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ABSTRACT

In recent years, the related techniques of Simulation
and Gaming have become popular for studying social and
economic phenomena. One use of simulation is to eval-
vate the qualitative and quantitative aspects of a
problem by reproducing the problem environment on
a small scale and allowing people to react to this
environment as though it were real. This practicum .
contains two simulations which use the above tech-

nigue to study regional development.

Both exercises -are loosely based on the #,R.E.D.
and A.R.D.A. programs which provided extensive aid to
Menitoba's Interlake in the 1960s. Factors selected for
simulation included c¢limate, agriculture, education,
comgjercial interests, minority sgroups, unionism, and
local government. Each exercise reproduces the major
events occuring in a large community over a period

of several years.

The Interlake ianagement Simulation is intended
for use by large groups of people. Participants are:
assigned roles in a community of 100 people, and must
solve problems of unemployment, resource depletion,
and lack of education. The-exercise is structured so
that decisions made by participants have both ghort and

long term effects on the simulation.
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The Regional Development Simulation may be used by
very small groups of people. A grid map and counters
present an abstract model of a large rural area in
need of development. The model is used as a focus for
decision-making concerning development programs.

Because the attributes of the model are easily modified,
the simulation can reproduce a wide variety of situations
and environments., he exercise may be performed in a
short period of time, and can be utilized to stimulate

discussion of problems in planning and development.

The Regional Development Simulation and the Interlaxe
Yanagement Simulation have potential uses in teaching
students aboubs resource planning and development. As
well, they could be utilized to test proposed development
programs in a simulated environment before implementing

the real programs.
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CHAPTER 1

INTRODUCTION -

A. Statemnent of the Prohlem.

Planning for regional developmen% is a complex
process of experimentation. A planner may spend years
studying an area to discover the needs, wishes, and
possible reactions of its inhabitants. He may then
construct elaborate models of the social, political,
and economic systems of the region. He may review the
results of wsimilar projects in similar regions and
implement prototype programs. Despite all preparations,
the success of a regional development program will
involve a process of adjustment. A program which suc-
ceeded in one place may fail miserably in another, unless
the plan and the people it affects can adapt to one

enother.

Tihie human element in any problem is very difficult

ict, bocause the thoughts and actions of a human

Oy
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being involve thousands of variables. In constructing

o

o

e model of rezional development, a planner has no

l

difficulty in identifying environmental or sconomic

I

factors whnich will increase or decrease the standard

of 1living in en area. Empirical models of human reactions
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to a project are nmuch more difficult to construct,
because of the large nuanbers of possible reactions.
In recent years, the techniques of simulation have been

used Lo introduce the human element into a model.

A simulation is a small-scale model wiich abstracts
some Of the elements of a more complex, real-life
situation% The purpose of this practicum is to produce
a simulation training device which reflects the actions
and reactions of people in the Interlake region of Mani-
toba during the 1960s. There were several reasons for
chotsing the Interlake Region. The most important factor
vas the amount of useful data available on the subject.
Government departments and the University of Hanitoba
have studied the Interlake for several years, and
information has been compiled on the area. Secondly,
the Interlake was used as a test region for programs
during the 1960s. Because of its relative isolation
between Lake #innipeg and Lake llanitoba, the region
was a somewhat "closed" system. Goverznment officials
decided to channel funds frem the F,R.E.D. and A.R.D.A.
prograns to the Interlake rsther than elcewhere, to
lear:: more zbout regional development for future
application? Finelly, the Interlake Plan has succeeded
in its aims of enlightening plenners. Develcpment
criteria for the Interlake indicate positive results

in meny ceses, and planners are studying to learn more
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about the plans that worked. The Interlake ianagement
Simulation is one method of c¢xploring the difficult

aspects of that problem.

B, Research Objectives:

The main objective of this practicum is to provide
planners with a msnagement simulation device based on
regional developaent in Manitoba's Interlake. On a
oroader perspective, there are four objectives:

1. To produce a teaching device which would
include factors of administration, planning, economics,
and social interaction.

2. To produce a generalized simulation which could

L.

be used to model a variety of community interactions.
3. To produce a specific application of the geweral
simulation for ianitoba's Interlake.
A, To design a tool to evealuaté the results and

impacts of regional development programs.

C. iethodology.

The Interlake Simulation began in the swamer of 1974,

when Dr. T. F. Czrney of the Katural Resource Institute
: . 3 s . . .

desizned "Similek", This simulation was testea at St.

Taurent on August 8, 1974, using students from the

IIP summer program, and again at the latural Resource
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Institute at the University of Manitoba on September 13,
1974, with the aidé of the Institute's students and staff,
Following these sessions, Dr. Carney began to re-design
the simulation for jublication by the Watural Resource
Institute. During the process of revision, the simulation

became this practicum.

The following concepts were incorporated into the
Interlake Management Simulation:

1. The simulation creagtes a simple community
which is small enough to be seen in its entirety,

The real Interlake Region is an enormous area which
includes nearly BO,OOOmpeOPleﬁfFew;people possess the
information or the inclination to understand how the
Interlake Plan affecied so many people. The simulation
illustrates the effects of programs on a small cumber

of people who represent a cross—section of the Interlake's
population. Analysis of the simulation may help users to
understand the actual reactions to the Interlake Plan.

2. A11 of the Tactors in the Interlake lianagement
Simulation are under the control of its users. Constraints,
roles, and environmental factors may be modified as the
user sees fit, to test hypotheses, and to simulate
different social and economic sysbems. In the real world,
plenners do not have these options; nor could they use
such options, for ethical reasons.

3. The simulation may be stopped at any time, and



et

-5
may be repeated many times. If something "goes wrong',
no permanent harm is done, and the participants may
begin afresh, having learned from their mistakes. This
is nearly always impossible in the real world, and the
time needed to simulate a program several times is only
a few days. Development plans often continue for years

wefore concrete results are visible.

Background research was the first stage in designing
the Interlake ianagement Simulation, Information was
needed concerning the environment of the Interlake
before, during, and after the initiation of the F.R.E.D.
and A,R.D.A. programs. Reports on the events which
occurred and reactions to these events were examined.
This information was used to build a simplified model
of the Interlake Region, the second stage in the

design process.

The third stage was to translate the model into
a working simulation. Two different simulations were
developed at this stage. One was a revised version of
Similak, which incorporated new information about the
Interlake. The second simulation concentrated on the

large-scale aspects of regional planning, and could be

e}

perated by a small group of people. Soth simulations

are included in this practicum.
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The first three stages, described above, were
actually performed twice, once in the original construc—
tion of Similak, and again during the redesigning
process. The various stages graduelly reduced the model
of the Interlake to an abstraction. The municipalities
were reduced in number, and populations were altered
in size and form to maintain a coherent sbtructure.

Itames were assigned to places and people, and complex
rules were devised to simulate travel, commuhication,

industry, and econocmic conditions.,

The Tourth stage was production and testing of the

S

simulation. +#hen Similak was tested, one hundred rule

manuals were printed, and the simulation was run twice.

The Interlake lianagement Simulation has not been testved

in its revised form.

The fifth stage was t0 redesign the simulation.
The steps involved were identical to those involved
in designing Similek, but with the added knowledge of
the pitfalls encountered in the first version., The
Interlake Lanagement Simulation Will probably be revised,
hot because it a faulty simulation, but because new
knowledge becomes available every time a simulation is
designed =nd tested. Each new version of the simulation
will depict a more appropriate model of the Interlake,

until a sufficiently accurate model is devised.

2
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CHAPTER 1T

THE INTERLAKE MODEL

This chapter depicts the results of the first two
stages of simulation design: data collection and model
construction. The first three sections present. the
Interlake Region in terms of its economy, its people,
and the political decisions which affected the region
during the 1960s, Although these sections are based on

5

actual dataj the conclusions drawn from them are personal

interpretatvions, and are thus subject to bias.

A, Hanitoba's Interlake.

The Interlake is an area approximately 100 miles wide
from east to west and 150 miles long from north to south,
It is bounded in the east and west by Lake Winnipeg and
Lake Manitoba., The region contains 10 Rural Municipalities
and 3 Local Government Districts, which have a population
of about 50,000 people. Over half oi the regional work-
force is employed in agriculture, despite the general
poorness of the soil. Small pockets of excellent soil
do exist, but most of the region is covered by poorly
drained soil which contains an unfavourable amount of
lime and rock. The region is unsuitable for grain

farming, but could easily support livestock.
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Although 2/3 of lanitoba's fish .are produced in the
Interlake, the value of the resource is fixed, and
cannot be expanded., Overfishirg and pollution have added
to the problems facing the ragion's fishermen., Prospects
for developing mining, forestry, or trapoing appear poor.
Recreation appears to be the most promising industry in
the Interlake, while the abundant wildlife represent the

only untapped natural resource.

The marginal resource base is reflected in incomes.
In 1962, the averare income in the region was $3060,
as compared to a provincial average of $3989. Surveys
showed that only 17% of the people in-an Interlake
census division had secondary education. This was the
lowest percentage in the province. The dropout rate
from high schools was high, and most of the schools were

too small to maintain an adequate quality of teaching.

fousegs” tended to we small and in need of repairs.
Flush toilets, indoor plumbing, and other amenities were
scarce, All studies pointed to the conclusion that not

enough capital was teing invested in the Interlake.

2. A.R.D.A., and F.R.E.D.

In 1961, the federal government of Canada passed

the Agricultural Rehabilitation and Development Act, aclso
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known as A.R.D.A. This act permittea the federal govern-—
ment teo make financial agreements with provincial
zovernments to undertake research concerning alternate
uses for land, soil and water conservation, and the
development of income and enployment opportunities in
rural egricultural areas. The act defined responsibilities
in very brocad terms, which proved to be advantageous.

A provincial government could use the act to adapt

its. own programs for federal funding.

In Xenitoba, programs valued at $3 million were
conceived. It was realized that a small area would be
needed to produce a visible effect with these funds,

and the Interlake was chosen for the purpose.

Research in the Interlake and elsewhere revealed
that agriculture was not the only sector of rural
industry in need of assistance. Thus, in 1966, the Fund
for Rural Economic Development was created. The '
original budget was $50 million, and it increased to
£3%0 million in 1967. %85 million of This was allocated

to the Interlake Regiocn.

a zovernment is unwilling to malkze long range plans

vecause of the short interval between elections. The
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agreeqnent overcame these constraints in several ways:

1. In cases where tangible, visible projects were
included in a plan, the agreement specified that these
would be completed first. Immediate results would lessen
the chances that a program would be abandoned and the
funds reallocated.

2. iherever. possible, fuands were allocated to
projects already planned by provincial governments.

This overcame objections that the government was
wasting money on unwanted programs.

3, Local participation in planning and implementing
programs was encouraged, to reassure people that the
programs were for their benefit, and were not being

forced upon themn.

llost of the funds allocated to the Interlake were
spent on education and manpower training programs.
$27 million was spent on consolidation and operation of
schools, including a residential vocational school.
428 million was spent on &dult education and vocational
training.

%9 million was spent on road construction, and an
industrial park was built in Selkirk. Over $14 million
wes expended on agricultural development, inciuding land
acquisition, drainage, and clearing nprograns. $500, 000

was zllocated to fisheries improvement, and Iishermen
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were made elfigible for manpower training. Almost
$3 million was spent on recreation, to be used for game
resorts and beach and caaping facilities. Research and

administration conswmed $2,250,000.

Oy Evaluation of Programs.

Detailed evaluations have been made of geveral of

6

the Interlake Programs.  The manpower and education
programs showed high benefit-cost ratios, and the

high school dropout rates are much lower., Highway
construction had little effect on income and employment,
pbut it is felt to have indirect benefits to the education
programs. Dreinage programs showed considerable benefite,
which added the owners of large farms to the greatest

extent,

Other programs appear less successful. Although few
favourable results were found in the agricultural programs,
it is possible that benefits will appear in the Tfuture,
as Tarming is a long-term industry. Fisheries programs
cannot be evaluated with any certainty, due to the

recent disruption of Tisheries by mercury pollution.

The construction of recreation areas provideu many

jobs for the lanpower programs. The value of the parks

will depend on the numbers of visitors over the lives

of the parks. The industrial park program cannot be
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evalvated objectively because of a change of the Area

Development Incentives plan to include Winnipeg.

Contradictory policies of federal and provincial
governments caused problems in inplementing some
programs. Conflicts between towns also caused difficulty,
because the municipalities were not accustomed to
presenting their needs as a united region. A regional
identity is beginning to develop. It was found that ..
migration is not a viable solution to unemployment,
and that 3t was expensive to create jobs for people.
Finally, it was found that people in the Interlake
distrusted make-work jobs, and preferred useful work

-1

within their own areas,

The programs in the Interlake will not be completed
until 1977. Continuous evaluation will show which
programs were successful in the long run, and which

vrojects failed in their aims.

D. The Interlaske MNodel,

This section analyses the data collected from
the Interlake rezion, and converts it into a model of
the Interlake as it was perceived when the simulations

were designed.
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1. The Region: The Interlake is larsye and diverse.

Its so0il is poor for crops, but could support livestock.
Forestry, fishing, quarries, and trapping can all be
performed on a very simall scale. The best use of the
Interlake's resources would be to supvort a large tourist

and recreation indusitry.

2. The People: Over half of the Interlake's

workforce is involved in farming. Few industries are
found in the region, and most of these are based in
towns. Fishermen and Indians are two identifiable
subgroups of the ponulation. Ihe remainder of the

ulation is-involved in supporting or participating

*d

in the agricultural or industrial sectors of employment.
fa

3. Government and Infrastructure: The Interlake

is an artificial grouping of 10 municipalities ard 3

Iocal Government Districts. The region does not have a

(¢}

entral government of its own, but must depend on the
provincial government for large-scale action. This
-overnment is responsible for schools, roads, and many

&
public services, Until 1960, the Interlake was low on its

list of priorities. Schools were small and underdeveloped,
so that education was a sad process for many. Roads were

e

nadeguate in many areas, and public utilities were not

(D

xpanded, Zunicipzl competition was to blame for Mjny of

tirese dgifficulties.
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4. Pederal Programs: The federal government

organized a funding program which would permit provin-—
cial governments to aid underdeveloped regions such as
the Interlake. The agreement specified that the people
of the regions must be involved in the planning process.

A1l funds were allocated on a cost-sharing hasis.

These were the major components of the model
of the Interlake phenomenon. The next step was to combine

and develop these components into a simulation.
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CHAPTER III

SINULATIOR DESIGN

A, Techniques of Simulation:

In its purest form, a simulation is a simplified
model of reality. The degree of realism or simplification
is controlled to the extent that the designer selects or
excludes elements of reality from his simulation.

As finished devices, simulations may take many forms,
and car be adapted to the needs of different kinds of
users. The orvital Tlight simulators used by NASA's
astronaut training program are mechanical simulation
devices. They can produce most of the contingencies
winich might be found in space, without tne dangers.
Simulations may be completely abstract in form, as in
some computer programs, or they may be hard to dis-
tinguish from their real-life analogues, as 1s a

wilderness survival course,

The greatest adventage of simulation is its sel-
ectivity as a leerning and teaching method. A simu-
letion designer can include in his :odels every factor
he feels is relevant, and can omit factors he velieves

are extreneous. In this way, he focuses attention on

specific details, which are not obscured by irrelevant
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distractions,

Simulations are of necessity unrealistic. A model
which successfully reproduced every facet of a real
event would not be a simulation, but the event itself,
Simulation designers strive to approach this perfection,
and it is during their search for reality that simulation
users reap the greatest benefits. A simulation may also
becone too realistic, by introducing factors which
detract frow the learning process. It would serve no
purpose, for example, if a course in Tirst aid started
by allowing inexperienced students to participate in
a real emergency. The simulation must be adapted to the
level of competence of the user, as well as the general
intent of the model. Thus, a simulation designer may
strive for realism in one sense while avoiding it in

snother.

Constructing a simulation is a parallel process

nventional problem~solving technigues. It has one

ot
e}
(@]
O

additional advantage: the simulation is an experiment
which may be werformed repeavedly by designer and user
alike, to solve the original "proolem" over and over in
e myrizd ways. bach time a new siumulation is used,

wore is lezrned avbout the processes behind it.

Simulaetions which allow groups of people to inter—
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act in a realistic fashion are becoming popular-in the
fields of business and education? Interactive simulations
emphasize social processes rather than physical reality.
Zecause huwman interactions are the important factors in
such exercises, 1ittle is lost by abstracting or
simplifying the physicel environment in which the
real-world analogue of the simulation occurs. The same
effects may be obtained at a small expense. The Interlake

llanagement Simulation operates on this principle.

As a learning device, simulation is an unique
process. Knowledge gained through participation in a
simulation exercise is learned experientially rather

9

than linearly, as in a lecture.” Becausge information is
acguired in context, rather than ag a stream of facts,
relationships can be easily understood, and parallel
processes can be observed simultaneously. A simulation
can be used to place an entire system in perspective,
whereas a book or a lecture might emphasize one facet.

out of proportion to its real importance.

B, The Interlake Simulation:

different simulations could be built
from the model of the Interlake described in chapter I1I,

would be valid. Additional constraints

[ag
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The primary constraint for the Interlake Simulations
was the needs of the potential users of the devices.
As the simulation would be used as a teaching device
for planners and concerned citizens, Similak and later
the Interlake Fanagement Simulation were designed to
maximize the potential number of participants in a
single exercises Aftef testing Similak twice, 1t was
suggested that a second exercise be devised which
could be used by a small number of people to plan and
execute large—scale regional development programs.
Thus, two completely different training devices were
constructed. |

"he Interlake Meanagement Simulation is concerned
with the people of the Interlake, and the completed
simalation reflects this, As over 90 people may part-
icipate in the exercise, physical requirements for each
person are minimized. Although many physical structures
are included in the simulation, they are, for the most
part, conceptual, or represented as a slip of paper.
Tach participant in an .exercise represents an inhabitant
of the "Interlake Area', which only superficially

ressembles the acitual Interlake. In addition to the

-1y

armers, fishermen, workers in industry, and Indians
mentioned in chapter II, there are also support services
(reoresented by Vendors) and a large number of government

employees. The latter were found to be necessary to
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simulate the F,R.B.D. programs adequately. This placed

a strong emphasis on the governmental aspect of the

simulation, which was partly the intent of the exercise.

Geographically, the Interlake Area was dGivided
into four wrzgions to simulate the different municipal-
ities of the Interlake. The regions are differentiated
in their abilities to support agriculture and industry.
Environmental factors were introduced to simulate
climatic changes and resource depletion and pollubtion.
Leconomic fluctuations occur for individual industries

and on an area-wide basis.

The objective of the simulation is defined for
tne participants. They must maximize the physical and
socilal well-being of thie people they represent. To zguide
tnem through the exercise, an event structure was
devised. Each stage in the exercise represented a year

T real time, The participants must work, pay taxes, and

O

maintain a stvandard of living. It soon becomes apparent
that there is not enough money to go around unless

corrective measures are introduced quickly.

s!' rule manual for the Interlake
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many factors which had been seen as extraneous were

very inportant indeed.

The Regional Development Simulation examines the
Interlake from a diffent viewpoint. Users are placed in
the roles of development planners who must decide Iow
to improve the standard of living in an underdeveloped
region. ioveable counters are placed on a map to
represent populations, structures, and programs,
and the planners must operate within a set of time
and budget constraints to achie¥e specified goals.

The community and region can be altered easily to

produce almest any kind of development situation.

The following chapters contain the rules and

components of the simulations themselves.
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CHAPIER IV

TriE INTERLAKE WMANAGEEENT SIHULATION

Although the following poxrtion of this practicum
is called a chapter for cansistency, its contents are
a separate entity, the simulation, wnich could easily
be published alone. Therefore, this '"chapter" contains
a table of contents, several subdivisions which qualify

as chapters in their own right, and an appendix consist-

ot

ing of the Instructor's manual and additional couwponents

of the simulation.

The Interleske lianagement Simulation can be used
by groups of people who have had no contact with the
device previously. The instructions are laid out in a
logical fashion to enable participants to learn their

Eag -4

roles without reading large sections of the rules which

need not apply to them.

P

The first part of the Rule Ilanual provides a
framework for the rest of the simulation, A diagran
shows how the rules are interrelated, while the numbered
sections and subsections allow easy cross—referencing.
The second part contains the system rules which apply

to 2ll »articipants and roles. The third part conteains
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detailed subsystem rules which are of limited application

to most participants.

Tne Instructor's Manual is a separate segment of
the simulation. The organizers of a simulation exercise
will use it to operate the simulation swmoothly, and to
deal with problems which may arise. It also contains
suggestions for evaluating a particular exercise for the

benefit of participant and organizer alike.
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PART T: IKTRODUCIION AND SINULATION FRAYZEJORK,

1.0 Introduction:

1.0.1 The Interlake ianagement Simulation is based
on events in an imaginary Canadian community. although
it is named after :lanitoba's Interlake, and recreates
some of the conditions which existed in that region in
the 1960s, none of the companies, roles, or places
deplcted in this simulation are intended to correspond

withh real people, places, or things in the Interlake.

1.1 General course of zction: The Interlake

Lanagement Simulation. is designed to be operated

by Thirty or more people, Lach person, or role-player,
takes the part of one or more of the inhabitants of

the Interlake Area, The gimulation is performed over
several stages, each representing a year of real time.
BEzch player must attempt to improve the standard of
living of his roles by ensuring that they obtain

enougn food, shelter, and money to remain active
througiiout the simuletion., Players may choose to combat
pollution, resource depletion, and unemployment in order
to eintain industry at full operatving standards.
Llections allow changes in government, while chance

events simulate natural or economic factors.

1.2 Reading the rules: The rules to This exercise

U

ere divided into three parts. Fart I presents a general
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overview of the simulation, describes tihe physical
components whicn -will be used, and explains the frame-
vior< of the Interlake Comwmunity. Part II describes tne
general System Rules which apply to all players. Part
III describes the Subsystem Rules which apply to
specific roles oxr segments of the simulation.

1.2.1 these rules are presented in a legalistic
format, i.e. the wording of each rule is specific.
To avoid misinterpretation, each rule should be taken
as literally as possible. To aid cross-referencing,

rule sections and subsections nave been numbered.

1.3 Definitions: Certain words used in the Interlake

Simulation have limited meanings which are different

Iy

roxn tneir common dictionary definitions:

1.3.1 Area izesns the Interlake Area in which the
simulation occurs, and includes all four reiions A,
3, C, and D.

1.3.2 Contingency means any unscheduled special
f] £

event added to the simulation by the Organizer.

1.3.3 Orzgenizer means the person who is controlling
and operating the simulation; the instructor.

1.3.4 Phase means one of the scheduled events

which subdivide each stadge of the simulation.

=

1.3.5 Player or Role-Player means an actual person

-~

r in the Interlake Sirulation.rﬁ

i

wno is perticipetin

Player mey occuuy one or more roles.
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1.3.6 Region means one of the four separate sub-
divisions of the Interlake Area, either A, 3, C, or D.

1.3.7 Role means one of the fictiomal pescple or
occupations in the Interlake Simulation.

1.3.8 Stage means one of the larger tiie-segmnents
of the Interlake Simulation. Each staze represents one

year of real time.

1.4 Simulation Components:

1.4.,1 Rules and Tables: Ilost of the rules for the

Interlake Simulation are contained in the Rule Kanual.
Additional materials required by players will be
Gistributed by the Organizer as needed.

1.4,2 Information Cards will be distributea to

role-players at the start of the simulation. There are
erent kinds or cards:

a. Pole cards contain the special information

each player needs to know about his role(s).

; i
Naxe { _George Kotarbinsky
iddresg——————Reglon 4. %, Sc.(Zcon.) fEducatlon
anager of Unitruck $20 ;
chupation(s)ciiiianager T Kz $20-5alaries
Tegislative lLiember for //
Region D (Independent) 207
Assets: §50, 1 share in |

faad
]
; nitruck, 1 share in KZ

Figure 1. Samnle role card.
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4.

to Company

N

b. Company cards are distributed

sanggers at the start of tlhie simulation. These provide

complete information gbout specific companies:

; otutlon JLL L
§ Region A. Fews Service, Revenue at:

- Lost of Shares: £200 Die 2/ 3 all

. Owners: G. Kotarbinsky Roll cap. cap.
E. Charlesworth 1 %36 £51

. ‘aintenance Costs: §5 2 ©48 468

P Assets: $50 3 212 102

. ianager: G. Kotarbinsky #20 4 ©96 136 ;
: Operatives: G. Lewicki &4 5 4120 70 |
; F. Browning &4 6 2120 170
. Announcer: P. itchell & 5
| sale |

Sales: a“louncenenus and pulletins @ &5 ea,

Figure 2. Sexple company card.
The inforaetion provided by the company cards and role
cards will be explained more fully in other sections.

1.4.3 ioney, vouchers, and Assets: Play money 1is

useu &s currency in the Interleke Zisvlation. Subsistence

s represent purchases of food,

-
[
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N
(0]
[}
n
jAY]
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i
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[0}
i
<
-
[
=
(@]
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<
o®

clotihiing, and shelter. Other certificates represent more
itle itess such as bus tickets and autonobiles.
1.4.4 23aitional meterials will De reguired during
the simulation. Dice will be used in calculating
revenue and the effects of Contingencies. iost players
will require pencils and paper to write zesssges z2nd 1O

: track of changes in their roles and companlies.

B
[¢]
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U
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2.0 Simulation Overview:

2.0.1 The following subsections explain the comn-
ponents and events of the Interlake Management Simulation
as they relate to the real world. lhe rules which
represent various factors and events may be found by
referring to the simulation flowchaxt, section 2.6,

and the Table of Contents.

2.1 The Environment: The action of the Interlake

Simulation occurs in a large, diverse area known as the
Interlake Area.

2.1.1 Regiong: To simulate the large size of tne
Interlake, the Area is subdivided into .four geographic-—
ally separate regions, descriptively known as A, B, C,
and D. Pfravel bebtween regions raguires the expenditure
of Tunds.

n
2.1.2 Geography: The regions differ in the amounts

and kinds of industry that can be supported. Region A

F

S
is an urban region, which can support industrial

companies but not farms, fisheries or resoris. Regions

3, 2, and D are rural regions, which support fisheries,

resorts, wildlife areas, farms, and industries. Zach
region hzs a limited capacity to support any of the

ebove, and may reqguire improvements to enable these
occupations to operate at full capacity. -
2.,1.3 Climate: fatural disasters such as floods

tiie regions.

©
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Such disasters are included in the simulation as
Contingencies.

2.1.4 Environmental Timits: Pollution and resource

depletion are caused by some occupations and industries.

These factors will occasionally affect the simulation.

2.2 Tne Economy: The people of the Interlake earn

A1

money thnrough various occupations. "Real" income enters
the Area  chrough the following industries:

2.2.1 Agriculture: There are 30 farms in the

Interlake Region. Six of these are successful large Farms.
Their owners earn enough money to hire a Farm Operative.
Targe farms can supyort their owners entirely on
local produce. Small farms produce no income, but

+

can support thelr owners for one year in every two.

2.2.2 Companies: Resorts, wildlife areas, and light

industries are complex vusinesses which are assigned
Company Cards. Companies are run by lianagers, but they
also reguire shareholders and employees. Revenue 1o

companies 1s variable, which is simulated by the use of

et

@

[ Revenue Tables on each Company Card. The

o8

i

o
o)

e a 1

1

+

revenues must be used To pay employees' salaries,
dividenis to sharenholders, taxes, and maintenance fees,

Companies may expand from 2/3 capacity to full canacity

<

by spenaing money, obtaining government permission, and

&

niring more employees. Some companies earn extra income
by selling products, such as radio messa_es, printed
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bulletins, automobiles, and bus tickets.

2.2.3 Fishing and Hunting: There are liinority

Groups 1living in reserves in Regions B, C, =2nd D,
Some Jinority Group lembers and some Small Farm Owners
(or Sumzllholders) earn a marginal income by fishing in
Lake Charlotte or ILake ifanitou. ( See the Interlake iap,
subsection 2.7, for exact locations) In addition to this,
all Minorivy liembers in regions B, C, and D can support
themselves one year in every two by hunting and trapping.
2.2.4 Vendors: The necessities of life in the
Interlake Simulation are represented by Subsistence
Tickets, Subsistence Certificates, and Automatic
Subsistence. Vendors obtain a small income by serving as
retail outlets for Subsistence Tickets and Certificates.

When Farmers and Minority Members support themselves

-

from farm produce ox huniting, they obtain Automatic

Subsistence. This is further explasined in section 4.

2.3 The Interlake Government: The remaining

roles and functions of the Interlzke Simulation are
supported, either directly or indirectly, by texation

revenue.

2.3.1 The Legislature: The Interlakxe Goverrnment

is controlled by five Legislative ¥embers who are
elected every second Stage, or year., Iwo Ilembers are

from Region 4 and one from each of the other

(o]

electe

regions.,
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2.,3.2 The ¢ivil Service: PThe decisions of the

Legislature are carried out through the four departments
of the Civil Service., The four departments, Environment,
Commerce and Development, #elfare and Bducation, and
Justice and Democracy, are managed by four Senior Civil
Servants.

2.3.3 Programs and services: The government

depzrtments are responsible for meny services. Drainage
Systems, Schools, and Utilities may ony be built by the
Government, which also hires the teachers to run the
schools. Companies may not be created without government
approval. The government also maintains a postal service,
and can provide Jelfare, Job Training, and pollution
control. programs. Law and order are maintained through

a police force and a couris system. These gervices are
funded tiwough taxation and, to some extent, through

Federal Grants, as described in section 2.4.4. -

2.4 The Outside Jorld: Although the Interlake Area

is somewhat isolated, it has considerable contact with
ti:e rest of the worid.

2.4.1 The Banker: Most functions of the 'outside

world" are represented in the role of the Banker.

2.4,2 Revenue: All revenue which enters the
Interlake Region- is distributed by the Banker, whether
as money or as produce-or as Subsistence Ticxets and

Certificates.
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2.4.3 Naintenance and Expansion: It is expensive

to mzintain, construct, or expand phisical facilities
and structures. All fees reguired for theses services

must be paid to the Banker.

2.4.4 Federal Grants may be obtained by the

Interlake Government to provide up to 50% of the

funds for development programs administered by under-
enployed groups in the Interlake. Grant applications
must originate with citizens' groups, not with the
government itself, and the programs must be beneficial

o the underpriviledged sroups. The Federal Sovernment

acts throdgh the Zanker.

n

2.4.5 Unions: Although Unionism is known in the
Interlakxe, no formal unions have been established.

o Union Leaders, temporarily funded from outside the
Interlaxe, may attenpt To organize unions to'improve
working conditions in tihne Area.

2.4.6 EZconomic Contingencies: Jorldwide fluctuations

-

in economics, such as food shortages, oil crises, and

inflation, affect tie Interlake Simulation through

Contingencies.

2.5 Constreints: The Interleke Simulation is not

a snoothly operating system. There are limitations to
“the zctions a player or company may perform, but there
are a2lso zctions they must perform to avoid drasvic

consequences., These constraints include -obtalning
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subsistence and paying maintenance fees., Failure to
complete these reguirements may cause unemployment or

economic failure.

2.6 Simulation Flowchart: Ihe various components

of the Interlake Simulation interact with one another

to produce a system which: constantly acts upon itself

to create either stability or eventual breakdown and
chaos. A diagram of the compoenents and their interactions

might appear as follows:

————,

7 N

fnvironmental K\
onstralnts
/ \“v
Outside —>>The Economy, —>Individual
World People
¢

nterlake

Government
Figure 3. Links Between Simulation Components

2,6.1 In other words, all factors within the
Interlake affect one another. In addition, the outside
world has an important effect on the Interlake, but
is too large to be affected in turn, at least within
the scope of the simulation. A more complete breakdown
of the components and their interactions is presented

on the following page. Section numbers are provided in
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Simalation

Flowchart
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Outside World
:Federal Grants
18.0
:Economic
Contingencies 11.
11.4, 11.5

:Maintenance Fees;
Expansion 14.3,

1703

-

tRevenue 12,1 . 1.

I4.4, 14.5, 16.1, |

e —

Infterlake
Government

16.3
sTaxation 13.0,
14.2

:Education and

:Environment 10.2,. 7

¢tEconomic GControl
14;4, 1405, 1601

Welfare 16.2, 9.0
:Legal Action 20.0
:Communication 7.1

d
T/

Economy
sCommunication 7/00
:Travel 8.0
:Education 9.0
:Salaries and
Dividends 12.2,
14.2

:Companies 14,0
t:Revenue 12.1
:Unionsg 15.0
:Pollution 10.2,
16.3
:Production 10.3

Individual -
People

sEmployment 5.0,

710.1

tHunting and
Fishing 10.2,
16.3
tElections 19.0

Y

Environmentdt

j
:
i
I
‘

:Legal Action 20,0 | ]
:Unions 15.0, 10.4:

:Pime (Stages) 3.0
:Distance 7.0, 8.0
sSurvival 4.0
:Climate 11.1, 11.2
s:Construction and
Maintenance 14.3,
14.4, 14.5, 16.1,
17.3

:Resources 10.2
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order to allow players to find the rules which apply to
each component.

2.6.2 Because the simulation is an interdependent
system, players should become aware of the basic “wzce
concepts of each of the major subsections, even though

they may not use the rules directly.

2.7 The Interlake Map: The map on the following

page is intended as a visual aid, to help players
identify the physical and spatial relationships
between the regions in the Interlake., #Within each
region, the map only depicts major structures or
areas; individual homes are not indicated. Their
locations may be inferred through place of employpent,
ethnic origin (Winority G¥oup Members live on Reserves),
or octupation (Fishermen live near the lakes).

2.7.1 Key to Symbols:

£¢§'~Resort

Iy -School s ~Fishing Area

~Industry %ﬁ ~ilildlife Area
| ] ~Government “-Road
J Offices IR -~Reserve
SM =Smallholdings LF -Large Farm

2.7.2 Key to Numbered Locations:

( ) designates an Undeveloped Company.
1 Government Offices

2 Unitruck Transportation Co.



—40-

SM 32
REGIOI‘\I D

IR 18 IR

SK 19l

D 23|
14 o2 LF
| REGION |B LF REGION C
H
i |
: ) i _ s
(5) ! 8 7 3
e g = 1
=
2 4
Figure 5, 6 é@
Map of the Interlake Area SEGTON A
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3 Station #KZ 18

4 Interlake Furnishing 19
(53 Ifiterlake:Clobhings 20
6 St. Mary's Acadeny 21

7 MecDonald High School 22

8 Eastwood High School 23

9 Caravan Construction Co, 24
(10) Pood Processors Ltd. 25
11 Iekeview Farm (269
12 Lot 2 27
13 Lot 3 28
14 Broadacres Farm (29)
15 Sandy Bay (30)
16 Point Arthur 31
(1) 32

Hidden Beach

Brokén Hill Reserve\
Smallholders
Roadmasters Inc..
Lot 5

Twin Rivers Farm
Twin Rivers School
Shoaling Beach
Wildfowl Unlimited
Gameland Inc.

Great Bear Reserve
Smallholders

Sandy River Park
Moose Creek Range
Forked River Reserve

Smallholders
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PaRD ITI: SYSTEN RULES
his section explains the general rules which apply
to all »nlayers continuously throughout the Interlake

Simuletion.

2.0 Seguerice of Zvents:

3.1 Preparation: Before participating in the

Interlake anagement Simulation, eacn player should
obtain a Rule ¥anual and read it thoroughly. Players
who have not read the manual will find it all but
impossible to make a meaningful contribution to the
exercise.

3.1.1 At the start of the simulation, the
Crzanizer will distribute Information Cards, sheets,

and Assets to the appropriate players. Participants

o

should spend about fifteen minutes reviewing the rules
and #inding the portions of the pimplation room which
represent thelr assigned regions.

3.1.2 Players assigned to more than one role should

ensure tnat all their roles reside im the same region,

3.2 Stages: The Interiske Simulation is perforied
in stages, each lasting sixty to ninety minutes. Iae

g
first stage will take longer tuan the rest, as players

£L

gain experience in using the rules of tae simulation.
Pour stages are adecuate for a first exercise, but tine




eTetr AT

—4 3

Organizer may terminate the simulation at any time. A4 ten
minute break should occur between stages, and an hour
snould be set for lunch if an exercise is to continue

for more than two stages.

3.2.0 During each stage, certain events occur in a
fixed order. Each such event occupies a Phimse of the
stage. Phases may overlap, but they should not occur in
an irregular order. Detailed explanations of events
witnin a Phase are explained in Part III.

3.2.1 Contingency Pnase: At the start of each

<4

stage, the Organizer announces any vnscheduled events,
or Contingencies, and determines their effects. This
phnase is not mandatory; the Organizer way decide not
to use any contingencies, or izay use only a Tew.

Section 11 gives more details about Contingencies.

g
3.2.2 Payment Phase: During this phase, the

Banker distributes Revenues and Produce to Lianagers,
Farmers, rishermen, and Vendors. Zanagers and owners of
Iarge Farms disbtribute Sslaries and Dividends 1o
workers and Shareholders.

3.2,3 Taxation Phage: Civil Servants collect taxes

from .anagers, Fara Owners, Vendors, and fishermen.
fhey then pay salaries to Government Imployees.

e
3.2.4 Grant Application Phase: Role-players

¢iscuss their regional problems witii their Legislative
Ilexnbers, and may submit applications for Federal Grants

a4

2t tnis time.
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t

3.2.5a Legislative Session: During
stages (first, third, etc.) the Legislature makes
concerning Federal Grants, finances, regional

decisions
expansion, and expenditures.
3.2.5b Election Phase: During the even-numbered

stages (second, Ffourth, etc.) an election is held to

replace or re-elect Legislative iiembers.
3.2.6 Program ITmplementation Phase: The government

acts on the decisions reached during the Legislative
<@

Session.
3.2.7 laintenance Collection thase: The Banker

collects lmintenance and Construction fees from the
he Companies. Payments for Subsistence

sovernment and Tl
fickets and Certificates, and any unscld tickets, are

21s0o collected at thnils time.
3.2.8 Census Pnase:s The Civil Servants collect
lution, and

statistics on unemployment, disorder, pol
resource depletion ard announce their findings to all

Players.
3.2.9 End of Stage: Break for coffee or lunch.

-

the end of the simulation,

3.3 De-briefing: A
aid the players in evaluating the

from 1T,

the Orgenizer will

simulavion and the

knowleage they derived

active, a

4,0 Subsistence:
n healthy and

4,0.,1 In order to re

mal
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person must obtain a minimal amount of food, clothing,

and shelter from the elements. A person who fails to

meet these standards tirouvgh normal occupations must spend
too much time struggling to live, and may be forced to
abandon his job. In the Interlake Simulation, these
concepts are represented by Subsistence.

4.,0.2 General Rule: During the Census Phase of

each stage, players must prove to their Civil Servants
that they have achieved Subsistence in some form during
that stage. Players who have not achieved Subsistence
become Unemployed during the following stage; i. e.
they do not receive a Salary; they may not look for
eaployment; they may not receive Job Training or
Lzricultural Assistance. (See the appropriate sections

for furtiher details on these programs.)

4.1 Xinds of Subsistence:

4.1.1 Subsistence Certificates represent substan-

tial purchases planned over several years. 4 Subsistence

P

ertificate may be used as proof of Subsistence for

C

four successive stages. Certificates wmay be obtained from
Vendors, and may be transferred to other players. :iote:
it "costs" £7 to produce z Subsistence Certificate. This

hould serve as 2 zuideline to the price a Vendor charges

0

4,1,2 Subsistence Tickets represent shori-term

surchzses of necessities, PThese Tickets may be used as
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proof of Subsistence only during the stage of purchase.
Subsistence Tickets cost Vendors $2; the tickets are
transferrable.

4.1.3 Automatic Subsistence represents the ability

to live off the land. Owners of lLarge Farms receive
Automatic Subsistence at all times. Smallholders and
Vinority llembers receive Automatic Subsistence once
every two stages. Civil Servants should keep careful
records, distinguishing Automatic and normal Subsistence.
Automatic Subsistence may not be transferred to another
role or player under any circumstance.

4,1.,4 Clarification: Note that Farm Operatives who

work on large TFarns do not receive Automatic Subsistence;

tihey must obtain a Subsisbtence Ticket or Certcificate.

4,2 Lack of Subsistence implies that, throusgh

disaster or carelessness, a person has not been avble to
maintain an adecuvate standard of living.

4.2,1 TLoss of Subsistence may be caused by failure
to proeduce a Subsistence Certificate or Ticket during
the Census Pharce, or by removal of Automatic Subsistence
due to a Contingency or Imprisonment.

4.2,2 A role which lacks Subsistence may not becone

or remein Zizployed during the following stage, nor
2y it receive Job Training or Agricultural Assistance.

4.2.3 Roles which are entitled to Automatic

Subsistence mey receive it, This rule takes precedence

over section 4.2.2.
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5.0 Emnployment:

5.0,1 Employment is an important factor in the
Interlake Simulation, and is closely linked to Subsist-
ence. Whereas Subsistence implies Tthe ablity to hold a

ob, Hmployment is the act of holding one. The number

c_.

of ZEmployed, Unemployed, or Semi-Employed roles in the
Interlake Area at any time are 2 measure of the sacial

5
!

and economic well-being of the Area.

5.1 Kinds of Emnloyment:

5.1.1 Imployed: A role is Bmployed if 1t receives a
salary as a full-time employee. lost jobs fall in this
category.

5.1.2 Semi-Employed: A player's role is Semi-

T

it receives a salary as a Seasonal Zmployee

-y

=eployed 1
or a risherinan.

5.1.3 Uneuployed: Any role which is neither

Baployed nor Semi=Enployed is Unemployed, even if
receiving Dividend Payments or other funds.

5.1.4 For Census purposes, the best employment type
is recorded if & role receives salaries for more than one
job.

5.1.5 Hote: If a Large Farm owner becomes Unemployed,

his Farm Operative automatically hecomes unemployed as well,

5,2 Effects of Unemployment: A high ratio of

(§]

Unenployment in a Region implies a serious deterior-

¥
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atlon of the local economy. ihis may have a small effect
on individuels, but Industry and Public Jorks suffer.

5.2.1 Unemployment effects are measured separately
for each Region during the Census Phase. If more than
457 of the roles in a Region are Unemployed, iLaintenance
Costs Tor Companies and Public Jorks in that Region are
doubled in the following Stage.

5.2.2 for this purpose, two Semi~Employed roles

are eqguivalent to one Unemployed role.

6.0 Money:

6.0.1 For simplicity of operation, the Interlake
Community is a casl: soclety. Although players may
freely transfer money and objects to other players on
an implied-credit basis, there are certain circumstances
wnere this 1s not allowed:

o 2 all taxes must be paid on time.

6.0,3 211 transactions with the Banker must be on
a cash-only basis; Flayers unable to pay the Banker
tiie reguired anounts suffer appropriate penalties.

6.0.4 £11 unofficial transfers of money mist be
voluntary. As even $1 represents a large amount of
money, all Tfunds are presumned to be xept in a safe
place, such a2s a bank, and theft is impossible.

6.0.5 To prevent confusion, Players are advised
to Xeep funds for each role and Company separate,

especlially where more than one role is involved.,
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7.0 Communication:

7.0.1 The Commmnication and PTravel rules which
follow are designed to produce the effects of distance

and mess media.

7.0.2 General Rule: Communication within the

Interleke Area is represented either by direct verbal
communication or by written messages. Jritten messages
to players in the same region are passed directly.

In addition, the followin communication modes exist:
b

7.1 Postal Services? The Interlake Governmendt

operates a mall service between regions. A Postal
gorker will carry packages:.and written messages To
players in other rezions at no charge. lkoney may be

sent tirough the wail,

e

7.2 Radio Messages: Station WKZ will make verbal

announcements to the entire Interlake Area at a cost of

N
L.

7.3 Printed 3ulletins may be printed =nd posted
0 %e Region. This service is

provided by Station J%Z for &5 per message.
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with otner Regions. The Travel rules also simulate the

difficulties involved in servicing distant populations.
8.0.2 The Travel rules only apply to itravel from one

region to another. There are two general methods of

travel and one special netshod:

8.1 Travel Vouchers represent round-trip bus

tickets which may be purchased from Unitruck Trans—

portation for $1. Each Voucher may be used only once,

and permits a player to travel to one other region.
8.1.1 Players must surrender their travel vouchers
to a "Tnitruck employee on reaching their destinations,
£0 Yravel Voucher is needed for a player to return to
his home region.
8.1.2 Only a limited number of Travel Vouchers are
avallable in each s

aze.

3.2 Automobiles may be purchased from Caravan

Car Sales Ltd. for $£30. Cars must be obltained directly

ko)

Trom the sales outlet in Region B. A car allows a

player to travel between regions without restriction.
8.2.1 All cars are single-possenger vehicles,

except for Police vekricles, which may carry passengers.

S
-

-~

@5
N

imited number of cars are produced in

N
(@]
3
I._J
o
m
I_J
|_J

. .

each stage for purchase,
8.2.3 The Interlske Government may introduce

leziglation t0 license or limit the use of sutomobiles.
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8.3 Holidays are available for those who can af-
ford them. Special holiday facilities will be provided
by the Organizers. A holiday costs $380 per stage,
plus %20 return air fare (unless the vacationer owns
a car). Taxes muat be paid in advance for the duration
of the holiday, and special responsibilities, such
as managing a Company or a government department,
mast be delegated.

8.3.1 The Holiday rule is intended to produce the
effects of absentee ownership and management, as only
the wealthier roles can afford to take vacations.
Players may also wish to use the rule to "drop out"
of the simulation‘for a period of time to observe it
from the outside.

8.3.2 Note: Holidays are the only instances in

which Air Travel is used.

8.4 Special Cases: There are several exceptions and

qualifications to the Travel Rules. Other factors, of
importance to Unitruck and the Government may be found
in section 14 on Companies:

8.4.1 One employee of Unitruck is assigned to
nPraffic Control", as most travel 1s accomplished via
Unitruck Travel Vouchers. Players travelling away from
their home regions must show a Travel Voucher or an
Automodile card to this employee, with the following

exceptions:
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8.4,2 Travel Vouchers and Cars are not needed by
WKZ employees posting bulletins or making announcements,
Fogtal Fmployees delivering mail, or any player on a
Vacation.

8.4.3 The Banker and the Organizer are not subject

to Travel restrictions.

9.0 Education:

9.0.1 Educational level is the major factor which
limits the employability of roles in the Interlake
Simulation. Jobs in business and government reduire
a higher level of formal and technical learning than
subsistence occupations such as hunting, farming, and
fishing.,

9,0.2 General Rule: Each role is assigned a specific

level of education which affects the employability of
that role. Government programs are available which

allow players to improve their educations.

9.1 Employment Standards:

9.1.1 All ¥enagers and Senior Civil Servants
require education beyord Grade 12.

9,1.2 411 employees of Companies and all minor
Civil Servants require education beyond CGrade 9.

9.1.3 A1l Teachers require University degrees in
Education.

9,1.4 Tnere are no restrictions on education
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levels for legislative Members, Farmers, Fishermen, or

Minority WMembers.

9.2 Job Training programs are available through the

Interlake Government to raise Education ILevels. See
section 16, Government Services and Programs, for

further details.

10.0 The Census:

10.0.1 The Census is the last phase of any stage of
the Interlake Simulation. The social indicators measured
during the census &re.indicative of the social and
economic well-being of the Interlake Area., As well,
these measurements are used in the simulation to
calculate the effects of various conditions on the
Interlake Area in the stages which follow.

10.0.2 Census measurements are taken by the
Senior Civil Servants, with the help of the Banker and

the Organizer.

10.1 Unemployment is the most telling of the

social indicators. It is measured by the Civil Servant
in charge of Welfare and Education.

10.1.1 The Civil Servant obtains from the Banker,
all Company NManagers, and other players, the occupations,
employers, and incomes of all roles. (After the first

Census, this becomes easier, as only changes need be
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recorded.) Presence or absence of Subsistence is also
noted at this time.

10.1.2 An Employment Index is calculated for each
Region as outlined in section 5.2, In addition, an
aggregate Employment Index, consisting of the ratio of
Unemployed to total population, is calculated for the
Interlake Area as a whole.

10.1.3 Any Employment or Subsistence effects which
affect reveuue or employment in the following stage
should be reported to the affected parties and the

Banker.

10.2 Pollution and Resource Depletion are measured

by the Civil Servant for the Environment. These factors
indicate the government's concern for environmental
problems.,

10.2;1 Measurement of these indices and descriptions

of programs to counteract them may be found in section 16.

10.3 Gross Regional Production is a measure of the

economic productivity of the Interlake Area. It is
measured by the Civil Servant in charge of Commerce and
Development, with the help of the Banker,

10.3.1 The Banker is responsible for all funds
which enter and leave the Interlake, He should keep
records of all transactions.

10.3.2 The Gross Regional Product (GRP) is obtained
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by adding together all revenues entering the Interlake
during the Payment Phase of each stage. This equals all
payments to Large Farms, Coupanies, Smallholders, and
Fishermen durihg a stage, excluding internal transactions.
10.3.3 A Net Regional Product (NRP) may be obtained
by subtracting all Maintenance Costs and Construction
FPees from the GRP.
10.3.4 Note that neither GRP nor NRP measure
funds injected into the Interlake by the Federal
Government, except where these funds are used as

expenditures.

10.4 Labour Unrest is measured by the Chief

Justice.

10.4.1 The ILabour Index is merely the number of
workers who participated in Strike Actions in each
stage, Details pertaining to Unions and Strikes may

be found in section 15,

10.5 Evaluating the Simulation: As each social

and economic indicator is calculated, it should be ann-
ounced to the participants in the simulation.

10.5.1 Although the various indices only affect
the simulation in certain cases, they are indicators of
trends which might cause the Interlake Area to collapse
into disorder and economic failure. Knowledge of these

trends may help the players and the government in
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particular to halt a movement before disaster occurs.

10.5.2 Several of the Indices refer to rules
not yet mentioned. Despite their omission from the
System Rules, these elements of the simulation are
very important.

10.5.3 The Census measurements are also an important
ailid to information-gathering in other phases of the
simulation, and in evaluating the simulation after -
its completion. For this reason, all records should

be kept as accurately as possible.

11.0 Contingencies:

11.0.1 In the real world, certain unique events
occur which are too rare to include in the Interlake
Simulation as regular events. Floods, droughts,
serious inflationary periods, food shortages, or
energy crises may only be seen once in a lifetime.

The Contingency rules enable the Organizer to insert
such events into the simulation if he feels that such
a contingency would prove useful or interesting.

11.0.2 The contingencies described here are only

a sample of the possible events. Organizers may compose

their own contingencies to fit special situations.

11.1 Flooding of lakes, rivers, and streams is a
serious problem in many areas, especially during

spring runoff, In economic terms, floods have the
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greatest effect on agriculture, by ruining crops. As
well, public utilities are sometimes disrupted, and
recreation areas may require renovations after a flood.

11.1.1 #hen a Flood contingency is announced, a
die is rolled for each of Regions B, C, and D. A roll
of 3 or higher in a region indicates that flooding has
occurred,

11.1,2 In flooded regions, Maintenance Costs for
Public Works and Resorts are doubled during the flood
stage.

11.,1.3 Fach farmer in a flooded region must roll
a die. A result of 1 or 2 indicates flooding for that
farmer. Smallholders who are flooded lose their Automatic
Subsistence; if they have part-time Jobs, they must quit
work to rebuild their farms (i.e. they become Unemployed).
Targe Farm owners lose thelr Automatic Subsistence and
half their farm revenue for the flood stage only.

11.1.4 Drainage programs may be implemented in

each region to prevent flooding.

11.2 Drought, like flooding, has its greatest effect
on rural regions. Unlike flooding, a drought is more
general, and depends not on river channels, but on a
lack of water. Rural industries may suffer from a water
shortage, but those found in cities can usually approp-
riate enough for their own needs.

11.2.1 Drought causes revenue to drop by 20% to
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all Targe Farms and Companies in regions 3, C, and D,
11.2.2 A1l farmers must roll a die. Those who roll
& 1 lose their Avtomatic Subsistence unless they have

completed an Agricultural Education program.

11.3 General Inflation affects everyone, but the

poor are hardest hit, because they have no surplus cash;
and few are able to sacrifice luxuries they do not possess.
11.3.1 Inflation adds $2 to the wholesale price of
Subsistence Tickets to Vendors; i.e. the VYendor must
pay the Banker $9 for 1 Subsistence Certificate or:-5
Subsistence Tickets instead of ¥7.
11.3.2 Ten percent is added to the cost of
FMaintenance or Construction of any facility.
11.3.3 The inflationary trends generally begin
with increased prices and profits. Inflation adds 10%

to the revenue of all Companies.

11.4 A World Food Shortage would generally be

beneficial to Canadian agriculture, by raising prices
of agricultural products. However, only the large
Agri-Businesses show a tangible increase in revenue,
due to price regulation at the intermediate levels
of marketing.

11.4,1 4 World Food Shortage adds 20% to the

revenue of Large Farms.
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11.5 An Energy Crisis, whether artificial or real,

has a serious effect on industry, especially the

Transportation sector of the economy. Although Canada

is relatively safe from such a crisis today, this rule

demonstrates how such a crisis might affect the Interlake,
11.5.1 An Energy Crisis adds 10% to the Haintenance

Costs of all facilities. In addition, Unitruck must pay

the Banker $1 for every Travel VYoucher sold, and

Caravan Construction must pay the Banker $15 for

every car sold. These companies may pass on their

added costs to their customers.

11.6 Notei All contingencies are temporary.
Conditions return to normal at the start of each new

stage unless the Organizer renews the contingency.
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PART III: SUBSYSTEX RULES.

The Subsystem Rules apply to specific roles,
institutions, and events found in the Interlake Man-
agement Simulation. A brief summary of each section will
be presented at the start of each major section to help

players find the rules which apply to them.

12.0 Revenue and Income:

12.0.1 This section deals with productive revenue
as derived from the Banker, as well as the means of
distribution of Salaries, Dividends, and other funds.

In places, this section also overlaps with section 13.0,
Taxation.

12.0.2 General Rule: In the Payment phase of each

stage, the Banker delivers Cash Revenue and Products for
Sale to Company Managers, Farmers, fishermen, and
Vendors. All Salaries-and Dividends from non-Government
revenues are paid to employees and shareholders, minus
anrIncome Tax. Government Employees are paid during the

Taxation Phase.

12.1 Revenue is the physical product of work, and,
in the Interlake Simulation, is'presumed to originate
outside the Interlake community. In addition to meney,
Revenue also includes -Travel Vouchers and Cars. Sub-

sistence Tickets and Certificates are a special kind
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of Revenue, produced outside the Interlake for use within
the Area. In the limited sense presented here, Automatic
Subsistence is also Revenue.

12,1.1 The kinds and amounts of Revenue vary &ccord-
ing to the recipient's status, the presence or absence
of certain Gontingencies (section 11), and random
factors.

12.1.2 Farm Revenue is marked on the Role Cards

of Farm Owners at the start of the Simulation. Revenue

to a Large Farm is fixed at §$25; Smallholders do not

receive any Farm Revenue unless they participate in
Drainage Programs or Agricultural Assistance programs.
Details on these may be found. in section 16.

12.1.3 Vendors receive only Subsistence Tickets
and Subsistence Certificates as Revenue. Each Vendor is
given 30 Subsistence Tickets and 6 Subsistence Certificates
in the Payment Phase. The Vendor must pay for any Tickets
or Certificates sold during g stage-in the MNaintenance
Collection Phase, and return the unsold ones to the
Banker. The Vendor pays $7 for each Subsistence Cer-
tificate or 5 Subsistence Tickets sold, and $2 for
each Subsistence Ticket up to 5.

12.1.4 Company Revenue is calculated with the aid

of a die and the Revenue table printed on each Company

Card. As the calculation-<of Company Revenue is a special
case, it is described more fully in section 14, Comn-

panies. Company Revenue includes Travel Vouchers and
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Cars.

12.2 Salaries and Dividends: During the Payment

Phase, Company Employees, including Managers, receive
Salaries from their Managers. Farm Operatives are paid
a Salary by the owners of the farms ohcyhich;they work,
Sha¥eholders-also receive Dividends from their Companies.

12.2.1 An Income Tax is removed from all Salaries
and Dividends hefore payment as described in section 13.

12.2.2 Dividend payments are derived from Company
Revenue as described in section 14.

12.2.3 Salaries are independent of Revenue, and
may be negotiated in the case of individual workers or
Union members as described in section 15, Unions.

12.2.4 Salaries of Government Employees are paid

as described in section 13.

13,0 Taxation:

13.0.1 In order to maintain publie-utilities’ and
services, Governments were invented. Taxation was later
invented as a relatively painless method of paying for
the Government and the services it provided. This ¢
section is of interest to all Interlake residents,
but applies particularly to Iianagers, Farm Owners,
Fishermen, and Civil Servants.

13.0.2 General Rule: Each Senior Civil Servant is

assigned a Region from which he must collect Taxes

during the Taxation Phase of each Stage. To save time,
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llanagers and Farm Owners remove taxes from their
eutployees!' Salaries and Shareholders' Dividends before

payment.

13.1 Taxable Income: There are several classes

of revenue from which taxes are extracted. Other
classes of taxation may be devised by the Legislature.

13.1.1 Corporate Taxs: Companies are taxed a rate

based on the remainder of Company Revenue after payment
of Salaries and Dividends. For this purpose, Revenue
includes Sales Revenue from the previous stage.

13.1.2 Dividends to Shareholders are taxed.

13.1.3 Salaries to all enployeés are taxable,

13.1.4 Personal Income from self-employed roles

is taxable, This includes Revenue earned by Farm Owners
and Fishermen, and profits made by Vendors from the
sale of Subsistence Tickets and Certificates during
the previous stage.

13.1.5 The Taxation Rate for all classes of

Income is 20% at the start of the simulation.

13.2 Levying of Taxes: Only the Interlake Legislat-

ure may levy a tax or change a rate of taxation.
13.2.1 Only the Civil Servant assigned to a

region may collect taxes in that region. Additional

Civil Servants may be hired to aid in Tax collection,

but they must be given the specific powers to collect
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taxes where help is needed.

13.2.2 A salary of $2 or less may not be taxed, This
rule is designed to protect players from taxes which
might render them unable to purchase Subsistence
Tickets.

13.2.3 Capital purchases or property improvements
are not taxable. This is because purchases such as.
cars are already taxed as Sales Income, and funds
used to purchase "improvements" such as new companies
or Expanded companies leave the Interlake entirely.
Property Improvements usually yield additional revenue

which can be taxed in any case.

13.3 Salaries of Government Employees: All taxation

revenue is turned over to the Civil Servant in charge of
Welfare and Education, who then pays Salaries to all
Government Employees, including Civil Servants, Leg-
islative Xembers, Teachers,; Police:Officers, and any
other Civil Servant hired during the simulation.

13.3.1 411 Government Employees are subject to the
same taxation reguirements as any other salaried worker.

13.3.2 The Department of Welfare and Education

manages all Government Funds.

14.0 Companies:

14.0.1 Governments and Companies are complex

entities. whereas Agriculture and Fishing are essential-

.
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ly one or two-person enterprises, Companies are large
businesses requiring incorporation, sales of shares,

and employees. The Interlake Govermment is more complex
still, and its importance to the simulatiocn 1s such that
it must be dealt with in several sections.

14.0.2 Swmnary: Companies are large business COrp-
orations. Companies may be created and expanded with
Government permission, by selling Shares and hiring
employees. Company Revenue is dependent on economic
conditions, which areysimulated using dice, and on the
inherent profitability of each Company. Revenue must
be expended to pay employees, to pay taxes, and to
distribute Dividends te Shareholders. Shareholders are

responsible for Company actions.

14,1 Company Revenue: Each Company is assigned a

distribution of Revenue which is printed on the Com-
pany Cards, as depicted below and in Section 1l.4:

Revenue até

Die 2/3 Full

Roll cap. cape
1 $36 $51
2 €48 $68
3 12 $102
4 $96 $136
5 £120 8170
6 $120 $170

Managers calculate revenue by rolling a die and
cross—indexing the die roll with the capitalization

of their Companies. Companies which are in operation at
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the start of the simulation have sold only 2 blocks of
shares, and use the "2/3 cap." column. The Revenue
Table is different for each Gompany.

14,1.1%The procedure described above is modified
by the number of responsibilities a Manager:takes upon
himself. A responsibility includes managing a company,
holding office in the Legislature, and managing a Farm,

14,1.2 Managers who have only one responsibility
must roll the die twice, and use the highes?t (i.e. best)
roll to determine their Company's revenue.

14,1.3 NManagers who have more than one respons-
ibility must roll the die once for each responsibility
and use the lowest (i.e. worst).result to determine
Revenue,

14,1.4 Managers who manage more than one Company -
must repeat the procedure for each Company they manage.
14,1.5 Farm Owners may remove their farms Tfrom

their list of responsibilities by hiring a second

Ffarm Operative.

14,2 Salaries, Dividends, and Taxes: After re=: .

ceiving Revenue from the Banker, Managers deduct
Taxes from Salaries and Dividends and pay these to
the appropriate players.

14.2.1 Salaries at the start of the simulation are
marked on Company Cards and Role Cards. Individual and
group negotiations may cause changes in Salaries. This

- is described in more detail in section 15.
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14.2.2 Dividends are calculated as Company Revenue
plus Sales Revenue from the previous stage minus present
Salaries, divided by 4. These Dividends are divided
equally between the blocks of Shares.

14.2.3 Corporate Tax is based on the remainder of

Revenue plus Sales after payment of Dividends and
Salaries. The Tax deducted from Dividends and Salaries
should not be included when calculating Corporate Tax.,
Taxes on Dividends and Salaries are based on the
amounts paid to individual roles. All fractional
values are rounded downward.

14.2.4 The money remaining after taxation is
Company Funds, which may be.spent only with the
approval of all Shareholders.

14,3 Maintenance of Companies: Companies of

all types are considered to possess physical facil-
ities which must be maintained to alleow the Company
to operate efficiently.

14.3.1 Maintenance Costs for each Company are
marked on the Company Cards. These costs must be
paid to the Banker in-<the Maintenance Collection
Phase of each stage.

14.3.2 Failure to pay lMaintenance Costs due to
lack of funds results in the Company's Revenue being
halved in the following stage. Double the normal

vpayment is then necessary to return the Company to
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normal operation,

14.4 Expansion of Companies: Companies in operation

at the start of the simulation or created during the
simulation may be expanded from their initial 2/3
capacity to Full.capacity by performing the following
actions:

14.4.1 An application to expand the Company must
be submitted by the lanager to the Civil Servant for
Commerce and Development. If approval is to be granted,
a Certificate of Expansion will be issued.

14.4.2 A third block of shares must be sold, and
the full price of the block must-be paid to the Banker
during the NMaintenance Collection Phase.

14.4.3 Two additional ¥Workers must be hired. If
the Company is unionized, the VWorkers must become union
members.,

14.4.4 If the above actions have been completed,
and the Government has provided the Utilities required
to use the expanded capacity, the Company may begin to
use the Full Cap. column of the Revenue Table at the

start of the next stage.

14.5 Kew Companies may be created during the

course of the simulation, Several potential sites for
Companies are considered to exist in the Interlakej

these are depicted on the Interlake Map, section 2.7.
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New Companies are created in a similar fashion to the
procedure for expanding a Company:

14.5.,1 An application to create a specific Company
must be submitted to the Civil Servant for Commerce and
Development. This application may be submitted under the
Federal Grants program described in section 18.

14.5.2 If the application is approved, %Lwo blocks
of shares must be sold, and the price of the shares
paid to the Banker during the Haintenance Collection
Phase.

14.5,.3 Four Employees must be hired, a Xanager and
three Workers. All education qualifications described in
section 9 must be followed.

14.5.4 The Government must provide the necessary
expansion of Utilities before the Company may commencé
operations. Note that the Government 's approval of a
proposed creation or expansion of a Company implies
a contract to provide these services-if needed.

14.5.5 New Companies begin operation at 2/3
capacity. A Company may not be created and expanded
during the same stage. This rule is designed to
simulate start-up times; a new business does not

spring up fully developed in a single year.

14,6 Special Rules pertaining to Companies:

Certain Companies serve special functions during the

Interlake Simulation, and have unique conditions
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attached to their conditions of operation.

14.6,1 Station WKZ operates a news service which

prints bulletins and announces messages as described in
section 7. The following special rules apply only to
WKZ 3

a. Radio Announcements are made by a WKZ employee,
who travels to each region and reads the announcement
once in a loud voice, Bulletins will merely:be posted
in each region. The employees of WKZ do not require
Travel Vouchers while they perform these services.

*b, As a Public Service, WKZ must provide the
Interlake Government with four free Radio Announcements
each stage, Government announcements beyond 4 must be
paid in-full, #KZ must also provide one Iree Radio
Announcement to each of the two Political Parties at
the Election Phase, as described in section 19.

14.6.2 Oaitruck Transportation operates a Bus

Company which provides travel services as described
in section 8. The following rules apply to Unitruck
Transportation only:

:2, One Unitruck employee is assigned to Traffic
Control as described in section 8.4.

b. As a Public Service, Unitruck must provide
three free Travel Vouchers to each Legislative Kember
and two Ffree Vouchers to each Senior Civil Servant at
the start of each stage. These free Vouchers are in

addition to those provided for sale.
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14.7 Employment Constraints: In addition to the

economic constraints required to create or maintain a
Company, relations between employer and employee have
effects on production and Revenues

14.7.1 Hiring and Firing: Company Managers may

only be dismissed or hired by a majority vote of the
Shareholders. All other employees are hired and fired
at the discretion of the Manager. In any stage, an
employee may never be hired or fired before the

end of the Payment phase. This rule is intended to
simulate difficulties in hiring personnel, and to
allow an employee sufficient time to find a job
before his money runs outb.

14.7.2 kanpower Shortages: If a Manager has been

pnable to find a replacement for an employee vy the end
of a Stage, it is presumed that the Company has been
short of staff for a significant period of time. This
has a detrimental effect on production, which is
depicted as follows:

During the following Payment phase, the lianager
rolls a die to calculate Revenue. For every employee
below optimum (i.e. 3 at 2/3 cap. and 5 at full cap.)
the Manager rolls the die one extra time. This increases
the probability that the Company will lose Revenue.

A Company may never receive revenue if the Manager or
a qualified replacement is absent from the Company.

14.7.3 Labour Relations have a considerable effect
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on the operation of Companies. This is described in

detail in section 15, Unions.

15.0 Unions:

15.0.1 Labour movements are important factors in
improving wages and working conditions. When used in
different ways, the powers of Unions can help and hurt
a local economy.

15.0.2 General Rule: Two Union Leader roles exist.

These leaders may attempt to form local chapters of thelr
two unions within the Interlake. When all the #Workers in
an employment sub-group belong to the same union, they

mzy back their wage demands through strike actions.

15.1 Union Formation and Ilembership: The puxpese

of a Union is to strengthen the bargaining position of
underpaid workers with respect to their employers. Therefore,
only workers who receive salaries from specific employers
may belong to Unions. The Banker is not considered to be

an employer, and occupations which receive income directly
from the Ranker cennot be unionized. This includes Farm
Owners, Fishermen, and Vendors. These occupations derive
their income from the sale of gocds, and not from labour.

15.1.1 A Company Union is considered to be in

operation when all salaried workers in a Company
belong to the same Union. Managers may not belong to

Company Unions if they own shares in.their Companies,
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to prevent conflicts of interest. In this case, the
Union can operate without the Hanager's membership.

15.,1.2 A Farm Union is considered to be operative

when all Farm Operatives in a single Region belong to
the same Union. As only Regions Brand C contain Large
Farms, only two Farm Unions are possible.

15.1.3 Government Unions become operative when

all salaried employees in one of the four departments
of government belong to the same Union. Because of

probable conflicts of interest, Senior Civil Servants
need not he included in these Unions, though they may
join them. Legislative Members may never form a Union.

15.1.4 Membership in a particular Union is

indicated by payment of $§1 in Union Dues in the
¥aintenance Collection phase of each stage. Payment

of dues confers union privileges . for the stage follow-
ing payment.

15.1.5 As there are two Unions, roles may only
belong to one Union for each salaried job. In most
cases . only one salary will exist.

15.1.6 If members of the different Unions work in
the same Company or government sector, the Unions must
trade members or otherwise come to an agreement before
a union chapier becomes operative. Government sectors

are defined for this purpose in section 16.

15.2 Union Organization: Two Union Leaders have
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been sent to the Interlake by the Workman's Union of
America and the Canadian Union of Workers (WUA and CUW).
In Stage I of the simulation, their Salaries are paid
by the Banker; thereafter they must obtain jobs or be
paid by their Union Workers,

15.21 Union Leaders are elected by their unions

every second stage, at the same time as Legislative
elections are held. These elections also determine the
Salary a Union Leader is to be paid. Union elections
are described more fully in section 19.

15,22 Union Leaders pay taxes on their Salaries as
defined in section 13; they are an addition to the list
of players the Civil Servants must.visit. Salaries are
received in the Maintenance Collection phase are taxed
in the following stage.

15.23 Union Dues are collected by the Union Leaders.

Dues are utilized for the salaries of Union Leaders,
strike relief funds, and for Union Expenses incurred in

travelling or message-distribution via WKZ.

15.3 Union Actions: Operative union chapters may

submit group demands for wage increases to their
employers. Wage demands which are rejected may be
negotiected. If negotiations fail, gtrike actions may
be initiated. Strikes which continue for unreasonable
periods of time may be terminated by government

arbitration.
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15.3.1 Wage demands to Companies are negotiated by

Shareholders. Farm Owners negotiate for Farm Unions,
and Legislative Members negotiate for. Government Unions,

15.3.2 Strikes may be called at any time after the
Payment Phase of a stage. A legitimate wage demand must
first have been submitted and rejected. A majority of
the workers in a union chapter must agree to strike or
no strike occurs.

15.3.3 Striking sectors of the Interlake become
inoperative. Players may not travel by bus if Unitruck
employees strike; Job Training programs may not operate
if Tesdchers strike, and so on, Company strikes cause
Maintenance Costs to double; as well, Companies suffer
from employee shortages as described in section 14.7.

15.3.4 Strikers may unilaterally decide to end a
strike, if they are threatened with lack of Subsistence
or feel that continued striking will harm everyone.

15.3.5 Arbitration procedures are possible if

a strike shows signs of lasting for two or more stages.

This is described in section 20, Legal Action.

15.4 Employer Constraints: Many tactics have been

developed by management to counter Labour actions. These

would be all too effective in this simulation, and the

following rules have been devised to protect the workers.
15.4.1 Unions are legitimate organizations. No

player may be dismissed from a company for holding
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membership in a Union. Just cause must be shown for
dismissal from any employment,

15,4.2 The Interlake ¥anagement Simmlation
contains no provisions for violence. Nevertheless,
employers may not hire "Scab Labour" during a strike,
on the grounds that violence would occur under these

conditions in the resal world,

16.0 Government Services and Programs:

16.0.1 The Interlake Government represents those

Municipal and Provincial employees who are responsible
to the people of the Interlake, For simplicity, they
have been represented-as an autonromous body. The
government is responsible for the creation and main-
tenance of many services in the Interlake Area. All
applications foerederal Grants as described in section

18 must be forwarded through the Interlake Government.

16.1 Utilities and Public Works: Sewers, water

supplies, roads and railroads, buildings, and drainage
systems are essential to the Interlake economy, and
are maintained and created through the Department of
Commerce and Development,

_16.1.1 Maintenance Costs for Utilities must be

paid to the Ranker in the HMaintenance Collection phase.
At the start of the simulation, these utilities cost

$100 in Region A, $50 in Region B, $20 in Region C,



and $10 in Regzion D.

16.,1.2 Creation or expansion of a Company during

the simulation requires Utilities to be expanded to maintain
services., The expansion costs the government $20. New
Companies also increase Maintenance Costs by %103

expansions cause an increase of $5. Note that Region A

does not need to expand its utilities for any reason,
although the Maintenance Costs still increase.

16.1.3 All applications and cost estimates for the

creation or expansion of private or public facilities,
including Companies, Schools, Drainage Systems, and
Pollution Control systems, must be submitted to the
Senior Civil Servant for the Department of Commerce and
Development for approval.

16.1.4 Departmental Organization: The Department

of Commerce and Development consists solely of the

Senior Civil Servant,

16.2 The Department of Welfare and FEducation is

responsible for financial assistance and educational
programs. Most financial assistance 1is given in con=-
junction with agricultural or educational programs, |
but pure Welfare payments also exist. The Civil Servant
for Welfare and Education is also the government Treasurer
and Yaymaster,

16.2.1 Education Programs enable players to raise

their educational levels and improve their
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chances of obtaining employment. There are two facets to
Educational Programs: Expansion of Schools and the
Adult Education programs themselves.

16.2.2 Expansion of Schoolsg: The four schools in

the Interlake are presumed to be operating to capacity

at the start of the simulation. They must be expanded
before any Job Training programs may take place.

School Buildings méy be expanded at a cost of $50 per
Teacher. This enables each teacher (including the school
principal) to process 4 Job Trainees per stage. A school
may be partially expanded if it has more than one teacher;
this allows only some of the teachers to participate in
these programs. To build a school in Regions B-or D would
cost §100 per teacher, New teachers must be hired to
operate new schools; they may be trained by the existing
teachers, If a Teacher does not live in the same region
as the school he operates, a Transfer fee of %20 must

be paid.to the Banker to change the player's region.

16.2.3 Educational programs may be implemented

in the stage following expansion of schools., The Civil
Servant for vWelfare and Education selects Job Trainees
in the Census Phase before training begins. In the
Program Implementation Phase, the Job Trainee must go
to a designated school, where a Teacher will provide a
Certificate of Training bearing the Trainee's name and
the degree of education achieved.

16.2.4 Educational Costs: To raise a player's
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educational level by one step (from below Grade 9 to
High School; from High School to University, etc.) costs
the Govermment %3 per student. As well, a fee of $15.per
teacher must be paid for all expanded schoolsg, and

$10 per stage for unexpanded schools., These costs

mist bée pald in order to operate an Adult Education
program,

16.2.5 Financial Assistance to Job Trainees may

be provided under-the following circumstancess:

Unemployed Job Trainees may be paid $3 as a bursary
to prevent lack of subsistence at the end of a training
stage.

Players who must travel to a different region for

Job Training must be provided with Travel Vouchers. This
incurs a Bussing fee of §3 per student which must be
paid to the Banker during the NMaintenance Collection
Phase.

16.2.6 Welfare: Unemployed players who lack
Subsistence may apply to the Civil Servant for Education
and Helfare to receive a Welfare Subsidy of §2. Welfare
is provided at the discretion of the Government, and
may be revoked at any time. Players may not receive
Welfare in any stage in which their roles received a
Salary, even if the role became unemployed before the
Payment phase. Welfare payments are distributed during
the Frogram Implementation phase of each stagee.

16.2.7 Departmental Organization: The Department
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of Welfare and Education consists of the Senior Civil
Servant and the Teachers, including the PrincipalsAof

the schools,

16,3 The Department of the Environment administers

all government programs which deal with Agriculture,
Wildlife, Fisheries, and Pollution Control.

16.3.1 Agricultural Assistance programs may be

organized to improve the marginal lands owned by
Smallholders, and to improve their farm management
techniques. Smallholders who receive Agricultural
Assistance are entitled to an:ihcome of $4 per stage,
gazwelt.-ascreceiving Automatic Subsistence in every
stage, Agricultural Assistance programs cost $10 per
8mallholder for Land Improvement, and the farmer must
complete an-Adult Education program as described in
section 16,2. As this is a special program, the
smallholder's Training Certificate must be signed

by an Agricultural Representative hired by the Government,
rather than a teacher.

16.3.2 Drainage Systems may be installed in each

region at a basic cost of $30 per region and a Maintenance
Cost of $2 per participant per stage. A Drainage System
protects all Public Works from floods, as well as any
Resorts and Farmers who participate in a program. Small-—
holders who benefit from Drainage Systems receive $2 in
revenue each stage, but may not hold jobs beyond the

management of their farms. Once a Drainage System has
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been provided to a Farmer or Resort, the $2 maintenance
fee must be paid or the entire Drainage System becomes
inoperative in the following stage. The Civil Servant
or an Agricultural Representative must inform the
participants of a program that they are receiving
assistance,

16.3.3 Wildlife Conservation: Hunting and trapping

by Minority Group Members is causing a 7% reduction in
Wildlife per stage for each NMinority Member in a region.
The Department of the Environment may counteract this
depletion by creating Wildlife Areas, Companies which
increase #Wildlife by 10% per region, and by persuading
Kinority Group Members to -stop hunting. ¥When a Minority -
Member agrees to this, he forfeits his Automatic
Subsistence and must find another source of income,

16.3.4 Fishery Conservation: IFishery Depletion in

Lake Charlotte and Iake kanitou occurs:zat:=a rate of
10% per Fisherman. A Fishery Conservation Program for
each lake may be introduced at a cost of $10 per stage.
These programs improve the fisheries in each lake by
20% per stage. As well, the Department may attempt to
persuade the Fishermen in each region to cease fishing.
This causes a Fisherman to forfeit his $3 income.

16.3.5 Pollution Control: Industries pollute their

regions at a rate of 8% per stage. Resorts pollute their
regions by 4% per stage. These may be countered by
building Effluent Treatment Centers at a cost of $30

per business or resort. These are Public wWorks which
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cost §4 per stage to maintain., Wildlife areas may also
be built; these counter pollution by 4% per stage.
2f..16,3.6 The values of #Wildlife and Fishery Depletion
and the Pollution Index are measured during the Census.

16.3,7 Departmental Organization: The Department of

the Environment consists of the Senior Civil Servant and
any Agricultural Representatives hired by him. Notes
An Agricultural Representative must have a grade 12

edqucation, or have completed an Adult Education program,

16.4 The Department of Justice and Democracy is

responsible for the Postal Service and the operation of
Elections, as well as the administration of -justice
through the Interlake Courts.

16.4,1 A Postal Worker is responsible for the

delivery of messages and packages between regions in
the Interlake as described in section 7.l.

16.4.2 The Election procedures for the Interlake
Area are described in detail in section 19. All Civil
Servants are required to assist the Chief Justice in
charge of Justice and Democracy in these matters.

16.4.3 Justice is served through the Interlake
Courts,-which are aided by a small Police Force. The
situations requiring these courts to be used, and the
procedures for administering justice, are described in
section 20.

16.4.4 Departmental Organization: A federally
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appointed Chief Justice administers this department. He
may not be removed from office unless clear evidence of
incompetence or corruption is available. Two Police
Officers also operate in this department, as does the

Postal Worker.

16.5 Taxation: Matters concerning the collection
and distrivbution of public funds are administered through
the Civil Service as a whole, as described in section 13.
The Legislative Assembly makes all decisions related to

sovernment funds.

17.0 Legzislative Sessions -

17.0.1 The real.business of government:is.to serve
the people it governs. Nevertheless, the word "govern-—
ment® brings to mind the operations of Parliaments and
Congresses, the political side of public service. This
part of a political system is at:-least as important as
the Civil Service, as it deciées how the government will
administer its services and.programs.

17.0.2 Teneral Procedure: During the odd-numbered

stages of the Interlake Simulation, the Legislative
lembers must hold assembly to debtermine the best way to
allocate programs in the Interlake. They must base tnelr
decisions on information gathered by the Civil Servants,
and on the needs of the people of the Interlake, as

determined in the Grant Application phase preceding
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the Legislative Session.

17.1 ™aformation Gathering: Data concerning the

Tnterlake Area is collected continuously throughout the
gimulation, but decisions should be based on the following
criterias

17.1.1 Grant Applicationsg for funds or services are

direct indications of people's desires. As well,
applications from unemployed or underemployed players
may allow the Federal Government to:-share costs on such
projects as new Companies, Drainage Systems, and Schools.
FPederal Funding is described more fully in section 18,

"17.1.2 Applications for the expansion or creation

of Companies should be carefully considered, as industries
incur costs to Public Utilities as well as providing
tax revenue.

17.1.3 The various Social Indicatorsscalculated ..

during the Census phase will show where the govermrzent!s
attention should be focussed; towards unemployment,
pollution and resource depletion, labour relations, or
increasing productivity. |

17.1.4 Taxation Revenue is the most important

constraint on government spending. Because the Interlake
is a cash society, as described in section 6, the

terlake Government may not engage in defici® spending.
It must pay cash to the Banker for all services

purchased, or the services are not provided. Thus,



—~85=

if the Legislature has too little money to perform the

programs it needs, additional revenue must be obtained.

17.2 Legislative Decisions: The Legislative

Assembly is limited in the kinds of decisions it may
make,
17.2.1 The Assembly may approve or rejeet Grant

Apblications. On approval, the Grant Application must

be forwarded to the Banker for approval, as described
in section 18,
17.2.2 The Legislature may implement or expand any

~

of the Government Services or Programs described in

sedtion 16.

17.2.3 Legislation may be passed to regulate taxes,

create or remove license fees, prices, wages, and unions.
The Legislature may not regulate the Police Force, the
Elections, or the Legal System, except in lmposing fines,
as described in section 20.

17.2.4 A1l Legislative decisions should be made
with the assistance of the Civil Servants, who must

administer the programs.

17.3 Budget Constraints:

17.3.1 Regional Maintenance fees for Public

works should be allocated vefore any other fees.
Failure to maintain these Utilities results in economic
deterioration:: all revenue in a region 1is halved in the

following stage.
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17.3.2 All costs of a program should be assessed by
the appropriate Civil Servant before implementation begins.
Frojects which exceed budget constrainis may be partially
constructed if they involve several separate expenditures,

but they yield no benefits until they are completed.

18.0 Federal Grantss

18,0.,1 In the 1960s, the Governments of Canada and
Manitoba implemented a .series of rural development
programs in the Interlake Region. Costs faor the
projects were shared on a proportionate basis by the
province and the federal government. This rule section
simulates the operation of this cost—sharing agreement.

18,0,2 General Rule: The Federal Government, in

the person of the Banker, will provide 50% of the funds
for new government programs designed to aid unemployed

or underemployed groups in the Interlake.

18,1 Program Types: The following projects are

eligible for Federal funding:

18.1.1 Creation or Expansion of a Crown Corporation.

Interlake Residents may apply to create a Company. 50%
of all costs of setting up a Company, including
construction, wtiiity - expansion, and ftraining of
employees and Kanagers, may be paid by the TFederal
Government. The Interlake Government is the only

shareholder in a Crown Corporation, unless a private
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citizen is willing to buy 2 block of shares.

18.1.2 Implementation and operating costs for
all Education, Conservation; Agricultural Assistance,
Drainage, and Pollution Control pregrsms which will
asslist disadvantaged groups are eligible for Federal

funding.

18.2 Application Procedure: During the Grant

Lpplication phase of each stage, Legislative Members
must travel to the regions they represent and discuss
the needs of the residents in each region,

18.2.1 Grant Application forms are available from

the Organizer. The Legislative Member for a region helps
fill out the applications, which must include the nanes,
occupations, and states of employment of the people to
whom the benefits of the project will go, as well as

a complete description of the project.

18.2.2 During the Lezislative Session, costs of the

project are estimated, and the project is approved or
rejected by the Legislature. More than 50% agreement is
rneeded to pass an application.
07 ...18.2.3 Applications which are approved must be
forwarded to the Banker for approval, Rejected applications
may be retained by the Legislative Kember who forwarded
them, for later consideration.

18.2.4 If the Banker approves an application, he
provides funds immediately.

18.2.5 Rejected applications may be funded entirely:



through Interlake funds., They then become Interlake
Fund programs, and are not subject to the Review

procedures described below,

18.3 Grant Review: In the case of projects lasting

several stages, the results of a program, in terms of
costs incurred, income created, decreases in unemployed
persons, ete., must be submitted to the Banker to
obtain additional funds in each-stage., If the Banker
finds a project to be lacking in positive results, he
may refuse to grant addiftional funds. These progranms
must then become Interlake Fund programs or cease

operation at once.

18.4 Interlake Fund: The Interlake Government need

not place its programs in the hands-of the Federal
Government. If funds are abundant, the Legislative
Assembly may perform any of the projects described in
section 18.1 with no assistance from the Banker,

Programs whose Federal funds.liave.been: cutoff -or -reject-

ed:are:alao eligible Zor Interlake Funding.

19.0 Elections:

19.0.1 On a large scale, the democratic process
plays a part in the Interlake Simulation in only two
cases: the Electians of Legislative Members and Union

Leaders. All other decisions are made by individuals
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or small groups.

19.1 Legislative Elections occur in the Election

phase of even-numbered stages.

119.11 The Chief Justice is responsible for all

elections. The other Senior Civil Servants assigt him
by collecting ballots from their own regions as.assigned
on their Role Cards.

19.12 Nominations: Each candidate for election in

a region must be nominated by another role resident in
that region. The nominee need not be a resident in the
region he represents. Each region must have at least one
nomineé;. Region A must have at least. two, _as two
Legislative Members must be elected for Region A.

19,13 Csmpaign Funds: Each candidate who accepts

a nomination must place a deposit of $20 with the

Civil Servant for his region. Candidates who receive

three or rerervoteswmay-reclaim their deposits.

No one may run for more than one office at a time.
19.1.4 Voting is accemplished by the use of secret

ballots. Players are entitled to one vote per role,

The voting is scrutinized by Civil Servants and

representatives of the two political parties.(See

section 19.2.) The Chief Justices may not vote except

in the case of a tie,

19.1.5 Ten minutes is allowed before elections for

campaigning.
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19.2 Political Partiegs: There are two political

parties in the Interlake Area at the start of the
simulation, parties L and R,

19.2.1 lembers of the two parties may expand party
membership by collecting membership dues of $1. Party
members must also pay dues each stage.

19.2.2 The two official parties are entitled G0
two minutes of free Radio lNessage each at election time
for campaign speeches.

19.2.3 The purpose of the parties is to:provide
a unified government, and to enable players without
funds to run for office by using money lent them by
other party members, or derived from membership fees.

19.2.4 New parties may be organized, and fees set
as desired, No player can be forced to Jjoin a political

party.

19.3 Union Elections. are held by ballots sent through

the mail. Each union memver votes for the player he feels
would make the best Union Leader.

19.3.1 All votes must be for other players; no one
may vote for himself., Each voter also votes for the
salary he feels would be suitable for a Union Leader.

19,3.2 .A11 votes must be for members of the same
union. In the case of a tie, a by-election should be
heid using the tied names., The votes are counted by

a player who is not the present leader of the union.
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19.4 Newly Elected Union Leaders and Legislative

Ilembers take office at the start of the stage following

their elections.

20.0 Legal Action:

20.0.1 Because the Interlake Management Simulation
is very complex, fthere are $00 many special cases and
limitations which could be applied to the simulationy
to include all of them would double the size of the
rules, The Legal Action rules are intended to allow
players to decide for themselves concerning certain
rules, and to deal with infractions within the frame-
work of the simulation.

20.0.1 General Rule: Players who have a complaint

against another player may seek redress in the Interlake
Courts. The kind of judgement handed down in the case
depends on whether the complaint is Criminal or Civil,

and whether a Union Arbitration is involved,

20.1 Crimes: Police action is necessary in the
event that a crime has been committed.

20.1.1 The following actions are considered to
be crimes:

a, Tampering with the Mail.

b, Tampering with Elections.
¢c. Bribing Public Servants.
d. Extortion (charging unfair prices for Sub-

sistence Tickets).
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e. Tax Evasion (Includes failure to pay license
fees and fines),

20.1.2 Players who suspect that a crime has been
committed may submit a complaint to the Chief Justice
bearing the name of the plaintiff as well as the player
accused of the crime.

20.1.3 If the Chief Justice believes the complaint
to be valid, he may issue a warrant for the arrest of
the accused: A Police Officer must serve the warrant,
and must immediately escortithe accused to the Courts
in Region A. The accused must remain in custody until
he is brought to-trial.

20.1.4 Prisoners- must-be brought to trial within
one stage of their arrest. ALl prisoners must be

supplied with Subsistence at Governnment expense.

20,2. Court Procedure:

20.2.) Civil and Union Actions follow the same
procedures as Criminal Actions, save that no one is
arrested in the former.

20.2.2 Trials and Arhitration proceedings are held
in the Program Implementation phase of any stage.

20,2.3 The Chief Justice runs all court proceed-
ings, A Jury of six players must be selected for every
Court Action. The Jury must e acceptable to koth sides
of a dispute.

20.2.4 Only one spokesman is pernitted per
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side in a dispute. In Criminal and Civil actions, these
are the Plaintiff .and the Accused. Union Arbitration
procedures are debated by ohe Union Member and one
representative of the Tmployer.

20.2.5 Each party in an action is given five minutes
to plead his case, calling any witnesses as needed.
These witnesses must be present at the start of the
trial. The Jury then has five minutes to retire and
present a verdict agreed %o by over 50% of the jurors.

20.2.6 The Chief Justice then announces a settle-

ment or pronounces a sentence.

20.3 Kinds of Judgements:

20.3.1 In Civil or Criminal Actions the jury

must find the accused Guilty or Not Guilty. The
Chief Justice may then imposeza fine, a sentence,
or a settlement in the case of a Guilty vezdict.

20.3.2 Fines may be imposed against players
for Crimes as defined in section 20.1 or for offences
defined by the Interlake Government during the simulation.
Fines must be paid, and failure to pay is regarded as
Tax Evasion, a Crime.

20.3.3 Sentences are the equivalent of prison
sentences, and may only be imposed in Criminal cases.
Players who have been Sentenced may not receive an
Income or Subsistence for the duration of the Sentence.

They become unemployed, and may not seek employment.
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A player who has been sentenced to prison may not travel.
Imprisonment costs the Government $10 per stage per
prisoner, Prison sentences begin at the start of a stage
and end at the end of =z siage.

20.3.4 Settlements are required in Civil cases.

They take the form of instructions by the Justice to
the guilty party to make payments or otherwise make
amends to the plaintiff, Failure to obgy a Settlement
instruction is grounds for fining,

20.3.5 In StrikeiArbitrations, the jury must make

a declaration for the Union or for the Employer.

20.3.6 If the judgement favours the Union, the
Chief Justice must grant the Union a wage increase
greater than that offered by the Employer.

20.3.7 If the judgement favours the Imployer, the
Union must accept the wage increase offered by the
Zmployer, Wages may not be lowered in this case, and
no further strike action may be taken until the end of

the next stage.

20,4 Civil action and Arbitration:

20.4.1 A Civil Action is initiated by a complaint

by a player which does not concern a crime. The Chief
Justice must still decide whether or not the complaint
is valid.

20.4.2 Strike Arpitration may be invoked by either

- Labour or lianagement once a:sirike has lasted for more

than one stage.
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B, THE INSTRUCTOR'S MANUAL

This manual is designed for use in conjunction with the
Interlake lLianagement Simulation. It contains most of the
special components needed to use the simulation, and o = Iz
provides suggestions for the efficient use of the

exercise.

1. Intent of the Simulation:

This simulation exercise is intended to teach
players about the complexities of Regional Development
by allowing them to plan and implement their own
development programs within a simulated community.
Although the resources available to players are
limited, it is the uses to which these resources
are applied which will determine the success or
failure of the development programs. Teamwork is
essential, as the Government will be unable to
raise funds for programs unless players postpone
the temptations which exist to maximize personal
gain, #ithin the simulation framework, it is possible

for all players to benefit from cooperation.

The Interlake ilanagement Simulation is inten-
tionally complex. Regional planning is a complex
process, and not all of the people affected Dby
such plans are interested or in agreement with the

planners. Opportunities have been created for the
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simulation to proceed in many directions. In one
exercise, Union Action might predominate; Politics
and Business might prevail in others. The economic
constraints on the simulation focus attention on
Government action and reaction, but the people chosen
to play different roles will have a coensiderable

effect on the course of play.

2. Preparationsg for Plays:

a. Playing Area: The amount of spéace needed to

stage the Interlake llanagement Simulation will vary,
depending on the number of players. For the full
complement of 92 players, at least 4 rooms of

school classroom size will be required. The rooms
should be linked by.a common hallway. A single large
room, such as a gymnaesium, might also prove adeguate,
but the four Regions should be clearly separated.

A cafeteria should be located nearby, for lunch and
coffee, unless the Organizers are providing these.
This problem will not arise if the stages are played
in a classroom context on different days.

b. Role Distribution: Yhen fewer than 92 people,

plus-the Orgenizer and the Banker, participate in
this exercise, some players must be given several
roles. This is because the numerical factors in the
simalation have been calculated to fit the number of
role cards, and any reductions will meke it difficult

for development programs to succeed. kajor roles

o e
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such as Legislative lMembers, kanagers, and Civil
Servants, require considerable attention, and should
not be combined with other roles. wWorkers, Kinorivy
Group Members, and Smallholders are less demanding role
types, and can be combined without overloading players.
Role combinations should belong to the same region,

but not to the same Company or ethnic group. If a
player controls several roles in the same Company,

he may be able to ferm a Union at the start of the
first Stage, and his control will be too great. A
mixing of role types provides more possibilities for
interaction,

c. Briefing the Players: The rules to the Interlake

fanagement Simulation are complex, and must be understood
by all players. The Crganizer should distribute the

Rule Manuals to players béfore the day of the exercise,
and should ensufe that sach participant knows his or

her part in the simulation. The Rule Manual states that
many of the rules represent natural laws which may not
be broken; this should be repeated before the exercise

begins.

3. Conducting the Exercise?

The Organizer plays a minor role in actually
operating the simulation. The Rule lManual covers most
of the possible occurrences in the exercise, and the
players themselves should enforce the rules. The

Organizer's chief function should be as a timekeeper
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and observer. As time will frequently be limited in

this exercise, the Organizer should announce the amounts
of time remaining in the stagesyland should remind
players of the events and actions they must complete
before proceeding to the next stage., If the pace of

one phase begins to slacken, the Organizer should
intervene to restore interest in the simulation. One
option open to him is the Contingency .phase, ¥Which
allows him to "sabotage" the success of a program

when a particular simulation proceeds too smoothly.

The Banker is a more active participant in the
simulation. Fuch of his time will be spent in record-
keeping and in distributing and collecting funds. Tables
and charts have been prepared to facilitate the Banker's
duties, but he must still know the Rule Manual better
than any of the other players. When acting as the Federal
Government, the Banker must judge the merits of each
Grant Application, and should consider the consequences
of his decisions. In general, Grants should be approved,

rather than rejected.

4, Ending the Exercise:

a. Selecting an endpoint: This simulation 1is

intended as an educational experience rather than a
complete exercise which must be nfinished." A period of
three or four stages should suffice to indicate whether

the programs would have succeeded or failed. The end
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of the simulation should not come at a logical brezk,
such as the end of a stage, as the players should still
be interested in the exercise for the de-~briefing which
will follow. The best point to end the simulation is
when chaos is about to occur, rather than during a
phase of tranguility.

b, De-briefing the players: In any simulation

exercise which requires competition and role-playing,
a thorough de-briefing is a vital necessity.lOPlayers
must be given the opportunity to discuss their exper—
ience with other players under controlled conditions,
to prevent misunderstandings and emotions expressed
in the exercise from escaping to the real world.

The de~briefing should take the form of a discussion
controlled by the Instructor or Organizer. Questions
should be asked, concérning what the players learned
from the simulation, what they felt, and what they
observed. Opinions should be gathered from each role
group and region, limiting each speaker to three
minutes. Only one persen should be allowed to speak
at a time, at the direction of the Crganizer.

The de-briefing should not degenerate into a
"re~play" of the simulation; players should be allowed
to Go this on their own time. At the end of the de-
briefing, players should be requested to write a
2-page report on what they learned from-the exercise,

and how it might be improved or adapted.
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5. Physical Componentss:

a. Pacilities: Although the Interlake kanagement

Simulation may be played in an unfurnished room, sgome
amenities should be used, Tow:cuvmfort if nothing else.
All players who need to write information should be
provided with a table or a desk. Separate conference
tables for the Legislature, the Courts, and some of the
Companies will strengthen the impression that groups of
people do exist in the simulation. If the Holiday
option (Rule Kanual, section 8.3) is used, a separate
area should be set up, containing comfortable chairs,
magazines to read, and periiaps a coffee machine. This
will make "Holidays" a désirable: option within the
framework of the simulation. Chairs may be provided

for the other vlayers, but they are not necessities.
The Banker and the Organizer should have a table
separate from the other players, to store materials.

Y. Playing ¥aterials: Dice, pencils, and writing

paper will be needed by some players during the
simulation. The Banker and Organizer should control
the dice. The special sheets and cards used in the
simulation are printed in this Instructor's Manual.
‘'he sheets ghould be detached from the Manual and
copied on a xerox machine. The original sheets shoulad
be retained in a "master filé", as the sheets will he
written on, lost, or torn.

i. Banker's Information Sheet: These pages

should ornly be given to the Banker for reference
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purposes, and only one copy of each is needed. These
sheets summarize data found on sheets and cards and
scattered throughout the Rule Manual.

ii., Summary of Costs; Summary of Populstions and

Occupations: 10 copies of each of these are needed;

they should be distrivbuted to the Banker, the Senior
Civil Servants, and the Legislative liembers.

iii., Census ILists: The Banker will require one

copy of these; the Senior Civil Servants may require
two copies. The lists should be used to monitor taxation,
subsistence, and employment,

iv. Information Cards: The Role Cards, Company

Cards, and Assets listed on the cards should be distrib-
uted to the players at the start of the exercise,

Cards for Undeveloped Companies should be retained by
the Banker until a player wishes to start a Company.

v. Money, Certificates, and Vouchers: As large

amounts of play money are required in the Interliake
lManagement Simulation, the cost of copying the samples
provided will be high (at least 200 $1 bills will be
needed). Rather than spend $10 on xerox copiles, potential
users should invest in several packs of lionopoly money,
available from Parker Brothers at a reasonable cost.
Similar ressrictions apply to the Subsistence Tickets

and Travel Vouchers. Coloured Bingo Chips are a useful
substitute for these cards, and different colours can

be used to separate the'stages of the simulation,

In adaition, they will relieve the monotvony of handling .
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hundreds of pieces of paper. Other possibilities will
occur to individuval users of the simulation,

The Grant Application Forms and the Certificates
~of Expansion should be held by the Senior Civil Servants;
all other sheets, cards, and forms should be kxept by the

Banker until needed.
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RPankerts Information Sheet

A. Companies: Revenue to Companies is calculated using

the Revenue Tables on each Company Card. Other important

data are summarised below:

Company Name Region Cost of  HMaintenance
Shares Costs

Station WKZ = A $200 85
Unitruck Transportation . A $300 $15
Interlake Furnishing A* $200 $10
Caravan Construction B $200 $10
Point Arthur B $200 $15
Sandy Bay ' B $300 $20
Roadmasters C $200 $15
Shoaling Beach C $200 $15
Wildfowl Unlimited C $200 $5
Undeveloped Companies

Interlake Clothing A $300 $10
Food Processors B $300 $10
Gameland C $300 $5
Moose Creek Range D $400 $5
Sandy River Park D $250 $5
Hidden Beach B $400 $10

*The Manager of Interlake Furnishing lives in Region

B.
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Banker's Information Sheet (cont'd)

B, Other Revenue: The Banker delivers revenue to

individuals according to the following schedule,
using the Census Lists to determine the recipients:

Code Job Classification  Amount of Revenue

FO Large Farm Owner $25 per stage
FM  Fisherman $3
UL Union Leaders $5 (Stage 1 only)

C. Productg for Sale:

Unitruck Transportation receives 25 Travel Vouchers

per stage at 2/3 capitalization, and 50 Vouchers when
fully capitalized. In addition, the company receives
23 special Travel Vouchers For distribution to Ssnior
Civil Servants and Legislative Liembers.

Caravan Construction receives 4 Cars per stage at

2/3 capitalization and 8 per stage at full capitalization.
Vendors receive 30 Subsistence Tickets and 6 Subsistence
Certificates per stage in each region. For each Certificate
or 5 Tickets not returned to the Banker at the end of a
stage, the Vendor must pay %7. Individual Subsistence

Pickets (up to 5) cost Vendors §2 each.

D. Special Revenue:

Smallholders who have received Agricultural Assist-

ance receive g4 in Revenue froa the Banker each stage.
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Banker's. Information Sheet (cont'd)

Smallholders who are participating in Drainage

Programs receive $2 from the Banker each stage.

E., Maintenance Coliection: In the Maintenance Ccllection

Phase, the Banker collects fees for the maintenance,
expansion, and creation of Companies and Government
Services as outlined on the Summary of Costgs shett and

the Banker's Irformation Sheet.
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Sumpary of Costs for Maintenance, Expansion, Implementation,

and Operation of Government Programs.

The following fees must bz paid to the Banker in
order tb maintain and implement government services:
Program Type Implementation HMaintenance

Cost Cost

Public Works:

Region A NA* $100

Region B - 50

Region C - $20

Region D - $10

Company Expansion * $20 ea. $5

New Company:* £20 ea. $10

Unexpanded School - $10/teacher

Expanded School $50/teacher $15 "

New School $100 " $15 "

Effluent Treatment $30/center %4

Drainage Systems $30/Tegion $2/participant
Postal Service - $10/region
Education Programs - $3/trainee
Bussing fee - $3/trainee
Farm Improvement $10/farm -
Agricultural Assistance $4/trainee -
Transfer of Teachers $20 -

Fishery Conservation (20% iizprovement, 1 stage) $10/1ake
Wildlife Conservation( 10% improvement) $10/region
*Noteﬁ Region A need not expand its Public Works for

Company improvements; the increased Maintenance still applies.
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Summary of Populations and Occupations:

Code Job (lassification Region Total
A B C D  Jobs

I. Government Employees

Cs Senior Civil Servant 3 (1) - - 4
IM  Legislative Member 3 (1) () - 5
PO Police Officer 1 - 1 - 2
PW  Postal Worker 1 - - - 1
SP  School Principal 3 - 1 - 4
ST  Teacher 3 - - - 3
I1I. Others
FM  Pisherman - - (3) (6) 9
FO Iarge Farm Owner - 4 2 - 6
¥  Kinority Group Member — 2%% 2 8 10 22
¥N  Nanager (L) (3) (2) - - g%
SF  Smallholder - 6 5(1) 11(1) 24
UE  Unemployed 2%% - - - 2
UL Union Leader 2 - - - 2
VB  Vendor 1 1 1 1 4
¥K  PFull-time Employee 9 7 2 - 18
W#S  Seasonal Employee - (6) (39) = 15
Population Totals 30 20 20 22 92 roles

Note: Bracketed numbers represent seccndary occupations.
*There are more managerial jobs than managers because
some roles manage more than one Company.

** The KM and UE roles in Region A receive i#elfare payments.
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Census 1ist: Region A. (key on following page)

Name s Occupations
S. Brenowitz LM

P, Browning WK

i, Burke UE

D. Campbell VN

E. Charleswofth CS

I. Cohen UL

M. Girard CS

P, Great Eear VM

A, Harnyuk WK

E. Hazen ST

I. Kolakowski ST

G. XKotarbinski I, VN
Jd. Leduc SP

J. Leger WK

G. Lewicki WK

J. Kckvoy WK

P, Hitchell WK

C. Nolesworth WK

H, Iorris bW

e

Iarphy ST
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Census IList: Region Afcont'd)

Names Occupations
A, Nadinski L
C. Nagatwe MM
P, O'Brien UL
T. 0'FPlaherty WK
K. Oleschuk CS
D. O'Rourke PO
H. Pfiefer WK
J. Schunidt SP
Je. Smith SP
C, 4abriski UE

Key to Occupation Codes:

CS- Senior Civil Servant SP- School Principal
F0- Iarge Farm Owner ST Teacher

IM- Legislative Hember UE- Unemployed

M- Minority Group Member UL- Union Leader

M- Kanager VN- Vendor
PO~ Police Officer : WK—- Full-time Employee
PV~ Postal Worker WS~ Seasonal Employee

SF~ Smallholder M- Fisherman
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Census List: Region B.

Rame

X,
D.

-
°

w

il o

Je

Brechingki
Cameron
Entwhistle
Ferreiro
Jacques
Laval
Leblanc
Leveneu
Miackintosh
meDiarmand
McDonald
Novotny
Pelletier
Schultz
Spence
Steinbeck
Tongwe
Turner
Venier

Weber

Occupation:

WK

SF, {S

VN

WK

ST, WS
FO,MN, TM
SF,HS
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Census IList: Region C,

Name : Occupation:
Jde Chipewann MM

S. Clancy PO

J. Cree MM, S

¥. Georges MM, WS

O. Grabaszc SF, WS

0. Horvath FO, NN, IM
i, Huron VM, FM

H. Jablonski VN,SF, WS
D. Jones S, WS

D, lLicKenzie SP

P. Yemrecky WK

Je. Ojibway_ - MM, FM

G. Opochynski SP,WS

G. Peguis M, FI

K, Fiexco LM, WS

Q. Romanuk FO,MN

P, Seminole MM

No. Tresniuk WK

C. Yang SF, S

ile 4igelinski SF,¥S
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Census Iist: Region D.

Hames Occupation:
N. Assinaboine MM

J. Charles MM, FM
H. Daycock SF, FM
P. Ferrieres Sy FM
H, Giesbrecht SF

Je. Hiawatha e

J. Huron I

P, Xolakowski SF

C. Lejeune SF

J. lanatou MM

J. LcClusky SF

G. lietis i1

Il. liohawk MM, FM
C. Nation MM, FM
A, Nidjinski SF

W. Nordmann VN,SF, FM
D. O'Riley SF ’
J. Petit SF

P. Totowatame MM

J. Real MM

¥, nite SF

W, Zamkowitch SF
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Ms. Georgina Lewicki
Region A Grade 12

Broadcasting Operative
for Station WKZ $4

Peter Mitchell
Region A M,A,.

Anriouncer for Station

WK Z $6
Assets: §5
‘Adrian Harnyuk

Region A Grade 10

Carpenter for Interlake

Purnishing &4
Terrence C;Fléherty »
Region A Grade 10

Driver for Unitruck $4

Charles Kolesworth
Region A Grade 123
Dip. le€ch. Engs

Driver and liechanic for
Unitruck $6

Assets:

$3

‘AJules Léger

Ms. Florence Browning
Region A B.A.
Broadcasting Operative
for Station WKZ $4

HansrPfiefer

Region A Grade 10

Carpenter for Interlake
Furnishing &4

Grade 10
Mechanic for Interlake

Region A

Furnishing $4
John McEvoy -
Region A Grade 11

Wechanic for Unitruck $5

George Kotarbinskil
Region A B.Sc. (Econ.)

Manager of Unitruck $20
Manager of WKZ $20
Legislative Member for

Region D (independent) $20

Assets: $50; 1 share in
Unitruck; 1 share in WKZ
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Samnuel Brenowitz '
Region A B.A.

Legislative Member for

Region A (Party L) %20

Vs, Marie Girard
Region A Ph,D (Stats.)
Senior Civil Servant, Dept.

of Education and Welfare;
Responsible for

Edward Chéfieswoéfﬁuw

Arne Nadinski

Region A B.A., Dip. Ed.

Legislative Member for

Region A (Party L) $20

Region A [.S5¢. (Econ.)

Senior Civil Servant, Dept.
of the Environment; ¥15
Responsible for Region A.

¥inority Group Nember

Regi D 1
egLon 415 Assets: $40; 1 share in
WKZ3; 1 share in Unitruck.

Klaus Olesohuk’wmww Héff&wﬁérfiéA

Region A B.Sc. (Agric.) Region A Grade 11

Dip. Eng. Pogstal Employee §4

Senior Civil Servant, Dept.

of Commerce and Development;

Responsible for :

Region C $15
Christien Zabriski Michael Burke I
Region A Grade 10 Region A Grade 12
Welfare income %3 Welfare income $3
Charles Nagatwe Peter Great Bear

Region A Grade 6 Region A Grade 6
Welfare income 43 Welfare income $3

Minority Group Member

™

'
3
i
i
|
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John Smith Eliah Hazan

Region A B.A., Dip. Ed. Region A B.Se.,Dip. Ed.

Principal, licDonald High Teacher, icDonald High

School %6 School $5

Assets: $15 Assets: $10

Jean-lfarie Leduc Kathleen iurphy

Region A M.A., Dip. Ed. Region A Ph.d(Econ.)

Principal, . St. Nary's Pip. =d.

Academy %6 Teacher, St. Mary's

Assets:§5 Acadeny o4
“Johann Schmidt Ivan Kolakowski

Region A M.Ed. Region A B.E4.

Principal, Eastwood School Teacher, Eastwood School

$5 $4
Israel Cohen Patrick O'Brien
Region A B.Sc. (Econ.) Region A Grade 12,

. . Union School
Union Leader for the

Cforkman's Union of America Union Leader for the
Selary(stage 1 only) $5 Canadian Union of Jorkers
Salary (stage 1 only) §5

Donevan O'Rourke . Donald Cempbell

Region A Graede 11 - Region A Grade 12
Police Constable $8 . Vendor for Regionm A

T e s
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Giles Laval

Region B B, Econ,

Manager of Sandy Bay $20
Legislative Member for
Region B (Party R) $20

Owner of Lakeview Farm ($25)

Assets: $303; 1 share in
Sandy Bay; 1 share in

’ @aravan Construction.

Jules Pelletier

Region B M.A., L.L.B.
Chief Justice, Dept. of
Justice and Democracy; $15
Responsible for Region B.

Owner of Broadacres Farm

($25)

Assets: %503 1 share in
Interlake Furnishing; 1 in

Sandy Bay.

Frederick Steinbeck

Région B M.Se. (Mech.Bng. )
Manager of Caravan
Construction $20

“andzof Shoaling’ Beach:=$20

Owner of Lot 3 (%25)

Assets: $1003; 1 share in
Caravanj 1 share in
Shoaling Beach

Tan MeDonald
Region B M.A.
ianager of Point Arthur $20
"and Interlake Furnishing
$20
Owner of Lot 2 (§25)
Assets: $150; 1 share in
Interlake Furnishings;
1 share in Point Arthur.

Chief Thomas Tongwe
Region 3B Grade 10

Chief of Broken Hill - -&enirs
Eeserve;
inority Group Member

Jean Leveneu

- Kurt Brechinski
"Region B

" Rudolph Spence
Region B

Michael Venier
Region B Grade 12

Farm Operative for
Iakeview Farm

$5

Region B Grade 12

Farm Operative for
Broadacres Farm

$5

David Mackintosh
Region B Grade 12

Farm Operative for

Lot 3 $5

Grade 12

Farm Operative for
Lot 2 $5

Grade 8

Minority Group lMember on

Broken Hill Reserve.
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nzo Ferreiro

Region B Graae 11

Operative for Caravan
Construction Co.

L£his
£~

Fichael Novotny

Region B Grade 10

Operative for Caravan
Construction Co. $4

George iieber
fegion B Grade 10
Seasonal Jjob at

Sandy BSay Resort %3

Smallholder

Jean Jacgues

Region 3B Grade 10

Seasonal job at
Sandy Ray Resort $3

Smallholder

Douglas Cameron
Region B Grade 10

Seasonal job at
Point Arthur Resort $§3

Smallholaer

Rudi Schultz

Region B Grade 11

itechanic for Caravan
Construction Co, %5

Edward Entwhistle
Region B Grade 12

Vendor for Region B

Georges Leblanc
Region B Grade 11

Seasonal job at
Sandy Bay Resort

Smallholder

25
w

James Turner

Region B Grade 10

Seasonal job at
Point Arthur Resort $3

Smallnolder

NMalcolm McDiarmand
Region B Grade 11

Seasonal Jjob at
Point Arthur Resort $3

Smallholder
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Donald icKenzie Sean Clancy

Region C . B.A.; M.Ed, Region C Grade 11

Principal of Twin Rivers Police Constanle %8
School $5

Assets: $10

Chief Francoise Georges Jacque Cree
Reglon C Grade 12 Region C Grade 11
Seasonal job with Seasonal job with
dildfowl Unlimited $4 f#ildfowl Unlimited $3
Chief of Great Bear Reserve KMinority Group Member on
Minority Group lember Great Bear Reserve
Nez Pierco llarcus Huron
Region C Grade 11 Region C Grade 10
Seasonal job with Fisherman on Lake kanitou
Wildfowl Unlimited &3 $3
¥inority Group iember on iiinority Group Member on
Great BSear Heserve Great 3ear Reserve

John Chipewann Grange Peguils

Region C Grade 9 Region C Grade T
Idnority Group lMember on Pisnerman on lLake Manitou
Great Bear Reserve $3

Minority Group ilember on
Great Bear Reserve

finder Seminole Jaques Ojibway

Region C - Grade 6 Region C Grade 9
Finority Group liember on Pisherman on Lake Manitou
Great Bear Reserve ‘ $3

Vinority Group liember on
Great Bear ZReserve
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Quentin Romanuk Ole fiorvath

Region C Grade 12 Region C B.Sc. (Eng.)

Manager of Jildfowl Manager of Roadmasters
Unlimited $20 Inc. $20
Ovmner of Twin River Farm Legislative Member for

Region C (Party R) $20
Owner of Lot 5

Assets: $80; 1 share in
Roadmasters and Pt. Arthur.

Assets: $50; 2 shares in
J4ildfowl; 1 share in
Roadmasters; 1 share in
Shoaling Beach

Charles Yang Gustaf Opochynski
Region C Grade 10 Region C Grade 10
Seasonal job as Gang Leader Seasonal job with
for Roadmasters Ince. §3 Roadmasters Inc. $3
Smallholder ‘ Smallnolder
Olaf Grabaszc Hans-Dieter Jablonski
Region C Grade 10 Region C Grade 12
Seasonal job with Seasonal job witn Shoaling
Roadmasters Inc. &3 Beach Resort %3
. v 7] C
Smallnolder endor for Region
Smallnolder
‘Hauro digelinski David Jones
Region C Grade 11 Region C Grade 11
Seasonal job with Shoaling Seasonal job with Shoaling
Beach Resort $3 Beach Resort %3
Siwallholder Smallholder
-kﬁicnolasifresniuk Paul Nemrecky }
Region C Grade 10 Region C Grade 10
Farm Operative for Tarm Operative for

Iot 5 $4 Twin River Farm %4
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Chiief John Charles
Region D Grade 12

Fisherman on lake
Charlotte @

Chief of Forked River
Reserve
Minority Group Member

Cherokee Kation
Region D Grade 10

Fisherman on lake
Charlotte $3

Jinority Group kember on
Forked River Reserve

George ietis

Region D Grade 6
iidnority Group liember on
Forked River Reserve

Manhat liohawk

Region D Grade 11

Msherman on Lake
Charlotte $3

Minority Group Llember on
Forked River Reserve

Paul Potowatame
Region D Grade 5

¥inority Group Member on
Forked River Reserve

Jonn #anatou

Region D Grade 5

Minority Group iember on
Porked River Reserve

John Huron

Region D Grade 9

iinority Group iHember on
Forked River Leserve

Hicolas Assinaboine
Region D- Grade 4

sinority CGroup :iember on
Forked River Reserve

. Region D

James Rneal

Region D Grade 6

Winority Group Liember on
Forked River Reserve

Jim Hiawatha A

Grade 4
tinority Group ilember on
Forked River Heserve
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Hegion D

Wolfgang Nordinann

Grade 10

Pisherman on ILake
Charlotte 3

Vendor for Region D

Smallholder

Pierre Ferrieres

Region D Grade 9

Fisherman on Lake
Charlotte 3

Smallholder
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Henry Daycock

Region D Grade 9

Fisherman on Lake

Charlotte

Smallnolder

Hermann Giesbrecht

Region D - Grade 5

Smallholder

Jaques Petit
Region D

Smallholder

Pietr Xolakow
Region D

Smallholder

Grade 6

ski
Grade 6

wiilhelm Zamkowitch

Hegion D

Smallnolder

Grade 4

Py

Arne Nidjinski

Region D

Smallholder

Grade 6

. James IcClusky

i

i
}

i

- Region D

Smallholder

williaem hite
Region D

Smallholder

Grade b5

Grade 5
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Dennie O'Riley Charles Lejeune
Region D Grade 4 Region D Grade 4
Smallholder Smallholder
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Station WKi4

| Region A, News Service. Revenue at:

. Cost of Shares: %200 Die 2/3 Full
Owners: G. Kotaruvinsky Roll cape. cap.
E. Charlesworth 1 $36 $51
Maintenance Costs:§5 2 %48 $68
Assets:$50 3 $72 $102
lManagers: G. Kotarbinsky $20 4 $96 $136
Operatives: G. Lewicki &4 5 $120.  $170
F. Browning &4 6 $120 $170

Announcer: P. Mitchell 46
Sales: Announcements and bulletins @ $5 ea.

Unitruck Transportation Co.

Region A. Bus Service Revenue at:
Cost of Shares: $300 Die 2/3 Full
Owners: G, Kotarbinsky @0 Roll cap. cap.
E. Charlesworth 1 $52 $72
Maintenance Costss: $15 2 $78 $108
Assets: $50 3 $78 $108
¥anager: G. Kotarbinsky $20 4 $104 $144
Operative: C. Molesworth §6 5 $130 $180
Driver: T. O'Flaherty $4 6 $130 $180

Mechanic: J. McEvoy 45
Sales: 25 Travel Youchers @ $1 ea. (50 at Full Cap.)

Interlake Fufnishihg Co.

Region A. Furniture Store. Revenue at:
Cost of Shares:$200 Die 2/3 Full
Owners: J. Pelletier Roll cap. cap.
I, kcDonald 1 436 $51
Maintenance Costs: $10 2 $48 568
Assetss: $50 -3 $72 $102
Fanager: I. McDonald $20 4 %96 $136
Carpenters: H. Pfieffer §4 5 $1207 $170
A. Harnyuk %4 6 $L20C $170
liechanic: J. Leger $4
Caravan Construction Co. S
Rezion B. Car Manufacturer. Revenue at:
Cost of Shares: $200 Die 2/3 Full
Owners: G. Laval Roll cap. cap.
F. Steinbeck 1 $36 $51
Yaintenance Costs: $10 2 $48 %68
Assetss $100 3 g72 $102
lanager: F. Steinbeck $20 4 $96 $136
echanic: E. Ferreiro 5 5 $120 $170
Operatives: R. Schultz 4 6 £120 $170

. Novotny 84
Sales: 4 cars per stage @ §30 ea. (8 at Full Cap.)
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Roadmasters Inc.
Region C., Road Construction.

Shoaling Beach

et stmnmtes A8 o i - Sapbrnn s e A e o e 2 et s

Point Arthur
Region B. Resort.
Cost of Shares: $200
Owners: I. McDonald
0. Horvath
WMaintenance Costs $15
Assets: $150
Manager: I, MeDonald $20
Workers3 J. Turner $3
D. Cameron $3
M. McDiarmand §$3

Sandy Bay

Region B. Resort,

Cost of Shares: $300

Ownerss J, Pelletier
G. Taval

Maintenance:Costs: $20

Assets: $200

Manager: G. Laval %20
idorkerss G, Weber $3
G. Leblanc $3
J. dJacques $3

Cost of Shares: %200
Owners: Q. Romanuk

0. Horvath
Maintenance Costssi $15
Assetst $50

ianagers: O, Horvath £20
Gang Leaders: C. Yang $3
Workers: G. Opochynski §3

0. Grabaszc $3

Region C. Resort.
Cost of Shares: 5200
Owners: F. Steinbeck
Q. Romanuk
Waintenance Costs: §15
Assets: $80
Manager: Q. Romanuk 20
jorkers: H, Jablonski %3
M. Zigelinski $3
D. Jones 23
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Die
Roll

[ RO I UV N

Die
Roll

(ORG-S

Die
Roll

(R ISV VI

Die
Roll

(o) - GVRN \O I o

Revenue at:
2/3. Fall
cap. cape.
$50 $68
75 $102
15 $102
$100 $136
$125 $170
$125 $170
Revenue at:
2/3 Full
Cap. ~cape.
$51 $T1
$68 $94
$102 $141
$136 $188
$170  §235
$170 $235
Revenue ats
2/3 Full
cap. cap.
$50 $68
&75 $302-
$15 $102
$100 $136
$125 $170
%125 $170
Revenue at:
2/3 Full
cap. cap.
$75 $102
$100- $136
$100 $136
125 %170
£125 $370
%125 #170
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Wildfowl Unlimited
Region C. Wildlife Area.
Cost of Shares: %200
Owner: ., Romanuk (2)
Maintenance Costs: $5
Assets: $50

Manager: Q. Romanuk $

Workers: F., Georges
J, Cree
N. Pierco

" Interlske Clothing Co.

20
84
43
$3

Die
Roll

NV o

Region A, Clothing Manufacturer,

Cost of Shares: $300
Ovmers:

Liaintenance Costs: $10

UNDEVELOPED COHPANY

Food Processors Ltd.,

Region B. Canning & Packing Co.

Cost of Shares: #300
Owners:

Waintenance Costss: $10

UNDEVELOPED COWPANY

Gameland Inc.

Region C. wWildlife Area.
Cost of Shares: $300
Owners:

Maintenance Costs: %5

UNDEVELOPED COMPANY

Die
roll

AV S~ w o

Die
Roll
1

UL W N

e e e e

Revenue at:

2/3
cap.
$30
$45
$45
860
$75
$75

Fall
cap.
$42
$63
$63
$84
$105
$105

Revenue at:

2/3

cap.
$120
$160
$160
$200
$200
$200

Full
Ccap.
$150
$200
£200
$250
$250
$250

Revenue at:

2/3

CapPe
$132
$176
£176
%220
$220
€220

Die
Roll

O~

Full

CaDPe
$198
$264
$264
$330
$330
$330

Revenue at:

2/3
Cap.
$72
$96
$96
$120
$120
£120

“Full
cap.
$99

$132

$132

%165

3165

$165




-126~

-,——— 4

e e e e o g

Iioose Creek Range |

Region D, #Wildlife Area. Revenue at:
Cost of Shares:“$400 ' Die 2/3 Full
Owners: Roll cape. cap.
1 $93 $132
Maintenance Costs: &5 2 %124 $1.76
3 $124 $176
UNDEVELOPED COMPAWRY 4 $155 $220
5 $155 $220
6 $155 $220

Sandy River Park

Region D, Resort. Revenue at:
Cost of Shares: $250 - Die 2/3 Full
Owners: Roll cap. cap.
1 $72 $99
Maintenance Costs: $5 2 $96 $132
: 3 $96 $132
UNDEVEILOPED COKMPANY 4 $120" $165
5 $120 $165
6 $120 $165

PR

e

Region B. Resort. Revenue at:

Cost of Shares: 3400 Die 2/3 Full

Owners: - Roll cape. cap.
; 1. $120 $171
! }aintenance Costs: §10 2 $160 $228
f 3 $160 $228
' UNDEVELOPED COMPANY - 4 $200 %285
5 $200 $285
{ 6 $200 %285

Region Revenue at:

Cost of Shares: Die 2/3 Full

Owners: Roll cape. cap.
1

vaintenance Costs:

YUl N




ONE SIMULATED DOLILAR $1 TEN SIMULATED DOLIARS $10
- sosussnes Go45285S $$509549
GEEI9EES 4 54 55595595
58655 546588205 59544565
| BEE0S BSEHRESES L EERLEEGS

$1 INTERLAKE PLAY MOKEY

410 INTERLAKE PLAY MONEY

)

FIVE SIMUIATED DOLLARS §5 FIFTY SIMULATED DOLIARS $50
PEEIESETE BEEIABBY ':35 pw$*f
SEEUBIBES SBBIVESS bEEEESS
§$&p¢wii¢$'$$$$$$$$f HELEIEE
$5 INTERLAKE PLAY KONEY | $50 INTERLAKE PLAY MONEY
T SUBSISTENGE TICKET  SUBSISTENCE CERTIFICATE
This card must be presented This card may:.be -presented
to a Civil Servant as proof to a Civil Servant as proof
of Subsistence during the of Subsistence during any
Census phase of Stage # - and every Stage of the
Interlake Simulation.
AUTONOBILE ~ IRAVEL VOUCHER é
This card represents a é This card permits the %
car manuflactured by the ? bearer to travel to one é
Caravan Construction Co, é other region during E
Standard Car | Stage # . ?
Police Car For Sale  Free |
CERTIFICATE OF TRAINING AGRICULTURAL ASSISTANCE
This certifies that CERIPIFICATE
has taken This certifies that
an Adult Education course has ;
equivaient to . . completed an Agricultural E
(Grade or Degree) Education Program. i



-128~-

Grant Application Form

Wames of Applicants Status of Applicants (Occupation,etec.)

Type of Project: Tocation:

Aimsi

Planned starting date: Completion date:

(Stage #) (If different from starting.)

Endorsed by: FOR OFFICIAL USE ONLY
(Legislative iember) BEstimated

Date submitted: Costs:

Certiticate of Expansion/ Creation

This signifies that the

(lame of Applicant or Government Dept.)
nas been given permission to create/expand(delete one) the

in Region .

(flame of Facility)
Approved by:

{civil Servant)

Date approved:
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CHAPTER V
PHE REGIONAL DEVELOPKMENT SIMULATION

The Regional Development Simulation examines
regional planning from a more academic standpoint than
that of the Interlake ianagement Simulation. The
participants are placed in the roles of planners and
groups of concerned citizens who are trying to implement

government programs b0 improve the standard of living in

an underdeveloped region. Because the mechanical
components of the simulation are generalized, a large
variety of starting environments can be created to

simulate conditions in different countries at different

times.

This simulation owes much of its physical structure
to commercially produced War Games, but the conceptual
factors of regional planning are derived from Manitoba's
Interlake programs. Hopefully, these concepts can be

applied to any situwation with equal validity.
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THE REGIONAL DEVELOPKENT SINULATION
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THE REGIONAL DEVELOPWENT SINMULATION

1.0 Introduction

1.0.1 The Regional Development Simulation is an
exercise in planning, implementing, and evaluating
programs of regional development. It may be used by

one to four people or groups of people.

1.1 General Course of Action: Participants in

this exercise are presented with a map of an underdevel-
oped area. By placing counters (which represent

groups of people, industries, and social services)

on the map as directed by the Scenario they are using,
the participants ecomstruct an abstract model of the
social and economic conditions in the region. The users
of the simulation take the parts of planners and citizens
who must decide among themselves the best methods of
solving problems within the region. Each planning

group is assigned a specific area of responsibility

in the region; either a government department, one of
the portions of the Regional Map, or a special interest
group inside the communities represented in the map.
Partieipants, or Players, in the simulation, must use
their wits to avoid conflicts of interest, and to solve
the problems assigned to them without exceeding their

budgets or causing unnecessary disruption to the region.
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1.2 Simulation Concepts: Many of the techniques used

in the Regional Development Simulation are derived from
commercial War Games. They may appear strange to players
who have not encountered them before. This section
explains the main components to the simulation in some
detail:

1.2.1 The Simulation Map is a stylized physical

and economic map of arural area, The markings on the
nap represent agricultural potential, towns, roads,
rivers, and lakes. The map 1is overlaid with a hexagonal
grid to regularize placement of the information counters.
Each terrain feature on the map is an important factor
in the simulation.

1.2.2 The Information Counters are squares of

paper printed with numbers and symbols. The counters
represent groups of people, physical structures or
areas such as Wildlife Areas or Drainage Systems,
and abstract programs such as Agricultural Assistance.
Randomizer Chits and a Time counter are also included as
aids to using the simulation. The counters are used to
indicate the social and economic conditions in the
region, and the actions of players are depicted on
the map by the use of counters. The counter sheet should
be glued to a sheet of stiff cardboard before cutting
out the .pieces.

1.2.3 A Summary of Unit Types, printed on the

following pages, identifies the kinds of counters used
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1.2.3 Summar& of Unit Types: Cardboard squares

are used as playing pieces in the Regional Development
Simulation., Each counter bears a symbol or letters
indicating the function of the unit. Some units also
bear numbers indicating special properties affecting
the counter. The:general arrzmgement of numbers and

symbols on the counters is as follows:

Unit Symbol— |

"3ige® of Unit—7T

2”~‘“~Education Level

Unit Size applies only to Industry Counters. The
énumber indicates the maximum number of Population Units
which can be employed in the Industry. No minimum

| number of employees is required to maintain the industry,
as it is presumed that outside employees will fill the
positions un®il local help can be found. See section
4.3.3 for additional details.

Education TLevel indicates the average level of

é schooling obtained by a parbicular Population Unit.

| For Industries, the number denotes the minumum education
level needed for employment in the Industry. OUn a

i School, the number indicates the level to which the

% School can raise a Population through Education Frograms.
| Three basic types of playing piece exist. Some

i units may be moved once they are placed on the mapj

é they suffer from Subsistence and Failure. Agricultural

; Assistance couhters merely remove some units from

Subsistence, and are then taken from the map. A second
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et am v et R e e e e T,

group of unit types are not affected by the course of

the exercise, nor may they be moved after they are placed
- on the map. The third unit type 1s never placed on the
map; these are the Time counter and the Randomizer

Chits. The various unit types are as follows:

a. loveable Units:

Population e Industries

10
X

3 Counters 5 3
A

Recreation Agr, | Agricultural ;
Areas Ass. Assistance g
b. Permanent Structures: i
"Drn.| Drainage ’§> Schools %
W?ij Systems _ﬂmEL §
- #ildlif %
Farmn Farm 4: Wi ife ?
. i
Imp. | Improvements - | Areas !
|1 Primary Roads Secondary Roads 5
. ¢ —
c, Playing Aids:
T g E :
kgTimeg Time 5. - Randomizer
i1 counter Chit

The Time counter is placed on the Time Record |
track of the Progress Report forms during the Implementationi
Phase of the exercise to remind players of the "date'. :
This is described in section 4.3

| The Randomizer Chits are used to generate random
numbers. The ten chits, nwmnbered O to 9, should be placed
in a bowl and drawn one at a time each time a random
number is needed. Revlace each chit before drawing

another., |
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in the simulation.

2.0 Geography

2.0.1 This section explains the Terrain Features
on the Simulation Map, and their uses in the simulation.

2.0.2 Mobility is one of the most _important factors
which affect rural populations. The usefulness of a
school, or the profitability of a business, depends on
how far a person must travel to make use’of a service,
or to transport his produce to a market. If the distance
is too great, or the roads too poor, a service will
remain underused, and a farm will not profit. Although
other factors are important, -distance and mobility
overshadow the Regional Development Simulation to the

greatest extent.

5.1 The Hexagonal Grid on the simulation map is

used to measure distance and mobility. The areas created
by the grid are called Hexes; the grid lines themselves
are known as Hexsides.

5.1.1 The distance between any two hexes on the map

is measured in Mobility Points, abbreviated as N.P,

A mobility point represents the expense, in travel time,
gesoline, wearrand tear, and inconvenience, of travelling
regularly from one hex to another over a year of time.
The Mobility Point cost of travelling from hex to hex

varies accbrding to the kind of roads which connect the
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hexes,

2,1.2 The Effective Range of travel varies for

the kinds of events involved. E.Z. A person is willing
to travel further to go to swork . than to use a
recreation area, so a Recreation Area has a smaller

Effective Range than an Industry does.

2.2 Roads have an effect on the number of Lo-
bility Points required to traverse & hexside.

2.2.1 Primary Roads represent paved highways.

A hexside traversed by a Primary Road incurs a
Mobility Point Cost of 1 (one) M.P. Primary Roads
may be created during the simulation, or may be
upgraded from Secondary Roads.

2.2.2 Secondary Roads represent gravel highways.

Secondary Roads require 2 M.P. %o cross, and may be
built or upgraded during the simulation.
2.2.3 The map is presumed-to be crossed by a

network of Tertiary Roads, which are not shown.

A hexside which is not crossed by a Frimary or Secondary
Road costs 3 ¥.P. O cross.

2.2.4 The Wobility Cost of travelling from one

hex to0 another is measured by adding up the number of
mobility points required to cross the "'shortest" number
of hexsides from starting point to destination. In the
cases involving an Effective Range, if the Mobility Cost

iscgreater than the Effective Range of a service, the
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service may not be extended into the hexes at-thas

distance.

2.3 Agricultural ILand is represented by two

different map symbols:

2.3.1 Food Farmland is represented by clear

hexagons, containing only Rivers, Lakeshore, or
Roads. Good PFarmland will yield a profitable income
most of the time.

2.3.2 WMarginal Farmland is represented by hexes

containing "gravel" terrain symbols,(see the Terrain
Chart, 2.6) Marginal Farmland will yield a profit
only under exceptional circumstances which are difficult
to achieve,

2.3.3 Only one kind of farmland is found in each
hex,

2.3.4 For simplicity, hexes containing Towns may

not be used for Farmland.

2.4 Towns represent the centers of population or
industry.

2.4,1 A1l Schools, Industries, and Recreation
Areas must be placed in Towns.

2.4.1 In some Scenarios, a Town may be designated
as a Reservation. In these scenarios, the Population
Counters placed in the Reservatiocns are presumed to be

Kative People.
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2.5 lakes and Rivers represent watersheds which

affect the hexes through which they run.

2.5.1 Rivers and Lakes may affect Industries or
Agriculture by flooding, as explained in section 6.2.1.

2.5.,2 Counters may never be placed in hexes which
contain no land,

2.5.3 In some scenarios, Population Counters

placed in ILekeshore Hexes may be defined as Fishermen.

2,6 A Terrain Chart is-provided on the following

page as a key to the terrain on the map.

3.0 Populations:

3.0.,1 This section explains the use of Population

Counters in the Rezionhal:Dévelopment Simulation.

;.0.2 A Population Counter represents a group of
appro%imately 200 househoids or jobholders. Each counter
bears a symbol of a human figure and a number represent-
ing the average level of education attained by-the
heads of households in the population. The Education
Level also represents the ability of the population
to obtain employment in industry.

3.0.3 The Education Level of a population may be

raised through Adult Education Programs.

3.1 Agriculture: Population Counters placed in

Good Farmland or Marginal Farmland are. presumed te—De
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2.6 Terrain Chart: This table explains the terrain

symbols on the map. For a detailed explanation of terrain,
see the rest of section 2.

Vap Symbol FNeaning and Effect-

: , < Primary Road Hexside: Imposes a Kobility
. Point cost of 1 M.P.

§;>*%<<————~«-Secondary Road Hexside: Imposes a Mobility

Point cost of 2 M.P.

>}__<i Tertiary Road Hexside: Imposes a Liobility
Point cost of 3 M.P. _

-Good Farmland: See text of rules.

0 Marginal Farmland: See text of rules.

e River: Flooding may occur in River hexes

Lakeshore: Flooding may occur on Lakeshores.
tel

In some scenarios, Fishermen are placed here.

— - All-Take Hexes and Hexsides: All units and

effects are barred from thesé terrain types.
Towns: Farming may not take place in Town

hexes., See text of rules.

2.6.1 Placement of Units: when placing counters on

the map, most counbers are placed on the center of each
hex. Roads are placed perpendicularly across the hex-

sides, because of their function in changing Mobility

Costs.
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farmers unless otherwise indicated.

3,1.1 Only one Population Counter may be placed
in any hex other than a Town hex.

3,1,2 Farmers who cannot make a~profit are
said to be Subsistence Farmers. Subsigience (and
Unemployment) is indicated by turning a Population
Counter face down. Several factors may cause Subsist-
ence to occur. These will be explained elsewhere in the
rules.

3,1.3 Because Marginal Farmland is poorer than
GooG:Farmland, Marginal Farms require more land to
produce the same output as a farmer on Good Farmland.
To simulate this, a Marginal Farm population is
placed on Subsistence if there is another farm
population on any adjacent hex.

3.1.4 Farm Populations may cease farming if their
land is expropriated by the Government, or if the
farmer is on Subsistence and is offered a job in

a nearby Industry.

3,2 Town Populations are of two types:

3,2.1"¥orkers are populations employed in an
Industry. All Workers (and Farmers employed in Industry)
must have Education Levels equal to or greater than the
Bqucation Level printed on the Industry Counter repre-
senting their place of work.

3.2.2 Unemployed Populations are populations
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in Towns which do not have jobs in Industry.

3.2.3 Unemployed Populations may be moved to
locations where they may obtain jobs, but their homes
must be expropriated, and the governiment must pay their

transportation costs.

3.3 Importance of Populations: The populations in

the simulation represent the people who must be aided
by the players in order to achieve the objectives of the
exercise. The criteria to observe include:=

3.3.1 Unemployment and Subsistence should be lower
at the end of the simulation than at the start.

3,3,2 Education levels should be raised.

3.4.3 These objectives should be accomplished with
the smallest possible disruption %o the social structure

of the region.

4,0 Regional Develooment.

4.0.1 This section describes how the Regional
Development Simulation is played.

4.0.2 General Procedure: The Regional Development

Simulation is divided into three majer segments, or
phases. A Scenario: (see section 6) is selected and the
pieces are deployed on the map. Each player selects an
area of reaponsibility.

4,0.3 In the Planning Phase, players examine the

map and their budget and decide how to allocate their
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funds. A Benefit-Cost analysis is performed, and the
expected outcomes of the programs are estimated.
Players must ensure that their initial cost estimates
do not exceed the budget allocation.

4.0.4 In the Implementation Phase, players

attempt to implement the projects they planned.

This phase represents five years of time, and rules
place limitations on the order in which certain programs
can occur.

4.0.5 An Evaluation Phase enables players to

determine whether or not their projects have been
successful. Criteria for judgement include improvements
in unemployment and education and minimization of
disruption, as well as the mere achievement of original

program objectives.

4.1 Development Programs: Players may choose any

combination of the following programs for implementation.
The costs and benefits of these programs are presented
on the Benefit-Cost Analysis Sheet, section 4.1.9.

4.1.1 Education programs may be used to raise the
Faucation Level . of a population unit to the level of
any School within 5 M.P. of the population. Schools may
be built in Towns for this purpose, but only one School
may be placed in each Town. A Level 2 School may be
upgraded to Level 3, if need be. A School may "educate

one population unit to its own level in each Year of the
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Implementation Phase,
4.1.2 Roads may be built or improved to increase
the effective ranges of other services and programs.

4.1.3 Industries may be attracted to Towns to

provide employment. Government Industries may also be
created for the same purpose.

4.,1.4 Wildlife Areas and Recreation Areas can be

built to add to the incomes of Subsistence Farmss #ecs
Recreation Areas must be built in Towns; Wildlife Areas
may be built anywhere except in a Town or All-ILake hex.

4.1.5 Drainage Systems may be built to prevent

flooding in specified hexes.

4.1.6 Farm Improvements may be made, to convert

¥arginal Farms to Good Farms. Improvements may only
be performed on Occupied hexes.
4.1.7 Populations may be moved to new locations

by expropriazting their land and relocating the Population

Counter. Town Populations may not be relocated as Farmers
unless Agricultural Assistance is provided.(see next section.)

4.1.8 Pinancial Assistance is available to revitalize

failing Industries or Recreation Areas. Agricultural

Assistance may be provided to remove Farm Populations

from Subsistence or to aid new farmers in their first

years of operaiion.

4.2 Planning Phase: After deploying the counters

for the Scenario, the Players must decide how to

allocate their funds. The following constraints should
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TTTTT4.1.9 Benefit—Cost fobles: These tables present }

the benefits and costs of each program type for purposes |

H

of estimating the usefulness of each project.

Program type Benefit/Unit Cost/Unit

! Construction -FPrograms:
Primary Road
Secondary Road
Conversion of Z2ary to lary
School: Level 2 - iiiy
School: Level 3

Recreation Area

Wildlife Area

Farm Improvement

Drainage Systen

Government Industry*
zIndustrial Incentives¥
2Adu1t Education Program
?Financial Assistance

- Agricultural Assistance

Hf—*ml-—'wl\)i—-'i—‘www-bmm-»
mi—*i—-‘l—-*mmb—'mi—-‘mww!—-'l—'m

éEXprOPriation of land
Relocation of population 2 3
*Hote: Costs and Benefits for Industries are per unit
size. Thus a level 2 Industry, employing 2 Population
' Units, would cost 4 points to construct, and would
zprcvide 6 Benefit points as a private Industry, and
%4 points as a government Industry. Level 3 Industries

1

Eemploy 5 Populafion Units and provide higher costs in
;

%proportion.
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be noted, as they are important:

4.2,1 Distance: Wildlife Areas, Recreation Areas,
and Schools have effective ranges of 5 M.P. The .
effective range (for employment) of an Industry is
7 M.P. New farms may only be opened within 7 M.P. of
a Town, If plans are made for such programs, funds
should be allocated for road-building L5 extend ihe

radius of influence of these progranms.

4,2.2 Scenario variations: Players should note

which contingencies or special rules are provided in
the Scenario. If the Flood contingency is not used,
Drainage Systems should not be built, for example.

4.2.3 Order of Implementations: Players should note

the order in which their programs can occur. They may
discover that they do-not have time to implement some
DPrograms.

4.2.4 Budget Constraints: Limitations are placed on

budget to prevent players from solving all problems at
ongce. In the real world, funds and time are a constan®
cheek: to developers and planners.

4.2.5 Role Conflicts: The roles assigned %o players

should not keep them from seeking reasonable compromises

for the betterment of all players and the community.

4.3 Implementation Phases: The Implementation Phase

consists of five identical “years* which areccomposed of

the following subsections:?

4.3.1 Contingencies: Unique events, such as floods,
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droughts, recessions, or energy crises, are introduced
at the start of each "year" of the Implementation Phase.
Contingencies are outlined in the Scenarios and are
detailed in section 6,

4.3.,2 Education Prosrams are performed after any

contingencies. To upgrade an Education Level, remove

the existing Population Counter from the map and replace
it with a counter of the same Education Level as the
School used to "Educate' it.

4.3.3 Employment effects are applied after Education

Programs., Unemployed Populations which are in Town Hexes

with Industries must be employed first, followed by

Subsistence Farmers within 7 MiP. of the Industry.

Town Populations are considered employed by being placed
face up beneath the Industry counter. Farm Populations
employed in Industries must be designated on a separate
sheet of paper by the location of their hexes and the
Tndustries where they are employed. (See section 6 for
Jocation procedure) Wildlife Areas and Recreation Areas
may be used to remove one Subsisténce Farmer within 5
M.P. from Subsistence.

A.3.4 Expropriation and Relocation occur.after

Employment effects. Thus, a Population may not be
employed in the same Year as it 1s moved.,

4.3.5 Financial and Agricultural Assistance -prograns

are implemented. These remove Indusiries, Recreation Areas,
and Subsistence Farms from Subsistence or Failure caused

by Contingencies. Note that Town Populavions relocated
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on farms must be given Assistance.(section 4.1.8)

4.3.6 Construction Programs are the last to be

implemented. These include Industrial Incentives,

A player draws one of the Randomizer Chits as indicated
in the Summary of Unit Types. If the number on the chit
is less than 3, the Incentive has failed to attract

an industry. Any number between 4 and 9 inclusive

causes the Industry to appear. Roads, Schools, Government
Industries, Wildlife and Recreation Areas, Drainage Sys-—
temns and Farm Improvements are all constructed at

this time.,

4.3.7 Farmers on Subsistence may uvndergo Spontaneous

Recovery. A Randomizer Chit is drawn for each Farmer on
Subsistence. A 0, 1, or 2 removes the Subsistence.
4.3.8 Census is taken as outlined in section 5.

4.3.,9 New Subsistence is imposed:on all Merginal

Parm:Populations which are adjacent to other Farm
Populations. This does not affect Farmers working for
Industry or Farmers on Improved land.

Explanation: A farmer on poor land may occasgionally have

a good year even if his farm is too small. The Spontaneous
Recovery rule simulates this. Additional income may be
obtained through hunting or selling farm produce:to
passers-by; *he @Wildlife and Recreation Areas simulate’
this. Nevertheless, the small farmer will usually return
to a Subsistence level in the following years, unless he
receives aid, a non-farming joﬁ, or moves to another,

larger farm.
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5.0 Evaluating the Simulation Ixercise:

5.0.1 This section deals with the functions of

record-keeping and evaluation.

5.1 Progress Reports: At the start of the exer—

cise, one player is assigned to Xeep track of projects
completed, funds expended, and the Census. lNost of

the paperwork should be done on the Progress Report
Form, 5.1.1, on the following page. Extra sheets should
be xeroxed.

5.1.2 In the Planning Phase, the record-keeper

should note only the total budget allocations for each

type of project,(i.e. 1f 4 Schools of Education Level 3

are built, the Progress Report should only contain a

note such as "4#3 Schools" followed by costs and benefits)

The actual locations where programs are to be established

should be noted by the players who wish to implement the

programs. An automatic Administration Cost of 5% must

be added to all projects when estimating total budget.
5.1.3 During each -Year of the Implementation

Phase, only a Census need be taken, This is merely the

total number of Unemployed Town Populations, Subsistence

Farmers, and Failing Industries and Recreation Areas on

the map. A Census should be taken at the start of the

Implementation Phase as well,
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5.1.1 Progress Report Sheet |

Program Estimated | Estimated | Date(Time)
Kame Benefits Costs Completed
Total

5% Administration:

Total Costs

Benefit/Cost Ratio B

Time Stert Year Year Year Year Year

Record: 1 2 3 4 5

T B S -

Recordi . .} .

NN VRIS PR S SRR B SRS T . -
Total Census Values(Years 1-5)

Divided by 5:

Net Benefits( Start census minus Average value):
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5.2 Numerical Evaluation: Depending on the players'

reasons for performing the Regional Development Simulation,
two basic criteria for evaluation exist: qualitative and
guantitative. When the exercise is being used by small
groups, the actual success or fallure of the programs
should be examined.

5.2.1 In the Plahning Phase, programs were budgeted,

and a Benefit-Cost:=Ratio was calculated. The "penefits"

listed on the Benefit-Cost Table, section 4.1.9, represent
the average number: of populations which could be aided

by each program over the 5-year implementation period.

‘Phe "costs" représént: the actual economic costs of each
program, as well as the social costs in terms of physical
displacement (as in Relocation)or readjustment (as with
FEducation Erograms for re-employment). The Benefit-=Cost
Retio should be greater than 1 at the start of the
Tmplementation Phase to ensure any kind of real success
in a development programn.

5.2.2 Real Oubcomes: A positive Benefit-Cost Ratio

looks well on paper, but has little relation To the
standard of living in an area. The people who elect a
regional government will base their votes on what the
government did for them during their term of offiée.
Take the total Census count for the 5 years of the
implementation phase and divide it by five. Subiract
this from the Census value calculated before the

Implementation began. The difference will equal the
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number of population units and industries aided by
government programs on a long~term basis. If the number
calculated is small in comparison with the intended
benefits, it would be wise to reconsider what was done.

during the simulation.

5.3 Qualitative Evaluation: iWhen larger groups

use this simulation, they should concentrate on what
actually happened during the planning and implementation
processes.

5.3.1 Programs: Were the programs designed to
help a large portion of the populations in the region?
Did they benefit the towns, or the rural farms? Was
education considered important? Were disadvantaged groups,
such as minorities or fishermen, given special help? Where
&id most of the programs go? To the South? Inte the more
distant parts of the map? |

5.3.2 Interactions: How did the various groups

interact? Were they competitive or cooperative? If there
were citizens'groups, did they try to funnel programs

to their own areas, or did they encourage an even
distribution of funds? Did anyone actively oppose spending?
The simulation organiier should lead the participants in '
a debriefing session to help them understand what they

did and why they did it.

6.0 Scenarios:
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6.0.1 The Regional Development Simulation is
intended as a versatile exercise in regional planning.
Enough counters are provided to simulate many different
initial situations, and a blank hex grid is provided
for the construction of a new map and different terrain.

Bach initial set of conditions is known as a Scenario.

6.1 Format: Although enly one scenario is presented
in this simulation, players may construct their own.
For conciseness, a standard notation will be employed
to describe the scenario.

6.1.1 Deployments”The initial location of the

counters is indigated by cross-indexing the numbers

at the top and right side of the hex grid. Thus, hex
(5,8) is the 5th hex column from the left, and the 8th
hex down. Vertical rows are always counted from the top,
despite the staggered hexes.

6.1.2 Unit type is indicated by name (population,
industry, school, etc.) and by level. Thus, a #2
population is a population counter of education level
number two. In cases where only a level number (#1;#3)
is given, a population counter is indicated.

6.1.3 A Maximum Budget will be indicated for each

scenario. This is the maximum size of the Costs portion
of the Benefit-Cost Ratio which may be used to fund

programs. Programs which exceed this budget must be

cut.
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6.1.4 Special Rules, Contingencies, and Roles may

also be specified in a scenario.

6.2 Contingencies: Certain kinds of events, such

as disasters or economic disturbances, occur infrequently,
but have widespread effects. The following contingencies
are examples of such events. When'a Contingency is
specified in a scenario definition, the procedures outlined
apply throughout the Implementation Phase, at the start of
each year in the phase.

6.2.1 Flooding: A randomizer chit is selected at the
start of each Year. A 1 or a 2 indicates that flooding may
occur. Chits are drawn separately for each population
vnit, Industry, or Recreation Area on a lLakeshore or
River hex. A result of 1, 2, 3, or 4 indicates that
a Farm-or Fishing population is.floeded onto Subsistence,
an Industry Failsy-or a Recreation Area becomes unprofit-—
able. Failing Industries force their employees into
Unemployment or Subsistence, while Recreation Areas no
longer remove farmers from Subsistence. Invert all counters
affected by flooding. Drainage Systems prevent flooding
in protected hexes.

6.2.2 Drought: Follow the same procedure as for
Pooding. Droughts only affect Farm Populations which
are found away from Lakeshore and River hexes.

6.2.3 Recessions affect units in all hexes, causing

Subsistence and Failure. A randomizer chit is drawn each
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Year of the Implementation Phase. The first time a 1
occurs, a Recession begins, and lasts until the end
of the exercise. Thereafter, a randomizer chit is
drawn each year for every occupied hex on the map.

A result of 1 or 2 causes Failure or Subrsistence.

6.3 Roles: Players are assigned roles according
to the scenario in use. These roles are merely 1o
create an appropriate frame of mind concerning the
exercise. Some role divisions are presented here;
others may be devised at will.

6.3.1 Department Heads: Each player controls

a small portion of the programs listed on the Benefit-
Cost Table. If groups are involved in the simulation,
entire departments can be represented. Although the
different branches should cooperate, the final Gecision
to implement a particular progranm should be made by the
appropriate department head.

6.3.2 Area Planning: Each group of players represents

the municipal council responsible for development in
a portion of the playing map.

6.3.3 Interest Groups: Players represent different

ethnic and economic sectors of the region depicted on
the map. One group should represent Regional Planners,
while otners represent such groups as Businesses, Farmers,

and Native People.
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6.4 Scenariorls

6.4.1 Deployment:

In (4.,11): 1x#3 Industry, 1x#3 School, 5x#3 Population,
In (5.12): 2x#2 Industry, 1x#2 School, 6x#2 Population.
In (3,8): 1x#2 Industry, 2x#2 Population.
In (1,4): Recreation Area.
In (9,3): 2x#2 Industry, Recreation Area, 1lx#2 School,
4x7#2 Population. ‘
In (5,1): 7x#l Population. Native Reservation. v
Farm Populations: #1: (4,5)(5,6)(7,1)(7,32(6,5)(4,7)
#2: (2.3)(4,1)(5,3)(9,1)(8,6)(7,9)
#3: (1,5)(1,6)(9,8)(3,9)
Fishermen: #1: (2,1)(1,2)(1,3)(9,2)
6.4.,2 Maximum Budgets 60 cost points.

L 1]

6.4.3:Spec¢iasl Rules:

a. Jative Populations: Hex (5,1) is a reservation.

Population units in this hex may only be Relocated at
twice the normal_cost. They may not be transferred to a
Farmland hex.

b. Fishermen: are treated as normal units for mos?t

purposes , but they are affected by the Pollution and
Depletion contingency. Fishermen may not become Farmers.

6.4.,4 Contingencies:

a. The Flooding Contingency is used in this scenario,.

b. Pollution and Depletion affect Fishermen. A

Randomizer chit is drawn in each Year of the Implement-

ation phase. If a 1 occurs, Pollution calls a halt %o
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fishing in one of the two lakes. A second ¢hit is drawn
to determine which lake is "Polluted"; an even number
indicates the lake on the left; an odd number indieates
the lake on the right. Fishermen located on lakeshore
hexes affected by pollution must go on subsistence.
Pisheries are also affected by overfishing. If a lake
remains unpolluted, draw a Rendomizer Chit for each
fisherman on the lake. If the total number exceeds 8,
half the fishermen on the lake go on subsistence, rounding
to the nexzt highest number.

6.4.5 Roles: Players should use each of the role

modules in turn to study the variety of outcomes.
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CHAPTER VI

SUMMARY AND CONCLUSIONS

A, REVISING THE INTERLAKE MANAGEWENT SIMULATION,

+

The main objective of this Practicum was to
design a simulation of regional development. The result
has been two different simulations, each useful in its
own way. In writing and rewriting the rules to these
exercises, much has been learned about the Interlake
Area and simulation ‘technigues. Hopefully, some of
this knowledge will be transmitted to the users of
the exercises. Although neither device has been tested
in its present form, the SINTLAK exercise designed by
Dr. T. P. Carney at the Natural Resource Institute
has been tested, and is the predecessor of both sim-

plations.

SIMTLAY was first played at St. Laurent, anitoba,
on August 8, 1974, with the aid of a group of high
school students. The format of the rules was similar
to the present rules, but the structure was less
detailed. The players were uncertain of the rules,
which affected the exercise to some degree. As play
‘began, it was apparent that the Legislative Members

could not decide what their duties were. The Civil
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Servants assumed control of the government, and actually
tried to delay an election until they could establish
order in the regions. The Minority Group in Region D
(which had no Companies and very little income) built

a barricade to keep out the tax collectors, and later
staged a mock revolution, using baseball bats as

guns, The Civil Servants calimmed them, promising reforms,
but later brought in a Police Force, previously inactive,
to prevent a recurrence. The situation almost degenerated
to violence, and some people withdrew from the exercise
to play pick-up-sticks in protest against the violent
actions. PFinally, the Organizers ended the exercise to

prevent further incidents.

It was found that players acted as they did through
feelings of helplessness. They were bewildered by the
complex rules, and only a few of them learned to cope
with their roles. The Minority Group's actions were
a remarkable parallel to the Anicinabe Park occupation
which was occurring at the same time. Hisunderstandings
of the rules led to a much more violent society than

had been planned, which was unfortunate.

The second exercise was played with the students
and staff of the F¥atural Resource Institute on September
13, 1974. The students had access to the rule manuals for

several days previously, and were more organized than the
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students at St. Laurent. The Legislative Members took
their duties seriously, and revised the tax structure %o
place the financial burden of the regions on the
Companies, which could afford to pay higher rates.

‘"he workers unionized themselves quickly, and the
business owners decided that the Government needed all
the help it could get. Most of the Minority Members and
Smallholders collectivized their assets, and built such
a shtable economic base that even the Contingencies were
overcome. [The only players to remain confused throughout
the exercise were the Civil Servants, who had read all
the rules.and. were overcome by the amount of work
assigned to them, Very little of this work was actually

performed.

In the debriefing session which followed the exercise,
it was found that the minor role-players felt helpless
and isolated. This was not seen in the first exercise
because players were given a mixture of important and
minor roles. They ignored the minor roles, as their
importent roles had sufficient funds to support them.

In the second»exercise, minor roles were grouped together,
so that the players holding minor role cards actually
felt the desperation of private citizens faced with
difficulties and an unheeding government. Nevertheless,
players were able to organize themselves into groups

which could protect individuals from disaster and
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exert pressure for reform.

The differences between the two exercises may
have originated with the players. The first test group
consisted of students in high schools, with no special
training in regional development other than living in
the Interlake Region. Their interpretation of the
similation was coloured by a viewpoint of individuals
who had no voice in the décisions of government.
The students of the Natural Resource Institute were
oriented towards planning and participating in
goveiynment programs, and many had already studied the
Interlake programs in detail. As a fesult, they deduced
the community‘s needs in the simulation, and solved them

with great ease.

fritten reports were submitted by the players in
the second exercise. A common theme in their comments
was the realization of the complexity and responsibility
faced by government planners and civil servants. As the
simulation was terminated early in the third stage,
Gue 4o a lack of time, this was the only major idea

which emerged in the exercise.

i:0ost of the changes in the Interlake Manczgement
Simalation are of a technical nature. Rules were

clarified.and restructured. The roles of lLiahagers,
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Workers, and Unions were closely interrelated, and
Agricultural programs were introduced to aid Smallholders
and Farm Owners. Although these changes have 1engthenéd
the rules and complicated them, they are intended to make

the exercise easier to understand.

B. REGIONAL DEVELOPMENT ON A WAP.

The Regional Developuent Simulation was intended
as a companion exercise to the Interlake Management
Simulation for small groups, but it presented entirely
different problems to the larger device. A format was
needed which was both simple and realistic. The solution
chosen, development on a mapboard, has besn used on
a small scale for urban planning exercises such as
the Community Iand Use Game}lThé nexagonal grid and
the use of counters are derived from Historical

Simulations, also known as War Ganes.

The initial version of the Regional Development
simulation concentrated heavily on the actual planning
elements, while interactions between governments were
handled through the use of random numbers and probability
tables. It became apparent that a rather sterile and
wninteresting device would emerge from this technique,
and the present exercise uses the map and the planning

elements to focus discussion., The generzlized components
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allow a large variety of situations to De gsimulated,
but players must use their imaginations to identify

the problems in each scenario. .. .

C. SUMMARY AND COIICLUSIONS.

Neither the Regional Development Simulation nor
the Interlake Mahagement Simalation were intended as
numerically accurate representations of Manitoba's
Tnterlake Region and the associated development '
projects. Such a simulation has been constructed}
but it is an abstract, computerized simulation whose
elements cannot be modified into an exercise which
groups of _students can use. Neither are the simulations
too simple to reproduce the elements of develozment,
The devices were designed to demonstrate the processes
of develounment planning and the effects of individuals
on such plans. As teaching exercises, their value lies
in their ability to communicate these generalized
processes to players. 1t is these concepts which are the

most difficult to transmit Dby conventional means.
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