EVACUATION BOARD GAME

Get your people out of the area quickly! When the water rises to high the rest will have to stay…

The evacuation board game provides a simplified picture of traffic management during an evacuation. If everyone leaves at the same time, the traffic will be jammed and only a few persons will be able to save themselves. Mayors and traffic managers have to try to get as many people as possible out of the area.

The game can be played as a preparation to the discussion topics.

To prevent that the game preparation gets delayed because of reading the rules, you can give and introduction of the game to the whole class. To support the playing you can give every group the “game flow” as a reminder.

All parts of the game are to be printed, except the pawns. You can buy loose pawns or other small playing pieces (backgammon pieces, mini roulette chips) in game shops. 
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Lesson timing:

Preparation: print the game sets and collect pawns or other playing piece in three colours.
Introduction: 10 minutes

Playing: 30 minutes

Conclusion: 5 minutes
Game for four teams of 1, 2, or 3 persons

Materials:

· game rules 

· board (print on A3) (download separately)

· 16, 12, 12, pawn(s) in three different colours (to be collected)

· 1 marker for the water height (to be collected)

· 13 event cards (print and cut out)

· police team cards (print and cut out)

· game flow overview

Game duration: 20 to 30 minutes

Rules evacuation game

Introduction:

Because of the threat of a flood, the citizens of the area Greenwood must evacuate. The government has pointed out that co-operation between the three communities is essential during the evacuation.
In the disaster scheme for floods has been recorded which parts of the community must be evacuated. A part of the citizens is safe in their homes. They have to stay at home. But whether they will do that, is not certain. Every 100 persons who are going to leave the area, has a pawn on the board.
In every community, a crisis centre has been set up, where the evacuation will be organized. The community crisis teams will decide about the evacuation routes and the use of staff. By means of information by radio and cars with loudspeakers (they will drive through the areas), the evacuation plan will be announced to the citizens. 

Goal of the game:
Before the water level rises above 12, every citizen that had to be evacuated must have arrived in the dark green areas.

The game will be played in turns. Every turn, the water will rise one level. When the water has risen above level 12, the area is flooded completely and no further evacuation is possible. That is the end of the game.

Participants:

There are four teams of 1, 2, or 3 persons: three teams of the municipalities, chaired by the mayor, and the traffic manager. The mayors take decisions together about the traffic streams and inform the traffic manager about their decision.

The traffic manager commands a limited number of police officers and police cars per turn, to regulate traffic so that the evacuation will go efficiently. These officers can also be used for possible other police tasks, but then they cannot do traffic tasks as well.

How to move on the board

Every turn, two hundred persons leave per community. This means that two pawns hit the road from the starting spot. Per turn, the pawns advance one step forward (a circle), if possible. The roundabout counts as one step. On the highway, the pawns advance one row per turn. 

On every circle, one pawn can stand. The arrow indicates the direction in which the pawn moves. On the roundabout is space for at most 4 pawns. Only two of those can enter the highway as long as the traffic stream on the left part of the road has not been turned around.
If three or four groups (three or four pawns) of evacuated persons are on the roundabout at the same time and there is only one traffic direction is open for them, a queue will arise. That turn, none of them can enter the highway. The turn after that, the queue can be solved with suitable measure. The mayors must decide together how to arrange the traffic in the right way.

If a road is blocked, the pawns that are in front of the blockage, can move forward.
Arranging the traffic

The mayors set up a traffic plan together. They can decide to block roads and/or to turn round the traffic direction on a road lane. Yet there are only 8 police teams available per turn. Think carefully before you use them. To use traffic measures, the mayors provide the traffic manager with teams. The traffic manager can then proceed to take the measures. One police cap indicates one police team.
Highway:

Turn around traffic stream (both sides) 

4 teams

Block part of road



2 teams

Block road in both directions


4 teams

Other roads:
Turn around traffic stream


2 teams

Block part of road



1 team

Block road in both directions


2 teams
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Direction of road has been turned around

Direction of highway has been turned around 


Part of road has been blocked

Road has been blocked at both sides (highway: two traffic streams)
Remember: it is no use to change one traffic lane on the regional road if the highway, where the road gives access to, has not been turned around.
Event cards

Starting form round 3, in every turn an event card will be picked. Community A will take the first one, then B, then C. Some of them apply to the own town only, others to everyone. If the card does not apply to anything, there are no special events in that turn.

Game flow overview
Start: 

Place pawns on towns: 16 on A, 12 on B and 12 on C.  Place police cards on the left side of the board on the squares with police caps and a marker on the first level of the water table. Shuffle the event cards and place them next to the board.

Choose towns: there are three towns and a player (or team) is traffic manager.
The mayors get 5 minutes time to think of a general traffic strategy. Per turn, the planning of traffic regulation can not take longer than one minute. It is a crisis, time is precious. The traffic manager keeps time.
Spelverloop per turn:

Step 1A. The water pawn rises one level. 
Step 2. The mayors discuss the use of police: which roads can be used and which ones blocked t; on which roads will the traffic stream be turned around?
Step 3. Traffic manager puts crosses and arrows on the road as ordered by the mayors. 
Step 4. The pawns that have been placed on the road will  go forward if possible.
Step 5. From every town, two pawns will leave, if possible. They will go in very way possible, if necessary even on a detour.

Starting from turn 3:

Step 1B. In every turn, the town teams will turn around one event card and do what the card says. First town A, then B, then C. If the card does not apply, this turn does not have any special events.
Event cards
	The roads on the far left leading from your town to the highway must be reserved for the help services this turn. Other traffic will not be possible there.
	One of the highways out of the area must be reserved for help services this turn. Discuss with your fellow mayors which road will be the (un)lucky one.

	300 Persons are refusing to leave your town. They count as not evacuated (take 3 pawns out of the game) unless you decide to use the police to commit them to leave. There are three police teams necessary to make this work.
	The persons who are evacuating do not listen to the police. Because of that, queues form on the roads leading to the highways. No one will enter the highway this turn. Those who are already on it can proceed.

	400 Persons who did not have to evacuate are leaving anyway. Place 4 extra pawns in your town.
	The police feel threatened by car owners who try to drive through blockages. They only want to direct traffic if they can do it with double numbers of police officers.

	Something has gone in the information to the public. The number of persons leaving your town is three instead of two this turn.
	The water board has to bring materials to the breach. Road Y has to be blocked in both directions this turn. No one can enter the highway this turn and those already on it cannot go further.

	On road X, an accident has happened. The help services are coming. The road has to be blocked in both directions this turn. No one can enter the highway this turn and those already on it cannot go further.
	The water rises faster than expected. The level rises one step more this turn.

	On the far right of the roads from your town to the highway, an accident has happened. This road is blocked for traffic this turn.
	The water rises slower than expected. The level does not rise this turn (place the water level pawn one step back)

	The water rises faster than expected. The level rises one step more this turn.
	200 Persons who did not have to evacuate are leaving anyway. Place 2 extra pawns in your town.
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