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1.1  
THRESHOLD 
CONCENTRATION 
Introduction 

Big history’s 13.7-billion-year story is driven by eight dramatic transitions that have 
occurred over the course of history. We call these transitions major thresholds of 
increasing complexity, or thresholds for short. A threshold occurs when the right 
ingredients are combined with just the right conditions to enable the creation of entirely 
new complexity in the Universe. This activity will give you a quick reference guide for 
each threshold, and can be used as a review game to help you remember what each 
threshold is and its role in the big history story. 

Directions  

Print the slides from Threshold Concentration Gallery PowerPoint. Print multiple slides on 
one page and cut them out to save paper. Arrange the slides face down in an 8 x 8 square. 

• The youngest player goes first. Play then proceeds clockwise. 

• On each turn, a player turns over one card. The goal is to turn over a second 

card that makes a matched pair with the first one.  

• If a player successfully matches a pair (a threshold card and a corresponding 

threshold image), the player gets to keep the cards. If the second card doesn’t 

create a match with the first, the player turns the two cards back over and 

the next player goes. 

• As more cards are turned over, players need to remember where the 

different cards are located so they can create matches. For example: Sam 

turns over his first card. It’s the Threshold 4 card. He’s pretty sure that he 

remembers Maria turning over an image of the Earth on her last turn and that 

she didn’t get to keep it—he thinks he remembers where that card is. Sam 
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decides he’s going to turn over that card as his second card. Sure enough, 

it’s the Earth, which matches Threshold 4. He gets to keep the two cards. The 

person with the most pairs at the end of the game wins. 

• For an added challenge, try these additional rules:  

· If a player matches a threshold pair, they have to identify an object 

nearby and relate it to that threshold in order to keep the pair. (For 

example: The matching pair is Threshold 3—new chemical elements. 

The player might point to the silver earrings she’s wearing and 

identify silver as an example of an element.) 

· If a player turns over a threshold image first, they must list the 

ingredients and Goldilocks Conditions associated with that threshold 

before turning over the second card. 
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RULES OF THE GAME 
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•  The youngest player goes first. Play then proceeds clockwise. 

•  On each turn, a player turns over one card. The goal is to turn over a second card that makes a matched pair with the 

first one.  

•  If a player successfully matches a pair (a threshold card and a corresponding threshold image), the player gets to keep 

the cards. If the second card doesn’t create a match with the first, the player turns the two cards back over and the next 

player goes. 

•  As more cards are turned over, players need to remember where the different cards are located so they can create 

matches. For example: Sam turns over his first card. It’s the Threshold 4 card. He’s pretty sure that he  remembers 

Maria turning over an image of the Earth on her last turn and that she didn’t get to keep it—he thinks he remembers 

where that card is. Sam decides he’s going to turn over that card as his second card. Sure enough, it’s the Earth, which 

matches Threshold 4. He gets to keep the two cards. The person with the most pairs at the end of the game wins. 

•  For an added challenge, try these additional rules:  

›  If a player matches a threshold pair, they have to identify an object nearby and relate it to that threshold in order to 

keep the pair. (For example: The matching pair is Threshold 3—new chemical elements. The player might point to 

the silver earrings she’s wearing and identify silver as an example of an element.) 

›  If a player turns over a threshold image first, they must list the ingredients and Goldilocks Conditions associated 

with that threshold before turning over the second card. 




































