This is a game, you might say...bul it is also an exercise designed o
iustrate the processes of production and distribution of wealth, You will see
how different levels of natural resources influence wealth-producing power, as
well as the economic effecis of cooperation and exchange. Each of you wili go
into business, and will be called upon to mzke economic decisions. But life is
tough—and go, in many ways, is our game. You'll probably see the rich get
richer and the poor get poorer-because this is, first and forermosi, a game
designed to lilustrate the principies of political economy.

how it we

Since we are in & classroom environment, the basic unit of wealth we will
produce will be class noles. Specifically, the item of wealth we are producing is
a sentence, of at least eight words, on a sheet of paper (specific rules for sen-
tence production appear below). Two types of sentences can be produced. One
is a senience writien in crayon on a paper towel; the other is a senlence wrilten
in pencil on a sheet of paper. The latter, of course, will be worth more. The
former, though, can be produced out of the available natural resources--if will
not require capital.

This game will work best if every player acts according to Henry
George's fundamental principle of economic behavior: that people seek to
satisty their desires with the least exertion. Within the game, our desires are
necessarily simplified: basically, to produce wealih, by developing natural re-
sources and capital--because wealth is inherently desirable (it can aiways be
exchanged for desirable things).

Some hints on getting started: Please read the game ruies careiully before
the seminar; that will help everyone to be a competent member of the simulated
world we are creating. When you come in, you will naturally want 1o claim the
most preductive piece of “land” available--so familiarize yourself with the
differert types of natural resources, and glean what you can about productive
potentials from the “exchange raies” chart. Don't spend too much time
thinking about what to say in the sentences you wrile. As fong as they're not
repetitive, it doesn't matter what they say (unless you want to write poetry, and
try 1o sell it for a higher rate!). And, be aware of your options as the game pro-
gresses. Look around you and consider how o exploit advantages in the game
rules 1o maximize your profits. Depending on what resources they start out with,
some players may be better off to work hard early; others may benefit by waiiing
until demand for their resources increases. You may find that your land will not
support you in the shorl run, even though it contains resources that wili everitu-
ally be very valuable! In that case, you will have to find an agriculiural job (writing
semtences on towels) for a while--but don't despair--in the long run those
sharpeners could make you rich!

After the game has baen played, you will receive some material on the
game's rationale, and we will have a discussion about how our game re-
sembled {or didn't) political economies in the real world.
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fannd and natural resourcees

tach chair will be considerad one piot of
land. Plots of tand will be distribuied on & first-
comes, first-served basis--in other words, thoss
who arrive first will be able to claim the most
productive plots of land. Once you claim a
chair, it and ils resources become your pos-
sassion. You may begin to produce senfences
and exchange them when the signal is given io
begin.

Paper towels and crayons represent agri-
cultural resources, They require no extra
capital and they may be used immediately.
Certain other items represent mineral
resources: pencils, pads of paper, and pencil
sharpeners. These require production before
they can be used (in other words, they have
to be “mined” and brought o market).

The costs of developing these resources are
listed in a table bejow.

land clajms

When the game moderalor deiermines
that all the players have arived, if there are
more plots of land {seats) available, they will
he opened for claiming. Any player may claim
no more than two plots immediately adjacent
to his of her own. Land claims are first-come,
first-served. Howsever, there may be a rush for
open fand, and two or more players may warit
the same plot. I, in the iuwdgement of the
moderator, neither player ciearly made the
claim firsi, then the players involved will have
to negotiate. They may decide to share the
iand, or cne may buy ouf the other’s claim.
Sales are final, and land prices are deterinined
by the buyers and sellers.

money and capital

Money will be issued in various denomi-
nations, and it represenis a certain vaiue in
sentences produced. Barler transactions may
also be made,

Certain costs are fixed (see tabie). It
aiways costs the same amount to develop
rescurces. Certain cosls, however, are variable
and are set by the market. Pencils, sheets of
paper, of sharpeners may be sold for whatever
you can get for them. Plois of land may aisc be
traded for commadities or sold for money, and

workers may be hired and paid in sdither com-
modities or money. The rates of paymant for
such transactons are 1o be sel by the oiavers
involved.

the wastebasket

The wastebaske!l is an essential resource
because; to use a pencil, it must be sharp-
ened, and {o sharpen it, one must use ihe
wastebaskel. Sharpening a pencil without
using the wasiebaskel will be considered a
criminal offense and carry stiff penalties.

Getting access to the wastebasket costs
money. This represents a naiural hardship in
getiing to an essentiai resource, and the cost
is the samse for everybody. Note: access o the
waslebaskel is not the same as using the
wastebaskst; these are two distingct costs. The
class may decide, by majority vote, to do away
with the access cost and replace it with a tax
(see taxation below).

The wastebaskel owner, or a hired rapre-
sentative, musi be present 1o collect the waste-
hasket use fee; i the owner or reproseniative is
absent when someone comes to use the
wastobasket, the foe is forfeited.

subsistence

Fifty doliars every twenty minuies will be
collected from each piayer, payable either in
money or in sentences of equal value. This
represents a subsistence levei of consumplion.
The game moderator will collect subsistence
payments, and give a “subsistence
tab” (a little sticker) whenever the subsis-
tence payment iz collecied. Subsistence tabs
must be turned in with accouniing reponrts (see
accounting below). If a subsistence tab gets
lost, the player must pay the $50 fee again.

If & player cannot pay, one of three things
will happen. 1) The player may try 1o make
airangements 1o beg or boriow the necessary
amount, if the indigent player can find empioy-
ment, the employer may deduct the subsis-
{ence payment out of future wages. 2) The
player may sell oif some of his or her assels,
eithier land or capital. 3) K the worker has no
assats to sell or cannot raise encugh moneay
for subsistence, subsistence wages will be
paid out of the public reasury while the worker
is unemploved.



accounting

When sentences are furned in for pay-
ment, it is the producer’s responsibility to
provide a written report of the number and type
of sentences produced. Accounting reporis
must be provided to the bank when sentences
are exchanged, and they must include 1) the
number and type of sentences produced, and
2} all “subsistence fabs” received since
the last time sentences were redeemed.
People may be hired to perform the task of
accounting, at wages and conditions to be
agreed upon by the players involved. If wealth
is bought or sold by private individuals, no
accounting is required; the terms of such sales
are by mutual agreement.

employment and rent

Players may rent out their fand for a fee,
or hire employees for wages--payable in
money or in wealth. The rates paid for rent or
for wages are to be set by agreement of the
players involved.

Flayers who are hired for their labor are
to be paid at ten minute intervals.

time

The timekeeper will mark ten-minute inter-
vals. Salaries are due every len minutes. Sub-
sistence payments, and taxes on wages, are
due every twenty minutes.

other forms goods {7 services

Sentences, either crayonftowel or pencil/
paper, are the only form of wealth for which
there is a constant demand (i.e. the only
product that will be ofiicially bought by the
bank). However, there is no restriction on the
types of items that may be produced and sold
on the open market. Such items must be
produced from the resources available on the
producer’s land. No extraterrestirial resources
aliowed!

Also, any service may be bought or sold
by players, by mutual agreement.

rules Tor sentences

Seniences iumed in to the bank for pay-
ment must: 1) Contain at least eight words, 2)
Not repeat--a player may not write the same
sentence over and over again, 3) Have normal
punctuation, and 4) Be writien either with a
crayon on one whole paper towel or with a
pencil on one whole sheet of paper. in any one
transaction, a piayer may seli a maximum of
ten sentences to the bank.

crimes

We don't like to think so, but it's
always possible that somebody will try {o cut
some corners, take the easy way out, make a
fast buck, etc....and one of the things our tax
dollars go to (regrettably) is iaw enforcement.
Perhaps we'll have a kinder, gentler simu-
lated world. However, if any of the game
moderators sees a player breaking the rules of
the game, two things will happen: 1) Taxes will
go up for everyone (see taxation below) and 2)
The offender will be penalized by a jail term
{during which he or she may not produce} of
between ten and forty minutes, or a fine of
between $50 and $500. If players think a fellow
player was convicted unjustly, or sentenced
too severely, they may appeal, and change the
judgement by majority vote (a quorum of one
third of the players present is needed).

focation values

As we all know, when producers gather
together, the whole is more productive than the
sum of its producers. To simulate this: Any four
players whose properties are adjacent to each
other (in any combination; four in a line is OK)
may form a Producer Group. Each member of
a Producer Group will receive a premium price
for sentences: $15 for crayon-on-towel and $50
for pencil-on-paper. The premium prices apply
only to sentences produced from resources
ON the group properties, by the group mem-
bers, or their employees working on group
land. A group may not get larger than five
plots. However, two adjacent Producer Groups
may combine {o form a Super-group. Mem-
bers of Super-groups receive super-premium
prices for seniences: $20 for crayon/towel and
$60 for pencil/paper.



xation

The following government services are provided: 1)The provision of money
and the reguiation of normal commerce (i.e. the buying of sentences), 2)Law
enforcement, 3) Unemployment insurance, and 4) Free public access 1o the
wastebaskei--this one is optional and must be decided by majority vote of all
players. There will be a maximur of six stages of taxation during the couwrse of
the games:

1. Mo tax will b levied before two pencils are in use.
2. After two penciis are in use, the tax is ong senisnce (or equivalent in monsy)

per each ien sentences produced.
3. if a Producer Group has been formed, one move sentence per sach ien will

be ievied.

4. If & majority of players decide fo have free wastebaskel access, ONe morne
sentence per each ten will be levied.

5. If any serious crime is comimitied by any player (Gee criimes balow), one
imore sentence per each ten will be levied.

&. if any plaver is receiving unempioyment, one more sentence per each tan will
te: fevied.

50, the maximum level of taxation is five seniences per each ten sentences
produced. But, some of the taxes may never come into effect. Thus, it pays 1o
consider ong’s rale in ihe community!

Employees who do not direcily produce sentences will be liable for tax, in
money, according 1o the current percentage rate of taxation. For example, it a
player's salary is $30 every five minutes, and the tax rate is two oul of ten sen-
iences, the player's tax is 20% of $30, or $6. Taxes on salaried players will not
o over 30%, regardiess of the tax rate.

Taxes ori salaried players are payable every wenty minutes,
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RUNNING THE GAME

. Support Team

This gane can be an thoughi-provoking
and fun classroom experience. All sorts of real-
istic and serendipitous things can happen.
(The last time we ran it in New York, one
woiman, whose [and was resource-pooy,
actually mads a living wiiting and selling postry
or her paper towels!) Deals will get made and
people will get hired, with little or no instigation
from the moderators.

The onily drawback, though, is that the
game is faifly complex, and labor-intensive. It
can get chaotic. To avoid confusion, i s
necessary to have a large-enough and well-
enough informed suppeit team in place. Of
course, since this is a classroom game, the
suppart team can come from the class itsell.

The more players you have, the more ex-
citing the game will be and the better it will
work. | wouldn't suggest triying it with more
than thirty people, though. A group of fificen 1o
iwenty-five is probably optimum. For that
number of players, | suggest the oliowing
support team:

1) Someone to generaily be in charge,
explain the rules, and help oul wheraver
needed.

2} Someone to keep time. (Not a big job--
but the timekeeper can also cbserve and takes
notes to be used in the wrap-up.)

3) Someone to handle banking--to re-
ceive sentences and accounting repons, and
handie payments. This is a big job--the time-
keeper and the banker ought to sit together, at
a well-defined table, somewhat apart from the
main plaving area.

4) Someons 1o take subsistence pay-
ments and hand out subsistence tabs. This
(probably, unpopular) person can alse function
as & rule enforcer.

if you expect a big turnout, you might
want o have another barker and/or another
subsistence-taker.

Z. Materials

One big advantage of this game is the
commonplace materials it uses. You'll nsed
just a fed speocial items:

—pencil sharpeners that do not catch the
shavings!

—paper money. (We used aclual Parker
Brothers money from ihe board game.) Two
sels are betier than one; it iooks unproies-
sional to run out.

—-some sori of price tag must be aifixed o
pencils, sharpeners, and paper pads in their
"natural state”, 10 show that payment
must be made for their developiment.

-the most convenient type of “subsis-
{ence tab’ is some sort of self-sticky iabet;
it doesn't matter what's printed on it

3. Setup

It order to get this game to play smoothly
and to illustrate the things you want it to ilius-
irate, it is very important o match the re-
sources with the number of players. If there are
ioo many resources available, there willi always
be a frontier and everyone will have an easy
timie of it. i there are oo tew rescuices, you
will create an impoverished economy and the
players will be disgruntled.

This is an especially touchy probiem be-
cause it is important (o allow the best re-
sources to be had on a first-come, first-served
basis, Therelfore, it is desirable 1o have the
pencils, pads, etc. in place on the desks when
the players arrive. But it you don't get the
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turnout you expected, things can get weird.
Here are three suggestions for handling this:

1) Simply put the resourcas in envelopes
and hand them to the players as they arrive.
This wili decrease somewhat the element of
skill involved in choosing where {o sit, because
you will be iorced to simply give the best
resources o those who arrive first.

2) ¥ ioo few people show up for the
nuimber of seais you have prepared, remove
soms of the exira resources before the game
starts,

3) The real free-mavket meanies amoeng
you may wish io leave all the exdra resources in
place, and allow unlimited speculation.

{over)



Here are the kinds of properties from
which players may choose, arranged from
most io least productive:

- crayon, lots of towels, pencit, pad of
paper

- crayon, tots of towels, pencll OH pad of
paper

- crayon, a few towels, pencit OR pad OR
sharpeneal

- st pencil AND pad

-- crayon, lots of fowels

-- just pencil OR pad OR sharpener

- crayon, a few iowels

-- crayon, a few towels, wasiebasket
{(highly productive, but ONLY ONE per game)

You can vary the numbers of fowels and
sheeis in the pads 1o really fine-tune the proc-
ess.

Some trial and enror is necessary, bul the
more this game is played, the more we'll
know about how to set i up. (Se let's keep a
dialogue going about this, OK7) Here are some
general rules of thumbs:

- There should be one pencil and one
pad for each tour or five players.

- There should be fewer sharpeners, usu-
afly only two or three--the sharpeners thus hav-
ing more potential for monopoly value.

- Accordingly, sharpener fand should not
be rich in pencils or paper.

- We have expserimented with laying oui
various areas in the room, stich a agriculiural
(crayon-towel), mineral {sharpenei/wasiebas-
ket), or industrial {(pencils and paper). The
resulis have been inconclusive, but | would stili
like o try it with a bigger group. The “loca-
tion vatue” rule is new and hasn’'t been
played yet, but what I'm hoping is that it will
give rise 1o a seli-defined urban area within the
game.

4. Rules and Gameside Mannep
The chief game moderator should reserve
the right 1o make minor chanaes and clarifica-
tions in the rules as the game progresses, The
reason for this is that you will probably be
desling with a group of people who haven't
grasped all the rules, and undue aggravation
can be avoided without overly diluting the
game’s authenticity, The main area of
confusicn inot surprsingiy!) generally is in

the area of laxation--and sometimes, well,_the
moderator may want 1o fudge sligntly in the
intersst of harmony.

Fuies disputes among players can often
be handled by taking a quick vole by a show
of hands.

Be cognizant of people who are con-
fused. Sometimes the game moderator can
step in and arrange a deal between two play-
ers, of suggest an alternative someone has
missed. This is, of cowrse, a slap o the invis-
ible hand of the market, but hey, we're all
iriends here.

Naturally, the amount of kindness and
helpiuiness you display toward yvour players
depends on the group you'te working with. if
you want io be hardnosed and scieniific about
it, the game will play itself just fine without such
kindnesses from the gods,

{omuninidy. (heat
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