
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lllustration 4

If, at any point, there are no
matching cards, the players identify
2 cards of the same color and sign,
and place one on top of the other.
This action reveals another card,
and the game continues. In the
illustrated setup, the green cards
show this situation.

When one of the piles runs out,
distribute cards from other piles,
so there are 9 piles again.

Winning the Game

The excitement builds as the draw
pile gets smaller and smaller, until
it's finally depleted along with all

the cards on the table. The player
with the most cards at the end of
the game is declared the winner!

Game #4: Advanced
Multix

This is the same as Happy Multix
(game #1), with one difference.
Matching orange and matching
blue cards always show 2 possible
equations each.

So in this game, once you spot
matching orange or blue cards, you
must call out the 2 equations.
This is the only way to win the 2
cards (seeillus. 5).
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