Appendix A: International Trading/GDP Game Instructions
1. Prework
a. Students are assigned to research a country – preferably to identify an economic issue in their selected country that ties in to international trade. Students should come to the trading game class session with their country’s total GDP amount.

b. Instructor gathers materials (reference materials list) needed including creation of game cards and copies the game card template per the student number count (e.g., students in the classroom total 25, so copy the template 25 times and then cut the game card pieces and put into stacks by good).

2. Game Day(s)
a. Instructor informs students of game objectives (Figure 1).
b. Instructor refers to Version 1, 2 or 3 instructions from Figure 2.

c. Instructor posts summary of goods and their points on a whiteboard or flipchart. As points change during the game (for example, during trading sessions 2 (commodity shock) and session 8 (global recession) the price of oil and gold, respectively increased from 5 points each to 10 points). 

d. Instructor uses method 1, 2 or 3 to have students select their game cards and informs students of the rules of game (Figure 3).

e. Instructor commences start of game using the Trading Session outline (Figure 4).

f. Instructor conducts debrief using Debrief questions & debrief real-world articles. (Figure 5).

g. Instructor ends game and provides student awards.

Materials List:

Handout sheet (copied and cut into individuals squares for game cards)
White board/markers

Optional:  

A bell, noise maker such as a fog horn, percussion maker to start and end each trading session.

A timer or download an internet stopwatch that could be displayed on the computer screen
