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Walker Homeschool Academy: The UNO-fficial
Guide to Creative Learning

Materials Needed:

¢ A standard deck of UNO cards

¢ Paper (plain and graph paper)

Pencil or pen

Colored pencils or markers

A blank card or a small piece of cardstock (optional, for the final project)

Lesson Overview
This lesson uses the popular card game UNO to explore concepts in mathematics, language arts, and

creative design. Instead of just playing the game, you will analyze it, write about it, and even invent a
new part of it. The focus is on applying your skills in a fun, hands-on way.

Learning Objectives

By the end of this lesson, you will be able to:

Analyze Data: Collect data during a game, represent it on a bar graph, and interpret the results.
Calculate Probability: Determine the likelihood of drawing specific types of cards from the deck.
Write Persuasively: Construct a compelling argument from a unigue point of view.

Think Creatively: Design a new game component, complete with balanced rules and clear
instructions.

Part 1: UNO-Math & Probability (Approx. 45 minutes)

Activity: The Data Duel

1. Play One Game: Play a complete one-on-one game of UNO. As you play, use a sheet of paper to
create a tally chart. Every time a card is played (by you or the "other player"), mark a tally in the
correct category. Your categories should be:

o Red Cards
o Yellow Cards
o Green Cards

Blue Cards

Action Cards (Skip, Reverse, Draw 2)

Wild Cards (Regular Wild and Wild Draw 4)

2. Graph Your Game: Using your tally chart data, create a bar graph on graph paper. Your graph
should have a title (e.g., "Card Frequency in Our UNO Game"), labeled axes (X-axis for "Card
Type" and Y-axis for "Number of Times Played"), and colored bars that correspond to the data.

3. Analyze the Odds: Before starting a new game, shuffle the deck thoroughly. With the deck face
down, answer the following probability questions. Remember, a standard UNO deck has 108
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cards.
o What is the probability of drawing a Blue card on your first draw? (Hint: There are 25 blue
cards in total).
o What is the probability of drawing a Skip card? (Hint: There are 2 of each color, for a total of
8).
o Which is more likely to be drawn first: a "7" or a "Wild Card"? Explain your reasoning. (Hint:
Count how many of each are in the deck).

Assessment Check-in: Review your bar graph for accuracy and clarity. Discuss your probability
answers, explaining how you found them.

Part 2: UNO-Language Arts (Approx. 30 minutes)

Activity: The Card's Complaint

Imagine you are one specific UNO card. You feel you are the most important or most misunderstood
card in the entire deck. Your task is to write a short, persuasive paragraph (5-7 sentences) arguing your
case.

1. Choose Your Card: Pick any UNO card. Some fun ideas:
o A lonely Zero card that never gets any respect.
o A powerful Wild Draw 4 that loves the chaos it creates.
o A misunderstood Reverse card that just wants to go back in time.
o A simple Green 5 that feels it is the most reliable card in the game.
2. Write Your Paragraph: Write from the first-person point of view ("l am a Skip card..."). Use
strong, persuasive words to convince the reader of your importance. Explain your function in the
game and why that makes you superior, misunderstood, or essential.

Assessment Check-in: Read your paragraph aloud. Does it make a clear and convincing argument?
Does it capture the "personality" of the card?

Part 3: UNO-Creative Design (Approx. 45 minutes)

Activity: Invent-A-Card!

Hasbro is looking for a new card to add to the UNO deck, and they've hired you as their lead designer!
Your job is to invent a brand new "special" UNO card.

1. Brainstorm Your Power: What will your card do? It should be something new and exciting that
changes the game. Think about these questions:

o Does it help the person who plays it?

o Does it affect the next player or all players?

o |Is it a Wild card, or does it have a specific color?

o Examples to get you started: A "Trade Hands" card, a "Silence" card where no one can
talk for one round, or a "Mirror" card that reflects a Draw 2 or Draw 4 back at the person
who played it.

2. Define the Rules: Write a clear, simple set of rules for your card. How is it played? What
happens after it is played? Make sure your rule is fair and doesn't completely "break" the game.

3. Design Your Card: On a blank card or a piece of cardstock, draw your new card. Give it a unique
symbol that clearly shows what it does. Use colors that fit the UNO theme. Give it a name, like
"The Swapper" or "The Shield."
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Assessment Check-in: Present your new card. Explain its name, its power, and its rules. Then, shuffle
it into the UNO deck and play a quick game with it to see how it works in practice!

Lesson Wrap-Up (5 minutes)

Discuss the following questions:

¢ Which activity did you enjoy the most and why?
¢ Did creating the bar graph change how you think about which cards are most common?

¢ |f you could add your invented card to every UNO deck, do you think it would make the game
more or less fun? Why?

Extension Ideas (Optional)

¢ UNO Storytelling: Play a game of UNO, but each time a card is played, the player has to add one
sentence to a collaborative story. The number or action on the card must be included in the
sentence (e.qg., for a Red 9, "Nine red dragons flew overhead...").

e The UNO Budget: Imagine each number card is worth its face value in dollars (e.g., a "5" is $5),
Action Cards are $15, and Wilds are $25. Calculate the total "value" of the entire deck.
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