Running the Trading Game: This is in addition to those outlined in the Trading Game Booklet (Christian Aid) – please read that booklet first!

Facilitator’s Role: There are three parts to this key role 1. Preparation before the activity; 2. Initiating, Observing & Interfering in the Activity & 3. Debriefing the Activity

1. Before the Activity

1.1. Be Prepared: check your room & the equipment out beforehand. Make sure you have everything you need prepared before e.g. Envelopes with all the tools & resources in them, the bankers pack, wall display sheets with starting prices for shapes & Rules & objectives etc. If you’re not prepared you can’t operate, you lose valuable time & can give off the wrong impression. . If possible always have spare pens, paper, blue tack etc & A WATCH.

1.2. Decide on a few ‘intervention’s’: Apart from changing the prices for shapes (you should always do this during the game to reflect supply & demand) you could also use:

·  the gummed paper or red dots which is in the ‘middle income’ countries envelopes to highlight ‘brand names’ or new value resources’ & then follow that with the health risks scenario   

· Introducing a multinational Company (MNC) – use a separate envelope, which has lots of technology &/or resources – MNCs wander signing up people or countries to work for them. N.B. MNCs do not get their hands dirty/actually produce shapes they get others (at cheap wages) to do it for them. Multinationals might also try & negotiate preferential rates (queue jumping or less quality control) with the bank.

· Use the red card: these are given to middle income or poorer countries about 10-15 minutes into the game & should mean that only rich countries will win. They can be used to bring in the very real benefit that subsidies give to richer countries (USA etc) or Trading Blocs (the EC via the Common Agricultural Policy) to their producers. Sometimes you could use ‘Aid’ to counteract this by later allowing the poorer countries a 10% increase in their prices at the bank &/or giving out some resources/technology later on.

· Suggest joint working between countries (in reality trading blocs like the EC, NAFTA, etc. 

There are lots of other ideas in the Trading Game booklet & it’s often good to have a few of these up your sleeve to take the game in different directions. 

2. 
Running the Activity

2.1. Initially: after you’ve set up the room (try to reflect our 80/20 world?). All you need to do is read out the objectives & rules (emphasise rule 4 but omit cheating – I think that cheating happens in the real world & it just needs observing & then pointing out the parallels See below in 2.2 & 3.1). Then let things happen avoid answering questions such as “where are our scissors? What’s the gummed paper for? etc. If pressed refer them to the rules & objectives & the fact that this is called the TRADING Game. They’ll get the hang of it

2.2. Observe:  Try to note what the initial Trading arrangements are, initially people will try & buy things with money but soon they will realise that money is not so important as resources (the paper) or the technology (the ‘tools’ to make shapes).

2.3.  Interview & Record:  on paper or in a notebook record some key developments such as 

·  Which countries try to work together or exclude other & WHY

· Are the Girls doing most of the production, whilst the boys in their group go off & ‘wheel & deal’? Gender distinctions almost always occur in the game & its worth pointing out in the debriefing but only if you observe it

·  Any cheating that occurs. Some groups might sell off bad quality shapes to others (or even steal back shoddy goods from the bank (parallels in our world – counterfeit CDs or designer goods) other people might steal technology or resources that are unguarded.

2.4. Liaise with the Banker: To monitor supply & demand. If too much of one shape lower the price - ANNOUNCE THIS & amend your prices on the blackboard/whiteboard. Too little of a shape - the price goes up (again Announce & amend). This is the real world.
2.5.  Intervene:  As the UN what power do you really have to force one country to stop cheating or being unfair – you can only try & bring the parties together to try & agree a solution. Whatever ‘law’ you make in reality needs the agreement of all parties.
Other Roles during the Activity

2.6. Banker’s Role: The banker’s role is crucial, choose someone who is initially going to be very strict. They need to ensure shapes come in batches of 5 (not 3 or 6 or 7) similar shapes. They need to be of good quality (cut well & exactly to size) – “nobody would buy shoddy goods in the real world”. They need to record the amounts for each group that are credited to their account. This can be confusing if groups merge during the game the banker needs to know what the financial agreement is (50/50 or 40 /60 or whatever). They also need to record any MNC’s progress. Is country A producing for the MNC? If so what is the ‘profit’ for each (75/25 etc)? The banker may also get into a more preferential agreement with the MNC (or another) richer country (better bank access less quality control) – for a bribe or just because some people are more polite to the banker. The Banker could also consider loaning some technology or resources out (if so s/he needs a stash of these!) which could relate to a country getting into debt. THE BANKER IS VERY POWERFUL!!  
2.7. Multinational Role (optional): The Multinational has no base (table) s/he wanders the World (with a large envelope of technology & resources) offering to help poor countries get rich (particularly useful when people/countries are unemployed, or underemployed.  The MNC should not produce things but get others to do it for them (at the lowest possible price). They should play countries off against each other to get the lowest possible production price & where necessary move production from one place to another (with little or no warning) if cheaper prices are available In order to identify MNC production at the bank a different colour paper could be put in their envelope. The MNC must make the Banker aware of the various deals (25/75 or 20/80 deals in favour of the MNC?) s/he has cut with particular countries or individuals. The MNC would of course be able to circumvent the Red Card in 1, 2 above &/or should try & negotiate preferential access with the bank (for a bribe?) 
2.8. Journalists Role (optional)

Journalists in role-plays can initiate new information or put challenging viewpoints. They can also help the facilitator keep track of developments in the Game & help in the debriefing. 

----------------------------------------------------------------------------------

3. Debriefings: Try & allow at least 15 minutes for this. This is probably the most important part of the game – it’s the learning bit!! 

3.1. Initially: Use ‘open’ questions not only to break the ice, but also to help identify what happened during the game. People have found that it’s often best to go round the groups (A, B, C, D, E, F,) & ask each group to say how they think they did in the game? How their group did? & any important issues that arose. Let each group report back first before allowing any accusations e.g. Group c stole …., to be answered

3.2. Empowerment: Value all comments & responses (even if you disagree with them!) This will give others confidence to speak up providing a good discussion of all issues. Keep eye contact with participants who speak & be aware of others who might want to say something 

3.3. Providing the Reality:  Lots on this in the Trading Game booklet – READ IT! but always try & look for real world parallels like the power that MNCs have to move production.  

But also remember: (taken from notes to NEAD volunteers who want to work in schools)

3.4. Facilitators are EDUCATORS & not EVANGELISTS. We should empower & stimulate, we want to encourage thinking & questioning people not produce zombies. 

3.5. Balance: take care to offer a balanced & not a biased perspective. We must avoid alienating, patronising people & brainwashing. If you have a strong personal view keep it to the end & raise it when asked – or if in a role play you can ‘stimulate’ via being a radical journalist but if so have a ‘straight’ journalist there as well”. 
3.6. Be Inclusive:  think of how you are going to involve EVERYONE in your session – there are no weakest links! If time permits try to find out & start from where the participants are at – an open question like: Why do we live in an unfair world? 

3.7. Timing: The first few minutes are incredibly important if you want to stimulate/keep participant’s interest – initial ‘appearance’ & attitude is important - you are ‘on stage’! Be on time & be prepared (a flustered start sets the scene for the rest of the session), don’t appear scared or cocky, be confident & self-assured, keep to time.

3.8. Why You & This: It may be useful to find a way to validate yourself during the debriefing– “I am running this workshop because I …. “, or “I think this is an important issue because it affects our lives to by … “.  But don’t appear too expert it can be disempowering
3.9. All involved: Everyone in a role play (whoever is in the room from the cleaner to the headteacher should be in role - if you don’t do it you can’t expect anyone else to 


3.10. If you need to stimulate discussion, give them time to think of what they want to say (“turn to your partner & agree a couple of key questions or points” or “close your eyes for a minute & think about what you want to say”).

3.11. If possible relate discussion to their lives & then work outwards – “can you remember a situation when you felt unfairly treated “then “what did you do” then how do you think others might feel” working from self to empathy is good.

3.12. Sometimes a short silence can elicit a response, this depends who ‘cracks’ from embarrassment first (N.B. it maybe a teacher in the room who is trying to protect you – have a word with them first)   

3.13. Group dynamics are important (this also relates to how you layout the room, see above). Try & identify any conflicting peer groups or the isolated person. Sometimes a teacher in the room can inhibit discussion but not always. 

3.14.  Discipline If there is a teacher in the room briefed them as to what you expect their role to be during the session. You shouldn’t have to deal with discipline the teacher in the room should do that so clarify with the teacher beforehand what your role is & what you expect theirs to be 

3.15. Find a strategy to shut up the dominant ‘know-it all’ avoid their eye, move your body slightly so it encourages others to contribute first. But don’t put them down alienating one can have a ripple effect. All views (except racist, fascist sexist views) should be respected but can be challenged.  

3.16. Avoid getting involved in one to one discussions on minor or tangential issues – (something to remember with the opinionated student or teacher).

3.17.  Avoid or at least always explain jargon & don’t be too obviously ‘PC’, can alienate.

3.18. Have up to date & accurate information as well as sources (websites, addresses for further information – remember NEAD’s school website www.nead.org.uk could be a good place to start) for further information

3.19. Always try & provide some takeaway information, hard copy can reinforce what happens during the session.

Important Info for Groups C D E & F

Any Shapes you take to the bank for crediting to your account are now worth 50% less than the published current price.

This is because the richer countries have introduced subsidies e.g. the Common Agricultural Policy in the European Community, for their products.
New Scientific Discovery

 A Shape with a Red Dot is now worth 5 times of the current price e.g. If a circle is worth £500 at current prices it is worth £2,500 with a red dot. 
Newsflash

Red Dots are highly dangerous they could seriously damage your health. 

Anyone touching one is likely to die soon. 
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