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BrainSTEM Game


Objectives
	· To test previous knowledge about science, technology, engineering, and math as it relates to bioenergy. 



	Skill Level:  Middle School
	Prep time:  10 minutes
Class time:  40 minutes


Materials
	· 1 gameboard
· Science cards (8 sheets)
· Technology cards (5 sheets)
· Engineering cards (5 sheets)
· Math cards (4 sheets)
· Genius cards
· Game pieces (any classroom materials: paperclips, coins, etc.)
· BrainSTEM overview
· BrainSTEM instructions


	


	Engage

	The students should be able and excited to test their bioenergy background in a game form. This game not only has trivia, but also has the ability to get students moving with some interactive questions. The questions pull from previous knowledge as well as previously created SMILE activities. 


	Explore

	BrainSTEM supplemental instructions:

· To clarify the instructions that PBS SciGirls gave, the goal of this game is to reach the finish square on the game board first. 
· To start, students should be split into teams as mentioned by the activity, or in a way that better suits your classroom. 
· There are no game pieces provided. Feel free to use any materials found in the classroom.  To start a team will roll the dice. If they land on an S, T, E, or M they must draw a card corresponding to that letter (science, technology, engineering, or math). 
· When drawing an engineering card some questions require an engineers toolbox filled with the items suggested in the SciGirls instructions. 
· Once a card is drawn the team should follow the instructions.  Anyone on the team is available to answer, but the team must come to one conclusive answer. 
· ALL PLAY cards require that everyone participate on one or all teams. Some ALL PLAY cards do not have a correct answer. It is up to the other team to judge and determine if the answer given has enough evidence to answer the question. 
· Genius cards are awarded for the team who correctly answers or participates in an ALL PLAY Challenge (SciGirls has Genius cards that we opted not to use in our version). These cards can be turned in on their teams turn and are used to advance two spaces in any point during the game. 
· During any turn in the game if a correct answer is given the team piece is allowed to stay on the place they rolled to.  If a wrong answer is given the piece must be returned to where it was before the dice is rolled. This is where we suggest not using the instructions given and each team should switch turns regardless of if the question is answered correctly or not. This is where the Genius cards could come into play and help the team advance if they are falling behind.  It is up to the team to come up with a strategy on when and how to use the cards. 
For the cards:

             To assemble the cards cut on the thick black lines.  The double lines are where the cards should be folded.  When folding the cards the Topic and Question should be visible from the outside and the Answer should be folded inside. Our cards are similar in design to the SciGirls cards so feel free to look at their folding diagram on their game overview.
Procedure:  
See BrainSTEM instructions (link in materials) and supplemental instructions in previous section. 
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