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Lesson Summary: 

This is a very basic activity to introduce students to adding together positive and negative integers through “a battle between good and evil.”  Evil is represented by negative integers, and good is represented by positive integers in this chess-like war game.  An activity extension also incorporates multiplying integers.
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Lesson Plan: 

· Preparation: There are two attached sheets of pictures, Integer Chess Sheet – Good and Integer Chess Sheet – Evil.  Print out these two documents, they contain enough game pieces to have 10 sets of “evil” cards and ten sets of “good” cards.

· Once the two documents have printed, you need to cut apart the game pieces on each piece of paper.  A paper cutter is recommended for this.  Once you have all the individual pieces cut out, you need to create your 10 sets of “good” pieces, and 10 sets of “evil” pieces

· Each good set should have: 1 good king (+4), 1 good queen (+3), 2 unicorns (+2), 2 knights (+2), 4 fairies (+1), and 4 soldiers (+1).
· Each evil set should have: 1 evil king (-4), 1 evil queen (-3), 2 dragons (-2), 2 griffons (-2), 4 witches (-1), and 4 warlocks (-1).  
· Put each set in an individual bag, and for every two bags supply one 6-sided dice.
· Running the Activity: Put the students into pairs, and give one student in the pair a “good” set of pieces, and one student in the pair an “evil” set of pieces.  Give the pair a 6-sided die.
The game is played as follows: 

Each student in the pair rolls a 6-sided dice, and the number that comes up is the number of their pieces they must put out to battle.  Students select which of their pieces they wish to use for the battle, and place them face down between them and their opponent.  The students then both flip their pieces over. 
The students will then add together all the positive integers showing on the good cards and negative integers showing on the evil cards, and write the results of their battle in mathematical sentences on the Prison Roster sheet (i.e. 2 +(-3) = -1).  Evil triumphs if the answer when adding together the good and evil integers comes out negative and good wins if the answer comes out positive.  
The winner gets to choose one of their opponents pieces that were put out for battle to capture, or can choose one of the captives their opponent holds to be released.  Game continues until one player loses all their pieces.

If there is a tie in a battle, i.e. the answer to the equation is zero, both players get to either take a captive or have one of their captives released.  There is also some strategy involved with which pieces you choose to put out for battle.  If your dice roll is significantly lower than your opponents’ dice roll, you may want to put out only your worst pieces so your opponent won’t be able to take any of your better pieces captive.

Activities used in this Lesson:
· Prison Roster Sheet 
This is a blank table where students will write mathematical sentences that show the integers in each battle being added together.
· Integer Chess Sheet - Good 
This document contains the graphics necessary to print out 10 sets of “good” side playing cards.
· Integer Chess Sheet - Evil
This document contains the graphics necessary to print out 10 sets of “evil” side playing cards.


Prerequisites for this Lesson:
· Very basic knowledge of how to combine positive and negative numbers
· (Extension) Knowledge of the rules for multiplying positive and negative numbers.
Lesson Extensions: 

For an extension to this activity that involves multiplying integers, the pair of students will shuffle one “good” and one “evil” deck together.  The goal of the game will be to get the highest positive score.  Students will each choose 3 cards off the top of the combined deck, and then another card will be chosen and placed face up between the students.  Each student will choose a card in their hand they want to multiply with the face-up card, to get the highest positive number to add to their score.  Negative products will deduct from their score.  Players draw new hands, and continue to add up their score.



Please email us your comments on this lesson: 
E-mail to ljohnson@cvm.tamu.edu
Please include the title of the lesson, whether you are a teacher, resident scientist or college faculty and what grade you used it for. 
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Texas State Standards

6.1 (A) Compare and order numbers 

7.1 (A) Compare and order integers and positive rational numbers

7.5 (A) Use concrete models to solve equations and symbols to record actions

