
Name _____________________ 

 

Absolute Value War 

 
Objective: Understand absolute value of a rational number as its distance 

from 0 on the number line. 

 

Players:  2 players 

 

Vocabulary:  rational number 

   integer 

   positive number 

   negative number 

   signed number 

   origin 

   number line 

   absolute value 

      

 

Materials:  adding machine tape 

   scotch tape 

ruler 

pencils 

markers 

playing cards 

70 centimeter cubes or other markers 

Script Card 

 

Instructions: 

 

1. Students work together to make a number line from adding machine tape.  

They cut one yard of adding machine tape and scotch tape it to their table.   

By measuring or folding on the short line of symmetry, they mark the center 

of the number line as 0.  This is the origin of the number line. 

2. Using a ruler, they mark and label tic marks one inch apart for all of the 

integers from -13 to 13. 



3. To begin playing, one student shuffles the cards and deals out half of the 

deck to each player.  Once the deck is divided evenly between the two 

players, each player may shuffle their “half” deck (without looking) before 

the game begins.  No further shuffling is allowed once play begins.  Each 

player places their half of the deck face down in front of themselves.  The 

community pile of 70 centimeter cubes is in the center for both players to 

access. 

4. In this game, black cards represent positive integers and red cards 

represent negative integers.  Aces are 1, Jacks are 11, Queens are 12, and 

Kings are 13.   

5. Each round is played as follows:  Each player turns over the top card in their 

deck and places a centimeter cube from the community pile to represent the 

location of their card on the number line.  For example, Player One turns 

over a red 5 and places a centimeter cube on “negative 5.”  Player Two turns 

over a black 3 and places a centimeter cube on “positive 3.”    Each player 

takes turns reading the Script Card and filling in the missing information to 

describe the absolute value of their card.   

 

Script Card Example for Player One: 

 

I have negative 5. 

 

The absolute value of negative 5 is 5 because it is 5 away from 0 on the 

number line. 

 

Script Card Example for Player Two: 

 

I have positive 3. 

 

The absolute value of positive 3 is 3 because it is 3 away from 0 on the 

number line. 

 

 

6. The winner of each round is the player with the lower absolute value.  The 

winner takes the centimeter cubes from the number line and keeps them in 

their personal “winnings” pile.  In the example round above, Player Two would 

win.  The absolute value of negative 5 is 5 and the absolute value of positive 

3 is 3.  3 is the lower absolute value—it is closer in distance to 0. 



7. In the event of a tie where both players have equivalent absolute values, a 

“war” is held.  A second card is turned over for both players and a second 

centimeter cube is placed on the number line.  The winner of the “war” is the 

person with the lower absolute value of the second cards and wins all four 

centimeter cubes. 

8. Play continues until players have used all of their original half deck of cards 

or all of the centimeter cubes from the community pile are gone.  The winner 

is the player with the larger number of centimeter cubes. 

 

Variations: 

 

1. The face cards can be removed from the deck and the number line can be 

constructed from negative 10 to positive 10. 

2. The winner of each round has the greater absolute value instead of the 

lower absolute value. 

 

  



Absolute Value War 

 

 
I have _____________.   

 

The absolute value of ________ is 

_______ because it is ______ 

away from 0 on the number line. 


