Mr. Slaughter

7th Grade Social Studies







WWI:  THE SIMULATION


You are about to be involved in a simulation that allows you to play the role of a country during WWI.  Each turn allows you to compete against each other using tactics either acquired or learned.

FOLLOW THE INSTRUCTIONS BELOW

Directions:

Each group will draw a card.  The group will then play the role as the country they have drawn.

Next, you must assign roles to everyone in your group.  You will need:

1 Leader:  He / She will oversee the country and will be responsible will be responsible for decision-making and their country.

1 Military Advisor:  He / She will roll during battle.  They also are at risk for being held captive (1,2,3,4 captures) (1,2,3,4,5 rescues them).  Military advisors also roll to capture.  

1 Diplomat – He or she will roam the room searching for alliances.  They are also responsible for drafting an alliance proposal for the opposing leader’s approval.  Once approved, the document must be brought to the game controller.  Diplomats roll to rescue military advisors by rolling a 1,2,3,4,5.

1 Ambassador – He or she will be placed in another group of his / her choice.  This person can only report findings back to the diplomat when visited.  There will be many opportunities for countries to use this helpful information.  Every turn the country has the option to exercise the espionage roll.  This will not interfere with the rest of the turn.  The Ambassador will roll a 20- sided die and must roll a 1,2, or 3 to be successful.  If they are, refer to the espionage chart where they will roll to determine the country’s dismay.

1 Advisor – He or she will be responsible for writing down the events and keeping track of the items / cards acquired each turn.  This person must be responsible and see the game controller each day to recover cards / money acquired in the day previously.  They will also advise the leader on decision-making.  They also will have the option of drafting (conscription).  They can roll a 20-sided die and if they roll a 1,2,3, they receive 100,000 troops.

1 Economic Advisor – He or she will keep track of the money acquired.  They also roll if the country wishes to increase their wealth by investing money.  If the country only contains 5 students, the leader will roll for wealth.  Warning:  There are consequences possible for attempting investment.  Refer to investment chart.

Turn-Based Game Play-

In turn-based game play, each group will take turns making decisions and acting upon them.  Each team will receive one choice of the following that will end their turn

Declare War – Has to be done before a battle takes place

War – After a declaration, fight the opponent you declared war against by rolling a 20-sided die.  If you roll the highest, you win.  If you roll low, you lose 50,000 soldiers.

Ambush – If you have been declared war against, you can attempt an ambush before you reach the battlefield.  On a 20-sided die, you need to roll between a 1-7.  If you do, you escape battle.  If you roll 8-20, you lose 50,000 troops or pay $300 war bucks.

Alliance – After your Diplomat drafts a proposal for an alliance (plus anything to sweeten the deal: troops, tanks, weapons, etc.), an alliance can be declared.  Between the two countries, 100,000 troops can be exchanged and your attack is increased by 2.  You can only ally with one other country.  After one turn you can break the alliance.

Capture Military Advisor – He or she will roll a 20-sided die to determine whether or not the opposing military advisor is captured.  1,2,3,4 will capture successfully.  A country cannot attack unless they retrieve their advisor by rolling a 1,2,3,4,5.

Collect taxes – Early in the game it will be vital to gather “war bucks.”  Each piece of money is worth $100 or $500.  If you choose this option, you will roll a 20-sided to determine what you get.  1-5 gather $100 ; 6-10 gather $500 ; 11-20 A rebellion occurs at home no money earned.

Buy Military Equipment – You can purchase items that will assist you in the game such as tanks, planes, submarines, etc.  Refer to the Purchase Chart for prices and items.

Steal Technology – Your diplomat has the right to know what weapons / items each group has.  The advisor is the one who communicates the items to the diplomat.  A diplomat can roll a 1,2,3 or 4 to steal anything in the game; however, it must be random.

Drafting / Conscription – Roll a 20-sided die.  If you roll a 1-5, you gain 50,000 troops.  If you roll a 6, you gain 100,000 troops.  If you roll a 7, you lose 50,000 troops due to illness at camp due to troop overpopulation.  If you roll an 8-19 you start a rebellion at home and citizens refuse to be drafted.  If you roll 20, troops come down with Chicken Pox due to overpopulation, lose 100,000 troops.   

Investment – The advisor can gamble on investing the money the country has to increase revenue.  If you roll a 1-5, double the money you have.  6-10 gives an extra $100 dollars.  11-13 gives $500 dollars.  14-19 lose $1000 or all money if less.  If you roll a 20, you lose all of your money.
The game will move on until you lose all infantry.
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Private First Class Clifford E. Bishop
Driver, US 108th Infantry, 27th (NY) Division, AEF
"Our packs are all rolled, ready to sling on our backs and start south"
MILITARY PURCHASES CHART




         Tank 

         $500

      (3=A+1)




Mine Detector Unit 

        $1000

      (1=D+1)




Propaganda Posters

         $1000

       (1=D+1)
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Bi-Plane Aircraft

Reconnaissance 

         $3000

      (1=D+3)




   “Big Bertha”

       Artillery

        $2000

      (3=D+5) 




Machine Gun

  Regiment 

 Equipment

    $5000

     (A+3)
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   Mine Field in

“No Man’s Land”

      $1000

    (10=A+7)
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  Dig a Trench

       $2000

  (1=D+3,A-2)




Submarine Acquired

      $10,000

        (A+7)
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Mustard Gas Developed

       $15,000

        (A+8, D+2)




    Grenades

       $500

    (A+1,D-1)




     Battle Ship

       $20,000

      (A+5,D-0)




    Barbed Wire

         $400

      (A+1,D-1)




      Calvary

       $2000 

    (A+2,D-2)




Advanced Gunnery 


$3000


(A+3)

ESPIONAGE CHART

Roll the 20-sided die to determine your enemies fate

1-9 


Failed attempt

10 


failed attempt you lose $1000

11 
You learn of news of the assassination of Archduke Francis Ferdinand in Belgrade and attempt to commit the same act.   Enemy loses $500 in funeral costs for the deceased 

12
You sabotage the enemy’s own land minds and change their locations in “no man’s land” The enemy loses 50,000 troops

13
You learn of the plot of Germany attempting to draw Mexico into attacking the U.S.  You then complete the same objective with different countries and are successful.  The enemy loses 100,000 troops

14
Your country attacks peaceful trading vessels in order to weaken your enemies’ economy.  Your enemy loses $500

15-19
Your country discovers mustard gas and uses it against civilians and the enemy.  Your attack causes “shell shock” and prevents your enemy from participating in the next turn.

20
Your enemy foils an attempt by you to sabotage them..  You as ambassador are captured for 3 turns and unable to converse with your country
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GERMANY

Leader: 
Paul von Hindenburg and Erich Ludendorff

Troops: 
1,000,000

Modifier:
D-2

History:
Germany was a major force in the Central Powers.  They plotted against the United States and eventually drew them into the war by attacking innocent trading vessels which ultimately decided the fate for Germany and the Central Powers.  Germany took the brunt of the Treaty of Versailles and were limited in funds and only 100,000 soldiers.  20 years


Later, Adolf Hitler would lead them into WWII spurned by this treaty.
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UNITED STATES

Leader:
Woodrow Wilson

Troops:
800,000

Modifier:
A+1

History:
Wilson was a strong isolationist that kept the U.S. out of the War for


quite sometime; however, Germany attacked U.S. trading vessels 


and soon the U.S. entered the war.  Many men volunteered for the War


and the song “Over There” helped drive the patriotism needed for the


morale of the troops.  
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RUSSIA

Leader:

Lenin

Troops:

1,000,000

Modifier:

A-3, D+3

History:

Russia underwent a major revolution that led to the eventual




loss to Germany.  Under Lenin, Russia signed a peace treaty with




the Central Powers which enabled Germany to use different fronts




to attack its enemy.  Russia then focused on internal issues and a 




civil war between the Red and White armies.
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AUSTRIA-HUNGARY

Leader:

Charles I

Troops:

700,000


Modifier:

A+2

History:

Archduke Francis Ferdinand and his wife visited Belgrade and were




assassinated which began a series of declaration of wars.  Austria-




Hungary joined the Central Powers and assisted in the collected efforts




of imperialism through war.  Austria-Hungary and the Central Powers




were close to victory; however, Germany drew the U.S. into the war 




which hurt their successes.  
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GREAT BRITAIN

Leader:
            Lloyd George

Troops:

1,000,000

Modifier:

A+2 

History:

Britain became threatened in the region economically and militarily




by Germany.  Tensions began to rise and WWI was soon upon Europe 

and soon the world.  Britain became resourceful when it came to trench warfare.  They became the first country to use armored tanks affixed with guns as an attempt to cross “no man’s land” efficiently.  
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Group Photo of British Soldiers
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