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Introduction & Aims

Introduction:
- The area of physics we are concerned with are those

Future work:
-  Now that we have established that the game is
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If you discard a card from your hand,
you may replace one particle in your

Draw 5 cards from the top of your deck

and discard 3 cards. Gravitational Pull, Electrostatic Pull Gravitational Pull, Electrostatic Push “d" = (mass + mass) - (space + space).

; The replaced card is discarded and
Only keep 2 cards in your hand.

your current field vector in your region Thi d al ls.
gets shuffled into your deck. S cara St

Hypothesis: Once a TCG can be crafted and played in a L %
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meaningful way with real outcomes and consequences, it : - L ; E— . .charge-=-3 CSTEP S

is expected that players of the game will develop their
own mental model of these field and particle interactions, Figure 4. The above cards (generated with CardConjurer.com) are some of our favorites in terms of artwork, beautifully created by our one
and only Vivian Su. We are very grateful for her artistic vision and contribution that ultimately gave our game life. Cards: Einstein (physicist),

neutron (particle), electron (particle), Noether (physicist), tri-valent free-chain (particle), g-field vector (field vector)

therefore increasing physics cognition.


http://modeling.asu.edu/modeling/ModInstrArticle_NSELAspr08.pdf
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