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I have been playing Pop for almost a year and would like to suggest that 
young children learn Pop 24 - a modification of the original Pop. (See 
Rules for Pop or Pop Rules.)

I teach the game using Child Friendly Cards because they are simpler for 
young children to understand (no suits, no picture cards; simple subitising 
patterns), but you can use a standard deck.

•	 Remove all the cards 1 - 6 (Ace to 6). 

•	 This means that you should have 24 cards.

•	 Twenty-four cards is the ideal number of cards for 4 players (6 cards each), or 3 players (8 
cards each).

Teach the children to :

•	 shuffle (mix the cards face-down, by moving them around the table)

•	 deal to the player on the left

•	 deal in a clockwise direction and 

•	 NOT to pick up the cards until they have all been dealt.

If the deal has run smoothly, then the last card dealt should be to the dealer. If there are 4 players, 
the children should each have 6 cards in their hand; if 3 players then each player would have 8 
cards in their hand.

Players then need to be given time to sort their cards out in their hand. I suggest the cards are 
placed in order with cards the same next to each other.

POP 24
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Making a Card Holder
Young children have difficulty holding playing cards and sorting playing cards in their hand. We 
suggest making a simple card holder out of a sheet of A4 paper or card.

1. Hold the A4 sheet in either portrait or landscape (depending on how many cards need to be 
held). Fold a 25 mm strip at the bottom of the paper.

2. Fold again.

3. Staple either end

4. Place cards in the holder.

Children will need to be taught how to arrange their cards. Cards may be placed in numerical 

order from the smallest value to the largest value. Cards of the same value may be placed next to 
each other. Placing the cards in some sort of logical order will streamline the playing of the game.

Rules may be written onto the card holder. In the case of Pop you could write:

If you can match you must match. 
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POP 24 Stickers
The games we have designed all revolve around 24 cards. We believe this is the optimum number 

of cards for your children to play with and makes for a short snappy game.
The games have been designed to be printed onto standard sheets of stickers and then stuck onto 
blank playing cards. Twenty-four cards makes efficient use of the labels so that none are wasted 
and means that two sets can be made from a pack of blank cards (with a few left over). Note 
that the stickers come in sheets of 18 stickers (3 rows of 6), so, in order to be efficient, we have 
designed them so that you print 3 x the first page and 1 x the second page.

We use labels that measure 46.6 mm x 63.5 mm and print to a copier. If you are buying AVERY 
labels, then the code is L7161GU. The pack contains 1800 labels, or 100 sheets of labels. It takes 
4 label sheets to create three games of Pop. 

We stick the labels onto blank playing cards. Two packs of blank playing cards will make 4 games 
of Pop with some blanks left over.

If the stickers are placed to the top of the card it makes it easier for children to see the card when 
they are fanned in their hand or placed into a card holder.

1 2 3 4 5 6

7 8 9 10 11 12

13 14 15 16 17 18

19 20 21 22 23 24

19 20 21 22 23 24

19 20 21 22 23 24

The first sheet contains 18 
stickers. Six more are required 
to complete the set of 24 cards.

Sticker Sheet 1 Sticker Sheet 2

You can make 3 complete sets of Pop 24 by printing 3 x sheet 1 and 1 
x sheet 2.

The second sheet also contains 
18 stickers, but the first row is 
repeated 3 times. All you need 
is one row to complete a set of 
24 cards.

The same six 
stickers are 
repeated.
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Creating your own POP game
Young children have difficulty holding playing cards and sorting playing cards in their hand. We 
suggest making a simple card holder out of a sheet of A4 paper or card.

1. Hold the A4 sheet in either portrait or landscape (depending on how many cards need to be 
held). Fold a 25 mm strip at the bottom of the paper.

2. Fold again.

3. Staple either end

4. Place cards in the holder.

Children will need to be taught how to arrange their cards. Cards may be placed in numerical 
order from the smallest value to the largest value. Cards of the same value may be placed next to 
each other. Placing the cards in some sort of logical order will streamline the playing of the game.

Rules may be written onto the card holder. In the case of Pop you could write:

If you can match you must match. 

Initial 
Card

one
half POP

Matching 
Cards 

With Pop Wild Card

From this point on the 
cards would follow the 
pattern of an initial 
card and three matches.
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Creating your own POP game
Initial Card Three representations (matches)
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AU Curriculum Links
We have made the following Pop 24 sticker sets. More are being added on a regular basis.

Sticker Set Description Australian Curriculum Link
Pop Coin Recognition Children are expected to match a 

coin with the symbol and the words. 
For example, a 10 piece with 10c and 
‘ten cents’

Yr 1 ACMNA017: Recognise, 
describe ... Australian Coins
Understand value of a coin is not 
related to the size.

Pop Counting Coins Children are expected to match a 
coin with equivalent groups of coins. 
For example 20 c with 2 x 10c, 4 x 
5c

Yr 2 ACMNA034: Count .. small 
collections of cons.
Identifying equivalent values in 
collections

Pop Time 1 (o’clock) Children are expected to read 
analogue clocks to the hour and 
match them to the digital time 
and the time written in words. For 
example, 2 o’clock (on a clock face), 
2 o’clock in words and 2:00

This game would precede
YR 1 ACMMG020: Tell time to 
the half hour.

Pop Time 2 (half hour) As above except 2:30, Two-thirty, 
half past 2.

YR 1 ACMMG020: Tell time to 
the half hour.

Pop Time (quarter hour) As above except 2:15, Two-fifteen, 
quarter past 2.

YR 2 ACMMG039: Tell time to 
the quarter-hour, using the lan-
guage of ‘past’ and ‘to’.

Pop Shapes
with an emphasis 
on triangles and 
quadrilaterals

F ACMMG009: Sort, describe and 
name familiar two-dimensional 
shapes and three-dimensional 
objects in the environment.
Yr 1 (ACMMG022) Recognise and 
classify familiar two-dimensional 
shapes and three-dimensional 
objects using obvious features.

Pop Fractions 1 Matching one shaded partitioned 
region with another, eg rectangular 
region, square, circle ...

Yr 4 ACMNA077 Investigate 
equivalent fractions ...

Pop Fractions 2 Matching a fraction with other 
forms, eg 1/2, region image of a half, 
number line half and subset of a set 
of objects.

Yr 4 ACMNA077 Investigate 
equivalent fractions ...


