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Players


3 to 6 players per group.





Deck


52-card deck per group.


Use the card template provided to create a deck of cards for each group.





Each deck should consist of:


15 INPUTS:�
Light Dependent Resistor (LDR) x 5


Thermistor x 5 


Moisture Sensor x 5�
20 PROCESS:�
Single transistor x 10


Darlington Pair x 10�
�
16 OUTPUT:�
Motors x 4


Bulbs x 4 


LED x 4


Buzzer x 4�
1 WILD CARD:�
Students can decide what it should be�
�



The pack can be made from old playing cards with a template cut-out placed over the face. 





Game instructions


The aim of the game is to make as many systems as possible, i.e. an Input with a Process and an Output, and state what the system is going to do. 


To facilitate the game, the students can decide what the ‘process cards’ will do with the input signal.





Each player is dealt 4 cards, which they keep hidden from other players.


Place the remainder of the pack face-down in the centre and turn the top card over and place it beside the face-down pack.


Randomly choose a player to go first.


The first player can choose to take the card that has been turned over OR one from the top of the centre pack.


Once a card has been chosen, this player must then return a card from their hand face-up next to the centre pack.


The next player can choose to take a card from the top of the centre pack OR one from the discarded pile. 


They then return a card face-up to the pile beside the centre pack.


This continues, with all players taking their turn.


When a player collects a set of cards that complete a system (i.e. Input/Process/Output), they must immediately show the set to the other players and place the three cards face-down in front of themselves.


When the centre pack has no cards remaining, the discarded pile is inverted and a card turned over.


The game continues until a player has no cards left, or the pack has been exhausted, or a time limit has expired. 


The winner is the player with the most completed systems.


Tie-breaker


In a case of a tie (this could happen in a timed game) the player with the least number of cards in their hand is the winner. 
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Additional notes


If you use illustrations then each of the components will not have any resistors attached. This will help lead to a discussion of the practical aspects involved in building circuits. 





When the students test the circuits they will find that they need to add protective resistors. 





Some inputs are part of a potential divider circuit. 





Some of the outputs cannot be driven by some of the process units and may need a larger current than the process unit can supply. These are areas for discussion and investigation so that students gain a greater understanding of the need for research when designing and building electronic systems.





 Information can be obtained from data sheets and students should be encouraged to use them when designing circuits.











