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PURPOSE:

SURVIVAL GAME

To introduce a food chain by having the participant

role play.

AGE & NUMBERS OF PARTICIPANTS: The participant can be any age.

This game 1s set for 30 people.

HOW TO PREPARE:

"Needed:

a)
b)

c)

d)
e)

)

Ty Tr
DETAILS:
Pt

a)

©)

d)
e)

g)

h)
i)

Food cards: 60
Water cards: 60 _
life cards

Life cards: Wolf : 2 units of 2

Foax : 3 units of 3 life cards
Racoon ¢ 4 units of 5 14fe2 cards
Deer ! 4 units of 5 life cards
Rabbit - : 8 units of 5 life cards
Mouse ! 7 units of 5 1ife cards
Man the Good : 1 unit of 1 1ife card
Man the Bad : 1 unit of 1 life card
Disease : Nil needed

Costume for each animal (identification of some kind)
A médium sized play area (easily controlled) with field,

trees, hcllows, etc.
Select each participant to suit a specific animal Tole.

General overview of game is done by coordinator.

Each participant will receive a role (one of herbivore,
catnivore, ‘man or disease).

An "animal' coordinator will brief his/her group about the

‘role the participant will play (see enclosed sheets).

Each "animal”™ will recceive approprizte number of 1ife cards.
Each "animal" will be issued proper identification.

All "animals'" are walked around the boundaries of the play
area "The '"Mack truck concept” is introduced; that is, if any
participant walks outside the boundaries, the staff will role
Flay trucks and take away a life card).

The food and water cards are placed in buckets jinside the
play area.

The game commences

During the game: .
The herpivore must obtain food and water cards. The camnivore ;
must obtain food and water cards. (NOTE: The food card
obtained by the carnivere-is actually a life card of another
animal).
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Ietails f(continued):

Discase enters the game fer the last five. minutes. He/she may
tag any animal (including man)  and reccive a life card. Man the
bad enters fer the Jast three minutes. He/she has conly to sce’
the "animal®™ to receive a-life card. v )

' ' qm/{d#'ére

Man the Good plays for the first half of the game issuing life
cards to theose animals who have lost all their cards. (NOTL:
If man the good stays in the entire game, the final results are

not accurate.)

NOTE: Every animal or man must finish the game with one of their
own 1life cards as well as, their other necessities (see specific

shcets).
Try these variations: -

Man the bad enters for five to ten minutes in the middle of the
game. for a deer hunt (ie. can kill deer only).

Man the good can conquer disease (takes all diseasc cards, disease
many then start again).

Man the bad enters the came for five minutes at random (ie. hunting
out of secason, in which case "he loses his right te hunt for the
duration of the game). RKOTE: Different identification is neceded
for hunting out of season. : )

THE GAME CONCLUSIONS:

Guideline Questions

a) How did it fcel to be a rabbit (or whatever)?

b) Wwhat could you do te survive?

¢) Hew many of you survived?

d) How did vour identificatioen help or hinder vyou?

e¢) Relate your experiencc to the actual natural food chain ...



SURVIVAL = GAME

GENERAL INSTRUCTIONS:

1.

7.

The game duration is up to the discretion of the game
co-ordinator (suggecsted time total of two hours).

" Animal markings (identification) is ideally sought.

*

It is suggested that the group is made aware of the fact

‘that no one really wins.' It is not a competition. -

Every animal is provided with an instructional sheet

and a group co-ordinator to explain instructions.

The game boundaries must be outliend and the group then
is walked around the boundaries. At the same time the
participants are introduced to the "MACK TRUCK" concept;
that is, if they cross the boundaries, .staff supervisors
will take away a life card.

Food and water card pails must be located in the play
area in fairly obvious locations. .

A critic of the game conclusions is essential.




SURVIVAL GaME ' ‘ : IT

MAN (The Good)

- Man enters the game about 5 minutes before the games
complection.

- This man may issue life cards to any 'dieing animal",

- This man is portrayed as the conservationist - the
"l1ife saver'.

MAN (the Bad)

= Man enters game about 3 minutes before games completion.

- Man may obtain any animals life card (onc at a time) by just
shcuglng out the card holders name: _ 5

I1.E., "I see you John".

- = Man should be portrayed as the all powerful interfering
*T - member of the food chain. . ,
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DISEASE

- Disease enters the game for about the last six or seven
minutes.

- Discase may take away life cards {one at a time) but must _
tag as any other participant (except man). : (;:

- Disease should be portrayed as a very grotesque participént



SURVIVAL GAME

FOX

- Issued three life cards.
- Must obtain ten food cards from herbervoirs (including racoon).

- Must obtain (from play area) two water cards.

TQ SURVIVE:
- Must be holding: , aj) one life card

b) 10 food cards
c) two water cards

THE FOX'S PROBLEMS (PREDATORS):

a) Man
b) Disease
c)  Wolf

WOLF

~ Issued two life cards.

- Must obtain fifteen food cards from herbervoirs and/or Fox aﬁd
Racoon. .

- Must obtain (from play arca) two water cards.

TO SURVIVE:

Must be holding: . é) one life card .
b) 1S food cards

cj two water cards

THE WOLF'S PROBLEMS (PREDATORS)

‘a) Man
b) Disease




SURVIVAL GAME

RABBIT:

- Issued five life cards.
- Must obtain (from the play arca) one food card.

- Must obtain (from the plzay arca) twe water cards.

TO SURVIVE: .
Must be holding: é) cne life card ‘f

b} two water cards
¢)  onc food card

THE RABBIT'S PROBLEMS (PRECATORS) @

a) Man
b) Disease
c) Yolf
<c) Fox
MOUSE:
- Jesued five life carxds. o '

- Must obtain (from the play arcz) one food card.
~ Must obtain (from the play z-ea) two water cards.

" 70 SURVIVE:

Must be holding: 2) one life card
b) - onc food card

c) two water cards.,

THE 3MOUSE'S PROBLEMS (PREDATCRZ):

a) Man

b) Disease
c) Wolf

d) Fex

e) Rucoon



SURVIVAL GAME

RACOON:

"Issued five life cards.

Must obtain five food cards and/or 5 mice (or combinatjon). -

Must obtain (from the play area) two water cards.

The racoon may attack a mouse (obtain onc mouse life card at
a time)..

TO SURVIVE:

Must be holding: a) one life card
b) five food cards

¢) two water cards.

THE PACOON'S PROBLEMS (PREDATORS):

a) Man
b) Disease
c) Wolf

d) Fox

DEER:

- Issued five life cards.

- Must obtain (frcm the play area) one food card.

- Must obtain (from the play area) two water cards.

TO SURVIVE:
Must be holding: a3} one life card

b) one food card
¢} two water cards

THE DEER'S PROBLEMS (PREDATORS):

a) Man
b) Disease
c ) volf



THE SITUATION AND PROBLEM

The situation described in this problem is based on actual cAses

in which men and women lived or died depending upon the aurvivel
decisions they made. Your “life" or "death™ will depend upen how
well your group can share its present knowledge of a relatively
wifamiliar problem, so that the group can make decisions which will
lead to your survival. -

The Situation

It is approximately 2:30 p.m., October Sth snd you have just quash-
landed in a float plane on the east shore of Laurs Lake in the
subsrctic region of the northern Quebec-Newfoundland border. Tha
pilot was killed in the crash, but the rest of you arg unimnjured.
Each of you are wet up to the waist and have perspired heavily,
Shortly after the crash, the plane drifted into deep water and

sank with the pilot's body pinned inside.

The pilot was unable to contact anyone before the crash. Nowewver,
ground sightings indicated that you are 30 miles south of yowr
intended course and approximately 22 air miles east of Scheffervillic
your original destination, and the nearest known hebitacdon.

(The mining camp on Hollinger Lake was abandoned yeurs ago wham @
fire destroyed the buildings.) Schefferville (pop. 5,000) s ea
Fron ore mining town approximately 300 air miles north of the

St. Lawrence, 450 miles east of the James Bay/Hudeon Bay area,

B00 wiles south of the Arctic Circle, and 300 miles west of the
Atlantic Coast. It {s reachable only by air or rail; all roads
ending a few miles from town. Your party was sxpacted to retuzm
tzoa northvestern Labrador to Schefferville no later thaam Octebaer
19th end filed a Flight Notification Form with the Departamat of
Transportation via Schefferville radio to that effect.

The immediate area is covered with small evergreen trees (1§ ¢o

4 inches in diameter). Scattered in the area are a aumber of 11l
having rocky and barren tops. Tundra (arctic swamps) nake wp the
valleys between the hills and consist only of small scrube. Appxoxi
aately 252 of the area in the region is covered by long, narvew
lakes which run northwest to southeast. Innumerable streams snd
rivers flow into and connect the lakes (see nap) .

Temperatures during October vary betugcn 25°F and 36°f. althoygh
it will occasionally go as high as SO°F and as low as 0°F. Haawy
clouds cover the sky three quarters of the time, with only qoe day
in ten being fairly clear. Five to seven inches of spow ave an.



‘he ground ; however, the actual depth varies enornnuniy bacouss the
/ind sweeps the expoeed areas clear and bullds drifie 3' o 3 daap

In other areas. The wind speed averages 12 « 15 miles par haur apnd
s mostly out of the west-northwest.

T
"WIBMPERALURE GHATT FOR GRAon AREA

Mean Mean Faan Minlsus
Daily Dafly Daily Toms .
Tewp. Mex. Lov Bxpacted
Temp. Tewn.
Oct.  30.3 35.8 2.8
Nov. 15.6 i b 9.3 -33,
Dec. ~0.3 7.5 -g.1
Jan,  -9.8 -1.5 -18.0 -
b MEAN SHOWIALL :

Oct. (Avg. 11 days of snovfalil) 7.9 ™
Nov. fAvg. 16 days of sncwfall) l‘.i %g&f:;g
® WINDCMILL PACTOR

Lxposcd Flesh will (reeze at: o
Wind Velocity MPU Temperature B

43 20
26 15
18 10
14 3
13 : 0
9 -5
7 -10
6 -15
S -20
4 ~25
3 ~30
2 =48

Sunrise 65:1% a.m
Sunse: 5:45 p.m.

“ou ‘are all dressed in fusulatad underwesr, sox, haavy wool shires,
sants, knic gloves, shecpskin jackets, knitted weol caps and heawy
".eather hunting boots. Collectively, your pecsonsl poassasions
\nclude: $153 4in bills and 2 half dollare, & quarcers, ¥ dimes,
i nickel and 3 new penntes; 1 pock: t knife (2 blades ané an aml

Which resembles en ice pick); onc stub lead pencil; and an air
wap (p.4). '

“The Problem

Jefore the plane drifted awuy anc sank, you ware sbie to oalvags
ahe 15 iteme listed on page o. Your task fs to rank thege Atemn
according to thelr (mportm:c to your survival ,starting with "%
the mnet importent, te "15" the least imoarcant,



You may ssgume:

1. the number of survivors is the seme as the nusber on YOUR Coab;
2. you are the actual people in the situatiom;

3. the tesm hes agreed to stick together;

4. all items are dry and in good condition.

Step 1:
Individuslly, without discuseing the Situation of the ftems with

anyone else, rank sach item according to how important it {s te peer
survival.

Step 2:

Afcer everyone has finished the hdtv“ul renking, rask order the
15 {items as & team. .





