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Introduction

This game is intended to bring out various group dynamic behaviours as well as initiative,
innovation and the effects of power on behaviour.  Student “players” are assigned to countries.  Each
country receives a package with paper, pencils, scissors and other construction aids.  While no
explicit objective for the game is given to the students, there are several contextual clues as to what
is expected of them.  One of the interesting aspects of the game is how easily they follow those
expectations.  For instance, signs are posted in the playing area suggesting values for pieces of paper
cut into different shapes.  A “world bank” will accept these pieces and credit the respective
countries’ accounts.  The account totals are displayed as the game progresses.  The game continues
until the world “ends”, at which point various aspects of the game are discussed.  I have yet to
witness a game where all of the participants do not eventually start “accumulating wealth” at the
bank.  Some students may be more altruistic at first, but they often tend to get ignored and the feel
compelled to play the same game as everyone else.  Anyone who consciously chose to abstain from
actively participating in the game would truly be a remarkable individual.

Preparation

The first job is to prepare the country packages (envelopes + contents).  A list of the “contents” is
given below, for a group of 54 students.  Modify it to suit your own circumstances and the number
of player you may have available.  The general idea is to assign more students to more populous
nations, and to give each country wealth (paper) and technology (scissors, pencils, etc.)
representative of their real-world stature.  I also try to maintain a nice mix of countries from
different continents, cultural backgrounds and historical origins.

The next job is to find a large room, or two smaller adjoining rooms.  Clear the area of all paper
products except for a few pieces of paper strategically left behind.  Post 5 copies of the attached
piece price template around this playing area.

Now it is time for casting.  You will need 4-5 staff to act as i) Gaia, ii) the UN Secretary General,
and iii) bankers.  Two students, with effective speaking and analytic abilities, also need to be taken
aside well before the game.  They will be “refugees”. Descriptions of these roles can be found in The
Cast section below.  The rest of the students will be regular players in the game.  Note that a person
can only play this game once.  After that, they know the “secret” of the game and can spoil it for
others.  If any students are familiar with the game, recruit them as officials and / or refugees.

As the game is about to begin and students start entering the playing area, give them a citizenship
badge (a name tag with their country's name on it).  The students should be told that they can bring
nothing into the playing area except the clothes they are wearing.

Tell the students to gather around the envelope with their country name on it and to wait quietly for
further instructions.  Note that the “world bank” (and its bankers) and the UN (and its Secretary
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General) should be prominently visible in the playing area.

One everyone is settled, the following instructions should be read out:

“You are about to play ‘the World Game’.  Each of you has been assigned to a country, and shortly
you will get to see what your country ‘has’ (in those envelopes). Note the world bank and the UN,
and the templates posted on the walls.

There are only 3 rules to this game:

1.  You are not permitted to leave the playing area without permission.
2.  Physical violence is not permitted
3.  You must always wear your citizenship badge.

If any of you have played this game before, or become aware that you have played this game before,
please stop playing and consult with me for a new role in today's game.

The game is over when the world ends.  The first United Nations meeting will take place in about
15 minutes.  It will be announced.  You may open your envelopes and begin.”

Do not take any questions.

The Cast

Facilitator: The facilitator organizes and runs the show but has no identifiable role in the game.

Gaia: This position is used to keep everyone interested in the game.  Members of the poorer
countries sometimes get disenchanted with the game after about 30 minutes.  Gaia can help keep
them interested by i) dropping the odd piece of paper nearby, and / or by ii) telling the poor countries
that the stick'ems double the value of any piece to which they are affixed.  “Acts of Gaia” are best
reserved until about 30 minutes into the game and should be limited in total number.

Bankers: 2-3 staff members accept cut paper pieces from members of countries, assess the worth
of these pieces and tabulate the accounts of the various countries.  Sub-standard shapes should not
be accepted, or should be discounted.  There is a lot of latitude on how to do this, but previous
bankers have i) had preferred lines / access for first world countries, ii) have been fussy with the
neatness of the world products, iii) have changed the values of pieces midway through the game
(especially if a country is "dumping" one type of piece), etc... Essentially, the bankers keep track
of the value of production of each country and post the totals every half-hour or so.  They can be as
nice or as obnoxious as they want to be.  There should be some rationale for whatever behaviour
they display though.  Note that bankers are under no obligation to obey UN resolutions.  Also,
stick'ems applied to pieces double their value and two stick'ems triple the value etc.



SHAD VALLEY WORLD GAME GUIDELINES 3

The UN Secretary General: The UN Secretary General calls and moderates meetings of the “UN”
(which can be attended by one member of each country in the game).  The Secretary General role
is not a proactive role.  I.e. it does not have any power or authority.  The Secretary General never
initiates anything other than the UN meeting.  Moderate, conciliate, entertain motions, but do not
be proactive.  Those are the main guidelines.  When asked questions, always be vague and
non-committal.

The Refugees: Two students (one male, one female) should be selected well before the game begins
to act as “spies” on the rest of the students.  You want these two individuals to watch and record the
activities of their peers (but to do so in such a way that the others do not suspect).  After the game
in over the refugees will reveal their true agenda and their findings to the whole group.  The refugees
can, and should act as refugees as much as possible during he game.  This often helps reveal
interesting aspects of the game.  However, their main role is to observe and record and they should
be clear about this.  (This is a good position to assign to individuals who have already played the
game—not only does it allow them to participate, but because they have played before they’ll have
an idea what sorts of things they are looking for.)

The Rest of the Students: They represent their assigned countries for the duration of the game.
Make sure they do not break any of the 3 rules.  Other than that, they should be permitted very wide
latitude to exercise their creativity and initiative.

Breakdown of Countries and Resources

Country Shads Paper Scissors Pencils Rulers Triangles Stick’ems Protractors Erasers Sharpeners

Ethiopia 3 0 0 0 0 0 1 0 0 0

USA 14 12 3 4 2 2 0 2 2 1

Brazil 9 4 1 1 1 0 0 0 0 0

Bangladesh 6 0 0 0 0 0 1 0 0 0

Japan 7 2 3 4 2 2 0 2 2 1

France 4 8 2 3 2 1 0 1 1 1

Nigeria 6 2 0 1 1 0 1 0 0 0

Australia 1 5 1 1 1 1 0 1 1 0

Fiji 1 1 0 1 0 0 0 0 0 0

Hungary 1 3 1 1 1 0 0 0 1 0

52 37 11 16 10 6 3 6 7 3
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Materials

The World Game is not expensive to run, but it does require a number of items.  Ideally, for the
countries listed above, you will want:

- extra paper for Gaia to give out
- chalk/chalkboard for bankers, UN, doomsday clock.
- 8 copies of the template (2-3 for bankers, 5 to post)
- citizenship badges
- 10 large manilla envelopes
- 3 stick'em sheets (stick’ems can be any small adhesive—the circular reinforcements are ideal)
- 3 pencil sharpeners
- 37 pieces of blank white paper
- 11 pairs of scissors
- 16 pencils
- 10 rulers
- 6 protractors
- 6 triangle rulers
- 7 erasers

The End of the World

After 1 - 1.5 hours, the game should be concluded.  A “doomsday” clock with the hands near
midnight can be displayed when the “end is near”.  Turning out the lights briefly can signal the end
of the game.  At this point, everyone should gather together to start the post-mortem session.

To start, the refugees should be permitted to make their reports.  Discussions can expand on their
points.

There are generally three main areas of interest to discuss: group dynamics, innovation and
initiative, and the “nature of the game”.

Under the topic of group dynamics you may want to discuss:
- the effects of “geography” on activities and communications.  I.e. did groups in different parts of

the playing area interact much?  How?
- how were the refugees treated
- what cooperative and competitive behaviours were seen?
- what kinds of ethics, morality, law(lessness) were displayed?
- what were the attitudes of members of rich countries?
- what role does “group think” have in this game?

Under the topic of innovation and initiative you may want to discuss:
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- rentals and/or sales of things/people
- breaking of pencils
- ripping down of templates off the walls
- division of labour in wealth production
- sources of paper / equipment
- different approaches to the goal of the game
- stacking line-ups at the bank with people from one country and buying spots in line

Under “the nature of the game”, you may want to discuss:
- why did people deposit pieces at the bank? I.e. why did you play the obvious game? was it the

“right” game?  what if everyone played a different game?
- what was the goal of the game?
- how did people feel when they opened their packages?
- what personality traits came out in the game? why?
- what role does “group think” have in this game?

Note that the students should not draw too many conclusions about the worth of the UN from this
very simplistic simulation of this role in world affairs.  Its worth or worthlessness is certainly
debatable but not on the basis of this activity.  You may want to try the game without the UN, since
it often doesn't add too much anyways.

These guidelines have been adapted from the Innovation Game, used by the STV program at the
University of Waterloo by Sean Maw, UBC 1994/95 with minor adjustments and reformatting by
Sean McLennan, UofC 99~02.




