
 

60 Element cards:
- 12 Hydrogen 

 - 8 Carbon 
 - 8 Oxygen 
 - 7 Helium 
 - 6 Nitrogen 

 - 5 Neon 
 - 5 Silicon 
 - 3 Magnesium 
 - 3 Sulfur 
 - 2 Iron

Shuffle the deck and deal 8 cards to each player, placing the remaining cards face down in the 
middle of the playing area.  

Play begins with the player who was dealt the most noble gasses, and continues clockwise. If 
there is a tie or if no noble gasses were dealt, the player with the higher GPA goes first. 
On your turn:  

- Begin by drawing one card from the deck.  
- Next, you may place any number of molecules from your hand face up in front of you. 
- Finally, end your turn by passing one card from your hand to the next player.  

Once a molecule is played, it cannot be added to or returned to your hand.  
 

The Game ends when a player is unable to draw a card at the start of their turn. Total the Atomic 
Mass of each face up molecule you placed in front of you during the game and apply the 
modifiers below. The player with the highest total wins! 

Modifiers: 
- For each molecule that contains 3 or 4 elements, add 1 point to your total score. 
- For each molecule that contains 5 or 6 elements, add 3 points to your total score. 
- For each molecule that contains 7 or more elements, add 5 points to your total score.  

 



Officially, there is a lot more that goes into making a molecule than just simply putting two elements near 
each other.  A molecule occurs when two or more atoms bond together. To create a bond between two 
atoms, the atoms must be able to either share an electron, called a covalent bond, or take electrons from 
another atom, called an ionic bond.  For the sake of simplicity, we are choosing to only use covalent 
bonds for this game. A covalent bond is formed during an atoms search for stability, the more stable an 
atom is the less likely it is to make things explode. To become stable, an atom typically wants to have 8 
electrons in its outermost valence shell, scientists call this the Octet Rule. Some atoms have so few 
electrons in the first place they can reach stabilization with the addition of only one more electron. This is 
referred to as the Duet Rule.  
 

 
 
The Blue circle represents an unstabilized electron in the outermost 
valence shell. Hydrogen, on the left, follows the Duet Rule. 
 
The White circle tells you how many electrons the atom needs to become 
stable.  
 
Grey Circles are places where no electrons are needed.  
 
The red number in the middle of the card is the Atomic Number. The 
atomic number represents the number of protons in the nucleus. In this 
game it also serves at the point value for the card! 
 
 
 
 

 

There are a few  in this game.  
 
Neon and Helium are both noble gasses and therefore 
are already stable in nature. These cards cannot be 
played within a molecule, and must be played by 
themselves.  
 
 
Iron is a transition metal, this allows it to move its 
electrons between its different valence layers. This is 
one of the reasons why iron is magnetic! Iron can 
either have 2 bonds or 6 bonds when played. Just 
remember, all atoms in the molecule must have their 
valence shells full in order to be played. 
 

 
 

 
 
 


