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Instructor Materials Referenced in this Manual

This Teacher Manual describes in detail how to employ Liberty or Loyalty? as an experiential learning strategy to teach elementary students about the Declaration of Independence. However, some materials referenced in this manual are separate documents not included in this manual. Those Instructor Materials include:

· Personal Character Journal
· Tracking Form: Decisions and Liberty Points
· Optional Mid-Game Mini Lesson 
· Instructor PowerPoint









[bookmark: _Toc233268229][bookmark: _Toc234320967]

[bookmark: _Toc234403411]Basic Game Information
Liberty or Loyalty is a role-playing game in which students take on the position of members of the British North American colonies in the years 1763 to 1775. As new taxes and laws are implemented and escalating crises unfold, students will have to decide whether they will remain loyal to the Crown and Parliament or join the rebels and sign the Declaration of Independence. 
[bookmark: _Toc233268230][bookmark: _Toc234320968][bookmark: _Toc234403412]Basic Gameplay 
Students are divided into either colonies or regions depending on available numbers of players. Within these colonies (or regions), each student will be given a role sheet that outlines the character they are meant to represent. These roles include Loyalists, Moderates, and Patriots, as well as occupational features such as being a farmer, merchant, laborer, etc. 
 
Gameplay is divided up over three total days. On Days 1 and 2, the instructor—playing the character of King George III—will draw two to three (possibly more) British Law Cards. These cards outline taxes, laws, or occurrences between 1763 and 1775. Once read aloud to the students, the students will then have to persuade members of their colony (or region) whether to Comply or Resist the law. If they choose to Resist, the colonists must roll a die to determine if they are successful or not in their resistance. 
 
Whether they choose to Comply or Resist, and whether that resistance is successful or not all impacts the colony’s (or region’s) Liberty Points. Each colony (or region) starts the game with 5 Liberty Points and either gains or loses points based on how they respond to the taxes, laws, and occurrences. 

On Day 3, each colony (or region) will consider how many Liberty Points they have when deciding whether they will sign the Declaration of Independence. Additionally, the number of Liberty Points all the colonies have at the end of the game will decide the fate of the nation.
[bookmark: _Toc234320969][bookmark: _Toc234403413]Advanced Gameplay 
Basic gameplay (described above) can be enhanced using optional In-Game Twists. Within the game, the instructor may choose to employ a series of “twists” that impact gameplay. These twists are divided into two categories: Events and Consequences. 

Events: 
Events are divided into Day One and Day Two categories. Instructors may play any “Event Card” before or after any British Law Card of the same day (Day One or Day Two). Event Cards have immediate impacts on gameplay and do not require players to roll. 
 
Consequences: 
Consequences are associated with specific British Law Cards. If a British Law Card has a “consequence”, it will be listed on the card under “Special.” If specific scenarios are met, it triggers a designated outcome. Instructors do not have to use the consequence functions. 

Event and Consequence cards are included with the British Law Cards. 
[bookmark: _Toc233268231][bookmark: _Toc234320970][bookmark: _Toc234403414]Important Game Definitions 
Liberty or Loyalty has several important components unique to this game. What follows is a quick reference guide to several key terms for the game: 
 
British Law Cards 
These cards represent the taxes, laws, and occurrences that students will respond to in their groups. Each card provides a scripted text for King George III (the instructor), as well as a brief explanation of the law for students, a list of who is affected by the law, what it would mean to COMPLY or RESIST, as well as a more detailed explanation of the historical context of each law, tax, or occurrence.  
Events and Consequence cards provide in-game twists. These are included in the deck of British Law Cards. 
Liberty Points
Each colonist group will begin with 5 Liberty Points. Liberty is a synonym for freedom. In this game, Liberty Points represent how much the regular people in a colony want to be independent. Colonies will strive to hold onto and gain Liberty Points in the game.
High Liberty: If a colony has high Liberty Points, there is a strong desire for independence in that Colony. 
Low Liberty: If a colony has low Liberty Points, there is a strong desire to remain loyal to Britain in that Colony.
On Day 3, each colony (or region) will consider how many Liberty Points they have when deciding whether they will sign the Declaration of Independence. 
Additionally, the number of Liberty Points all the colonies have at the end of the game will decide the fate of the nation.
Comply or Resist 
Colonies (or regions) can take two actions when confronted with a British Law Card: comply with the action of the British authority or resist it.
If a colony complies, they lose Liberty Points and appetite for independence decreases. 
If a colony resists, they take a risk and role a six-sided dice to see how their colony will respond. If the role is successful, they gain Liberty Points and their colony approves of the resistance. If the role fails, they lose more Liberty Points, and the colony disapproves of the resistance.
Day one and day two have slightly different calculations: 
On DAY ONE: 
· Comply: If the colony (or region) decides to COMPLY, they automatically lose 1 Liberty Point. 
· [bookmark: _Int_dA4CyeZi]Resist: If the colony (or region) decides to RESIST, they roll a six-sided dice to determine what happens to their Liberty Points:
· Failure: if the team rolls 1-3, they lose 2 Liberty Points; 
· Success: if they roll 4-6, they gain 1 Liberty Point. 
On DAY TWO:
· Comply: If the colony (or region) decides to COMPLY, they automatically lose 2 Liberty Points. 
· Resist: If the colony (or region) decides to RESIST, they roll a six-sided dice to determine what happens to their Liberty Points:
· Failure: If the team rolls 1-3, they lose 3 Liberty Points; 
· Success: If they roll 4-6, they gain 2 Liberty Points.
  
Colonial Secretary Vote Tally Sheet 
Each colony (or region) will need to have a copy of a Tracking Form worksheet to allow them to keep track of their decisions and the points they have gained or lost with each round. A recommended template is provided in the Instructor's Materials.
The teacher can pre-select a student to serve as the Colonial Secretary or allow groups to select their own Colonial Secretary. This decision should be made prior to the practice round.
It is recommended that instructors also provide tokens of some sort to help students visualize the gaining and/or losing of Liberty Points. 
 
Role Cards 
Every participant in the game, except King George III, receives a Role Card that provides them with basic information about the character they will play in the game. 
This card gives each player all the information they will need to assume the role of a colonist during the Revolutionary era: 
· What Colony and Region each player represents, 
· Their Occupation (farmer, merchant, laborer, etc.), and 
· Their Allegiance (Loyalist, Moderate, or Patriot)
On the back of each Role Card is a list of each of the laws, taxes, and occurrences from the British Law Cards and how this specific character would respond to each. 

Allegiance 
Each Role Card indicates where the character’s allegiance rests whether with the Crown (Loyalist), the rebels (Patriot), or somewhere in between (Moderate). Each colony has a character of each type: 
Loyalists are individuals who remained steadfast in their loyalty to King George III and Great Britain throughout the whole Revolutionary period. 
Moderates did not want to fully break away from Britian but also did not fully support the King and Parliament either. 
Patriots are individuals who supported the rebellion and the calls for independence from British rule. 
During gameplay, Loyalists are most likely to Comply and Patriots most likely to Resist; however, both have instances where the individual law, tax, or occurrence may challenge this assumed position. Moderates are generally the swing vote and are written as such to prevent determinist outcomes. 
[bookmark: _Toc233268232][bookmark: _Toc234320971][bookmark: _Toc234403415]Scaling the Game 
Liberty or Loyalty is playable in two formats: Colony or Region. Depending on how many students are participating in the game, the instructor can choose which of the two formats works best. There are 39 possible player roles (three for each of the 13 colonies). 
[bookmark: _Toc234403416]Colony Mode: 
This setup works best for large classes (24 to 39). In this instance, students will be in groups of three, each group representing a different colony.   
 
Based upon the population of the colonies and their generally accepted regional classifications as of 1776, the game divides players as follows: 

Table #1: Regional Divisions of Colonies
	Northern Region
	Middle Region
	Southern Region

	Massachusetts 
New Hampshire 
Connecticut 
Rhode Island 
	New York 
New Jersey 
Pennsylvania 
Delaware 
	Maryland 
Virginia 
North Carolina 
South Carolina 
Georgia 

	12 players 
	12 players 
	15 players


 
As of 1776, Northern colonies represented roughly 30% of the population of the colonies. Middle colonies represented roughly 27%. The largest percentage was in the South, at roughly 43%. 
[bookmark: _Toc234403417]Region Mode: 
This setup works best for smaller classes (9 to 23). In this instance, groups will be at least three but likely more. [See Table #2: Scaling Guide for Colony Mode Group Size, below] 

Within these groups, the students will represent different colonies that make up the region.  It is considered best if the instructor selects a variety of role cards representing multiple colonies to provide diversity. The instructor will also need to be aware of providing sufficient numbers of Loyalist, Moderate, and Patriot allegiances to this group. 

With groups of four or more, add moderate colonists first. Ensure that moderates are the same or larger in size when compared to each faction. Always aim for equal numbers of Loyalists and Patriots in a group.
 
Region Mode Scaling Chart: 
Based upon the population breakdown listed above, it is best to have equal numbers of students in the Northern and Middle colonies groups with slightly more in the Southern colony group. The following chart suggests possible group sizes in regional play:
 
Table #2: Scaling Guide for Colony Mode Group Size  
	Class Size
	Northern Region
	Middle Region
	Southern Region

	Formula: 
	N 
	N 
	(5/4) x N 

	9-11 Students
	3 Students 
	3 Students
	 3 or 4 Students

	12-13 Students
	4 Students
	4 Students
	5 Students

	14-16 Students
	5 Students
	5 Students
	4 - 6 Students

	19 – 20 Students
	6 Students
	6 Students
	7 or 8 Students

	21 – 23 Students
	7 Students
	7 Students
	7-9 Students

	26 Students
	8 Students
	8 Students
	10 Students

	27-29 Students
	9 Students
	9 Students
	9-11 Students

	32-33 Students
	10 Students
	10 Students
	12 or 13 Students

	34-36 Students
	11 Students
	11 Students
	12-14 Students

	39
	12 
	12 
	15 
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These South Dakota social studies standards (adopted in 2023) outline learning on the Declaration of Independence and Revolutionary War: 4.SS.6, 4.SS. 7, and 4.SS.8. 

Teachers can assess the following standards and sub-standards through gameplay and the end of game debrief:
[bookmark: _Toc234403419]4.SS.6. The student demonstrates knowledge of events leading to the American Revolution.

A. The student explains why and how Great Britain asserted new authority in the colonies after the French and Indian War and why the colonists contested Britain’s new claims to control as violations of their rights and freedom.

B. The student defines self-government as requiring the rulers to have the permission of the ruled to have power to protect the people.

C. The student explains the ways in which the colonists responded to Great Britain’s new claims of power over them.

E. The student tells the story of the Boston Tea Party, explains Great Britain’s responses to the Boston Tea Party, and the colonists’ argument that these actions were tyrannical.
[bookmark: _Toc234403420]4.SS.7. The student demonstrates understanding of the Declaration of Independence based on the arguments of leading founders. 

A. The student reads and discusses the meaning of the first, second, and final paragraphs of the Declaration of Independence. 

H. The student explains why the delegates to the Second Continental Congress voted to declare independence from Great Britain, including the list of grievances and other historical events since 1763.

The standards and sub-standards listed here can be partially assessed during gameplay. The bolded sections indicate which portions are included in the game.
[bookmark: _Toc234403421]4.SS.6. The student demonstrates knowledge of events leading to the American Revolution.

G. The student tells the story of the Boston Massacre and John Adams’s defense of the British soldiers in the murder trial that followed.

F. The student tells the stories of the following military events prior to a formal declaration of independence, including Paul Revere’s ride, the battles of Lexington and Concord, and the Battle of Bunker Hill.

The standards and sub-standards listed here can be assessed if the teacher selects to expand on their instruction during the game:

[bookmark: _Toc234403422]4.SS.7. The student demonstrates understanding of the Declaration of Independence based on the arguments of leading founders. 

B. The student explains the meaning of “created equal,” including the founders’ argument that each human being has the same dignity and natural rights on account of being human, and that the existence of human slavery was understood by most, but not all, of the founders to be a contradiction of the principle of human equality.

C. The student explains the meaning of “natural rights” and “unalienable,” including the founders’ argument that each person has certain freedoms to act that are simply part of being a human person, and that cannot be taken away unless the person has used them to violate the rights of another.

D. The student explains the meaning of “life, liberty, and the pursuit of happiness,” in particular the founders’ argument that each human being has the right by nature to their own life, to their liberty and the general freedom of thought and action, and to seek the happiness appropriate to human liberty as long as it does not violate the rights of others.

E. The student explains the meaning of “the consent of the governed,” including the founders’ argument that a government can only tell people what to do if the people have a say over who in the government gets to make those decisions, which is called “self-government.”

F. The student explains how the purpose of government as outlined in the Declaration of Independence is to “secure these rights.”

G. The student explains the different positions on slavery among the founders and their generation, including those who did not hold slaves and worked for its abolition, those who held slaves but wished for its abolition, and those who were in favor of slavery and its continuation.

I. The student explains how America’s founding based on these words of the Declaration of Independence was unprecedented in human history: “We hold these truths to be self-evident, that all men are created equal, that they are endowed by their Creator with certain unalienable Rights, that among these are Life, Liberty and the pursuit of Happiness.—That to secure these rights, Governments are instituted among Men, deriving their just powers from the consent of the governed.”
[bookmark: _Toc233268234][bookmark: _Toc234320973][bookmark: _Toc234403423]Alignment to Studies Weekly
Studies Weekly created instructional materials specifically for teaching the South Dakota social studies standards (adopted 2023). The State Department of Education has provided these Studies Weekly materials available to all districts. 

The game corresponds with Unit 6 in Studies Weekly on the American Revolution. In particular, the following weeks listed below:

· Unit 6: The American Revolution
· Week 19: The Acts of Parliament
· Week 20: The Actions of the Colonies
· Week 21: The Shot Heard Around the World
· Week 22: Independence and Revolution: The Declaration of Independence
· Week 23: Independence and Revolution: The People
· Week 24: Independence and Revolution: Military
[bookmark: _Toc234320974][bookmark: _Toc234403424]Learning Objectives
This game supports student learning of social studies content while also developing thinking skills, including analyzing multiple perspectives, evaluating evidence, and constructing evidence-based arguments. Students will also develop skills in collaborating with peers. 
· Students will explain how British laws, taxes, and events between 1763 and 1776 influenced colonial attitudes toward Great Britain. 
· Students will describe why different colonists supported independence, remained loyal to the British Crown, or were undecided. 
· Students will explain how the events leading to the Declaration of Independence led to the decision to seek independence.
· Students will analyze historical events from multiple colonial perspectives by assuming the role of a historical character. 
· Students will evaluate how occupation, region, personal interests, and political beliefs influenced individual and group decisions. 
· Students will use historical evidence to justify decisions about whether to comply with or resist British policies. 
· Students will evaluate the risks and consequences associated with declaring independence.
· Students will collaborate with peers to reach consensus while representing differing viewpoints. 
· Students will construct and communicate evidence-based arguments using appropriate historical vocabulary. 
· Students will listen respectfully to opposing viewpoints and revise thinking when warranted by historical evidence. 
· Students will reflect on how individual choices and collective decisions can influence historical outcomes.
[bookmark: _Toc234320975][bookmark: _Toc234403425]Scope and Sequence
The teacher may decide when it is most appropriate to play Liberty or Loyalty. The following are three recommended options for sequencing instruction and gameplay.

Option 1: Teach content from weeks 19 to 24 in Studies Weekly, then play Liberty or Loyalty. This allows students to apply the knowledge they gained throughout the unit of study. Students can use their prior knowledge to support their decisions during the game.

Option 2: Play the game and teach content while you play. The first two days of the game focus on the laws and events leading up to the Declaration of Independence. While playing, teach content from Weeks 19, 20, and 21 in Studies Weekly. You may extend play over more than 2 days to allow the time needed to teach, study, and assess student knowledge. The final day of the game focuses on the Declaration of Independence. As the class is playing, the teacher introduces content from Week 22. Again, you may extend play over more than 1 day.

Option 3: Use the game to launch the unit on the Declaration of Independence. Here, the teacher delivers content after the students play the game. The debrief at the end of the game can pique interest.

Table #3: Options for Incorporating Liberty or Loyalty into Studies Weekly Curriculum
	Option 1
	Option 2
	Option 3

	· Teach Week 19: The Acts of Parliament
· Teach Week 20: The Actions of the Colonies
· Teach Week 21: The Shot Heard Around the World
· Teach Week 22: Independence and Revolution: The Declaration of Independence
· Teach Week 23: Independence and Revolution: The People
· Teach Week 24: Independence and Revolution: Military
· Play Liberty or Loyalty.


	· While playing Days 1 & 2 of the game, teach corresponding content. This is content from Weeks 19, 20, & 21. 
· While playing Day 3 of the game, teach corresponding content. This is content from Week 22.
· After the game, teach content from Weeks 23 & 24. 
	· Play Liberty or Loyalty.
· Teach Week 19: The Acts of Parliament
· Teach Week 20: The Actions of the Colonies
· Teach Week 21: The Shot Heard Around the World
· Teach Week 22: Independence and Revolution: The Declaration of Independence
· Teach Week 23: Independence and Revolution: The People
· Teach Week 24: Independence and Revolution: Military



[bookmark: _Toc233268235][bookmark: _Toc234320976][bookmark: _Toc234403426]Vocabulary
The teacher may select to provide support on these vocabulary terms before or during gameplay. 

Boycott – Choosing not to buy something. Colonists boycotted British goods because they were unhappy with the actions of King George.

British Parliament – The group of leaders in Great Britain that made laws and taxes for the colonies. The British Parliament worked together with the King to make the laws and taxes.

British soldiers – Members of Britain's army who were sent to the colonies.

Colonial legislature – A group of people in a colony who made local laws.

Colonial rebels (or rebels) – Colonists who fought against British rule.

Colonist soldiers – Colonists who served as soldiers to protect their homes or fight for independence.

Colonists – People who lived in the American colonies.

Colony – A place settled and controlled by another country.

Continental Congress – A group of leaders from the American colonies who met to discuss problems with Britain and make decisions for the colonies during the American Revolution. 

French and Indian War – A war between Britain and France in North America from 1754 to 1763. Colonists who fought for Britain were promised land for western expansion.

Import – To bring goods from another country or place. 

Imported goods – Items brought in from another country or place. Colonists imported goods from Britain.

Independence – The freedom to govern yourself without being controlled by another country.

King George III – The king of Great Britain during the American Revolution.

Loyalists – Colonists who wanted to stay loyal to Great Britain and King George III.

Merchant – A person who buys and sells goods.

Mercantilism – The idea that colonies should help make the mother country richer by providing goods and resources. 

Musket – A type of long gun used by soldiers during colonial times.

Patriots – Colonists who wanted the colonies to become independent from Britain.

Plantation – A large farm where crops were grown to be sold.

Ports – Places where ships stop to load and unload people and goods.

Protest – To speak out or take action against something you think is unfair.

Rebellion – A fight against a government or ruler.

Redcoats – The nickname for British soldiers because of their red uniforms.

Station (or stationed soldiers) – To place soldiers in an area where they will live and work.

Taxes – Money people pay to the government.

Trade – Buying, selling, or exchanging goods.

Trade route – A path used to move goods from one place to another.

Westward expansion – The movement of settlers into lands west of the original colonies.
[bookmark: _Toc233268236][bookmark: _Toc234320977][bookmark: _Toc234403427]Preparing Students for Roleplay 
Before the game begins, teachers should prepare students for roleplay, asking them to familiarize themselves with their character and engage in some low-stakes practice speaking and interacting with each other in character. 

Within the Instructor Materials for this game, find an optional journaling handout to be used during the simulation: Liberty or Loyalty Personal Character Journal Handout. The journal is designed to be used before and throughout the game. Teachers may decide to use only a part of it or all of it. Partial uses include: 
· Using the “be your character” element to prompt reflection and discussion after Day 1 of gameplay
· Using the “reflect on your character” element before debriefing as a class

Note that teachers may also decide to adopt their own roleplay warmup activities based on their class characteristics.
[bookmark: _Toc234403428]Student Pre-Game Activity: Become Your Character
Activity Description: “Become Your Character” is an optional pre-game activity that will help students practice role-playing before the simulation begins. Using the Personal Character Journal Handout, it allows students to step into the perspective of their character, think about daily colonial life, and become more comfortable speaking and making decisions in character. 

To prepare for this activity: Provide copies of Personal Character Journal Handout (found in the Instructor Materials). You will use the “Become Your Character” section of that handout.



Activity Prompt from Teacher:
Before we begin the game, we are going to practice becoming colonists. During this simulation, you are not yourself. You are a character, and you are acting during a difficult time in history. You will think, speak, and make decisions not as yourself, but as your game character. Today’s activities will help you understand your role before the game begins.

Activity Outline:
1) Have students complete the “Become your Character” portion of the Personal Character Journal Handout.
2) After students complete the journaling activity, ask them to introduce themselves in character to one another within their colony (or region, if you are playing in Region Mode). 
3) Optionally, invite students to visit other colonies and discuss concerns before the game begins. (Small groups or the whole group). 
4) Lead a whole group discussion with the “Become Your Character” section of the handout as a guide, pausing at each section to invite students to share or ask questions.
[bookmark: _Toc233268239][bookmark: _Toc234320981][bookmark: _Toc234403429]Game Day 1: Life Under British Rule
Note that italicized text represents a suggested script for the Teacher.

The Teacher should start the game:

Today, we are beginning a game called Liberty or Loyalty. This game will help us understand why the colonists chose to declare independence from Britain. We need to answer the following question by the end of the game: Why did colonists believe independence was necessary? 
[bookmark: _Toc234403430]Role Card Explanation for Students 
If the teacher has chosen to adopt the “Becoming Your Character” preparation activity, this role card explanation can be skipped or shortened to a quick reminder. 

Each player has a card with important information about your role. Take 2 minutes to each read your card privately and study the location of your colony and your profession. (Note to the teacher: This is the minimum needed for setup. You may want to use the optional lesson outlined on the previous pages to prepare your students.) 

Give the students 2 minutes and then prompt.

· Thumbs up if you understand your role.
· Thumbs down if you need support.

Once you have individually studied your role and understand your role, share your role with your colony or region group. 

Once the colony or regional group has a strong understanding, practice introducing yourself to other colonies or regional groups.

Colonies, before you meet others, you must first understand who you are. Discuss your role card with your group and practice introducing yourself to others. For example, you could say, “We are the colony of…

Set a timer for 5 minutes (time can be adjusted to accommodate class size).

You may now travel and speak to other colonies. Go and introduce yourself to each colony.
[bookmark: _Toc233268240][bookmark: _Toc234320982][bookmark: _Toc234403431]Setting the Expectations for the Game
You are now members of colonial groups. Each group represents a different colony. You must make decisions together as we move through the game. Remember that:
· You are on the same team.
· Communicate with patience.
· Everyone in the group deserves a chance to speak.
[bookmark: _Toc234320983][bookmark: _Toc234403432]Tips on Playing the Game
Teachers may use the following advice to coach students. Note that these tips can be used as interventions during gameplay as students begin to participate during the practice round or they could be adapted to enrich the simple instructions about setting expectations above.

· Do your best to stay in character. You might feel one way while your character feels another. Stick to your character.
· Avoid sharing your character sheet. It might reveal some things about your character that would be better to keep private.
· It's okay if things don't go the way you want. Just like in real history, you might not get what you want. Your group may lose Liberty Points; your classmates may not agree with your ideas. That's okay! The goal of this game is not to win every argument. The goal is to learn about the difficult decisions colonists made and how those choices changed history.
· Your role card will not always tell you how to vote. Look at your character sheet for hints but also feel empowered to make your own choices.
· Preparation is key, the more you understand your character and the historical context, the easier this game is to play. Plus, more prep equals less stress.
· Listen carefully to other characters. The more you know about others' opinions about the King's actions, the easier it will be to persuade them to your side.
As you play this game, remember that you are pretending to be someone else, and they lived a long time ago. Your character may think differently than you do. That does not mean these are your own beliefs. You are simply helping everyone understand how different colonists thought and why they made the choices they did during an important time in American history.

Sometimes pretending to be your character might feel uncomfortable because you feel differently. If that happens, please tell your teacher. Together, you can find a way for you to keep learning and be comfortable. 
[bookmark: _Toc233268241][bookmark: _Toc234320984][bookmark: _Toc234403433]Establishing the Teacher’s Role (King George)
Teachers will need to establish their character – King George. A crown, cape, or other prop can help signal to students that the teacher is assuming the role of King George and temporarily suspending their role as teacher. That same prop can be removed if the teacher needs to stop playing King George to manage the classroom or transition students out of the game.

I am King George. I make all the rules and laws. You may not agree with my decisions. 

If you feel frustrated, that is part of the experience. Your job is to listen and think about how my rules impact your life. 

As King George III, I am going to read out a British Law Card to you. This card will have a law, a tax, or an event that impacts you and your daily life in the colonies. Once the information on the card has been read, you will discuss the law in your groups. Each colony will have to decide if they will Comply with the law or Resist the law. You will have to make arguments to convince the other members of your colony or region to support your view. 

Once you have had a chance to discuss, you will vote on whether to Comply or Resist.
[bookmark: _Toc233268243][bookmark: _Toc234320986][bookmark: _Toc234403434]Liberty Points Explanation for Students
Teachers should ensure students understand Liberty Points and their function in the game. This is a good time to invite Colonies to identify a Colonial Secretary to keep track of votes.

It is also a good time to distribute physical Liberty Point tokens if teachers are adopting those.

Each colonist group will begin with 5 Liberty Points. Liberty is a synonym for freedom. In this game, Liberty Points represent how much the regular people in a colony want to be independent. 

· If your colony has high Liberty Points, there is a strong desire for independence in the Colony. 
· If your colony has low Liberty Points, there is a strong desire to remain loyal to Britain in your Colony.

Each colony or region has a Colonial Secretary. It is their job to record the decisions of the colony or region and to track the Liberty Points. 

When the British take an action, our group can Comply with the British actions or Resist them.

· If your colony (or region) decides to COMPLY, you automatically lose 1 Liberty Point. In other words, peers in your colony lose some desire for independence.
· If the colony (or region) decides to RESIST, you will roll a six-sided dice to determine what happens to your Liberty Points.

· If you roll a 1-3, you fail. You lose 2 Liberty Points because the people in the colony disagree with your efforts to resist.
· If you roll a 4-6, you succeed. You gain 1 Liberty Point because people in your colony approve of your efforts to resist.

On Day 3, each colony (or region) will consider how many Liberty Points they have when deciding whether they will sign the Declaration of Independence. Additionally, the number of Liberty Points all the colonies have at the end of the game will decide the fate of the nation.
[bookmark: _Toc233268244][bookmark: _Toc234320987][bookmark: _Toc234403435]Practice Round 
To assist students in learning the mechanics of the game, a practice round has been built into the game. This practice round is important to reduce pressure, while also increasing the students’ understanding of how the game works. During the practice round, students will go through the entire process of gameplay, including scoring. When this practice round is over, you can begin the game by randomly selecting the next British Law Card for Day 1. 

For the Practice Round, use the Proclamation of 1763 British Law Card.

Step One: 

Read aloud the following sections of the card:
· King George Says...
· What This Law Does
· Who It Affects
· Your Colony Must Choose 



Step Two:
Instruct the students to discuss in their groups whether “they” (as their characters) would like to Comply or Resist. Give them 5 minutes (time can be adjusted as necessary) to discuss.

Step Three:
Instruct the students that it is time that they vote in their groups for whether they will Comply or Resist. 

Step Four:
Each group will need to “resolve” their decision. This means using the Colonial Secretary Vote Tally Sheet (found in Instructor’s Materials). On the sheet, they will need to track: 

If they chose to Comply, subtract the appropriate number of Liberty Points. 

If they chose to Resist, roll the dice to determine if they add or subtract Liberty Points.

Instruct Colonial Secretaries to record the results. Remove or give tokens to each colony if you are using physical tokens.

Once all groups have completed Step Four and have determined their new amount of Liberty Points, you can begin the game. Gameplay will follow the same four steps as the practice round.

[bookmark: _Toc234320988][bookmark: _Toc234403436]Day 1 Continues 
There are a total of ten British Law Cards, including the Proclamation of 1763. They are evenly divided into Day 1 and Day 2 cards. Day 1 cards take place earlier in the time frame of this game, and Day 2 cards represent laws, taxes, and occurrences that happen later. One does not need to play all ten cards. Rather, the recommendation is at most three cards per day. Additionally, depending on how long set up takes, Day 1 cards can be used on Day 2.

King George/Teacher 

We are ready to begin the real game. [Teacher becomes King George] Colonists, listen very carefully. The laws I introduce will impact your life greatly. 

This is life under British Rule. 

Now read the first Day 1 Law Card. 

Repeat with a second or third Law Card depending on your available time and pace. Note that you may also choose to play Events and Consequence cards (found in the deck of British Law Cards). Events and Consequences cards add game “twists” to adjust the pacing of the game and add excitement. Keep them handy and give yourself time to review them as students debate their responses within colonial groups.

Event and Consequence cards are included with the British Law Cards. 
[bookmark: _Toc234403437]Optional Student During-Game Activity: Be Your Character
Activity Description: “Be Your Character” is a during-game activity that will help students reflect on the decisions their character is making during the game. 

To complete the activity following Day 1 of gameplay, ask students to complete the “Be Your Character” section of the Personal Character Journal Handout. Find this handout in the Instructor Materials.
[bookmark: _Toc233268245][bookmark: _Toc234320989][bookmark: _Toc234403438]Day 2: Resistance and Consequences
Day 2 follows the same pattern established on Day 1. Reconvene your colonists and check the following: 
· Ensure you have the proper distribution of Patriots, Loyalists, and Moderates in each colony. You may need to combine groups or add moderate characters to colonies if student attendance patterns require it. 
· Ensure each colony has a Colonial Secretary and a tracker sheet
· If you are using physical tokens, ensure the tokens match the previous token total of the colony at the end of Day 1

Become King George and begin the game (remember that a prop can help establish character): 

King George/Teacher

Colonies, yesterday I observed your reactions to my laws. Some of you chose to comply, and some of you chose to resist.

You may think that I am taking away your freedom, but you are wrong! I am just trying to maintain order.

Today, each colony will begin with the points you earned yesterday. Let’s see if any colonists want to challenge the king today!

Today, the stakes are even greater due to this growing conflict. 

If you comply with the actions of the King and give up your liberty, you will lose 2 Liberty Points, not just 1. 

If you resist, you again will roll the dice. A roll of 1-3 will result in a loss of 3 Liberty Points, not 2. Remember that a roll of 1-3 means that your efforts at resistance upset colonists who become stronger supporters of the Crown. A stronger King means less liberty. 

If you roll a 4-6, you will gain 2 Liberty Points because your resistance efforts brought others to the cause. Rebels’ success means more liberty. 

Note: these increases in gains and losses are to represent the growing escalation of the conflict and the higher stakes as one progresses from the 1760s into the 1770s and closer to the Declaration of Independence.

Now read the first Day 2 Law Card.

As with Day 1, repeat with additional Day 2 Law Cards as time and pace allow. 

Keep Event and Consequence cards in mind (found in British Law Cards). Events and Consequences cards add game “twists” to adjust the pacing of the game and add excitement. Keep them handy and give yourself time to review them as students debate their responses within colonial groups.
[bookmark: _s0qskfwjqqod][bookmark: _Toc233268246][bookmark: _Toc234320990][bookmark: _Toc234403439]Optional Mid-Game Mini Lesson: How to Persuade 
Activity Description: This activity is found in Instructor Materials. Teachers may find some or all students need additional instruction on how to share opinions and persuade others using reasons and evidence from the game. This activity is meant to prepare students for the Day 3 debate and final vote on whether to sign the Declaration of Independence or not.
[bookmark: _Toc233268257][bookmark: _Toc234321001][bookmark: _Toc234403440]Day 3: Debate, Vote, and Sign
This is the culmination of the game. After two days of working in groups to determine whether they will Comply or Resist the taxes, laws, and occurrences brought to them by the King, each group will have to determine whether they will sign the Declaration of Independence. 

Prepare a Declaration: To prepare for this day, teachers should prepare a large-format version of the Declaration of Independence, including at least the first three paragraphs. There should be enough space for students to sign the document. It could be posted on a wall, given to the colony of Virginia to introduce (since Thomas Jefferson of Virginia drafted it), or passed around as a scroll. You know your classroom resources and space best; choose what works for you.

Facilitate Debate: Teachers can structure the concluding debates in ways that align with their class characteristics and timing. The following structure is recommended: 

1) Evaluate freedom and self-government

King George/Teacher

Colonies, for two days you have lived under British rule with me as your king. You have experienced my laws. You have faced the consequences of those laws. Some of you complied and some of you resisted.  
 
Today, you must decide…will you be loyal to Britain or will you sign The Declaration of Independence?  
 
How free are your colonies under my rule? 
 
Do you feel you have enough of a say about the laws that we have passed? 
 
The teacher/king pauses to allow colonies to discuss this briefly (the teacher can opt to do this in colonies, as a whole class, or do both, starting with the colonies internal discussions)
 
2) Evaluate colonial appetite for independence 
 
Once the discussion has concluded, the teacher reveals or writes the final Liberty Point totals (Colonial Secretaries could also speak the totals aloud). 
 
Remember that Liberty Points in this game represent how much appetite your colony has for independence. 

Do you have the support of your colony for Liberty or for Loyalty? 
How will that influence your choice? 


Students discuss and reflect in their colony groups for 2-5 minutes.

3) Begin a mini academic debate with sentence frames. 

Model the following sentence frames to help guide students:
· We should sign because…
· We should remain loyal because…
· Britain has taken away our right to…
· Breaking away could cause…

4) The Vote

You can choose one of two options:

Option 1: Choose Loyalty: Stay Loyal to Britain. 
· What does this mean? Accept future laws and little to no independence.

Option 2: Choose Liberty: Declare Independence. 
· What does this mean? A chance at full independence (still risk) and no more British laws.

Students vote (blind hand raises, paper ballot, token drop, or teacher chosen option).

King George/Teacher announces the vote:

The Colony of _____________ chooses LIBERTY!

-OR-

The Colony of ______________ chooses LOYALTY!

5) The Signing of the Declaration of Independence

The teacher calls students who voted for Liberty, one at a time to sign the classroom Declaration of Independence. 

You are choosing rebellion, and there is no turning back!
[bookmark: _Toc233268258][bookmark: _Toc234321002][bookmark: _Toc234403441]Game Conclusion
To conclude the game, complete three steps, each described below. We recommend them in this order: 
1. What Really Happened – discuss what occurred leading up to and following July 4, 1776
2. What Could Have Happened – discuss what occurred in the game, based on their decisions
3. End of Game Class Discussion
[bookmark: _Toc233268259][bookmark: _Toc234321003][bookmark: _Toc234403442]What Really Happened: Leading to the Declaration
The game's conclusion allows students to see how their decisions could have changed the course of history. To ensure students have an accurate account of history, please share with students the following narrative or one of your own that explains what happened in 1776 leading to the Declaration of Independence.

By the beginning of 1776, the second Continental Congress was more willing to cut ties with Britain. The British Parliament and King George continued a decade of lawmaking. The colonists felt these laws were unnecessarily managing the economic affairs of the colonies and restricting their freedoms. The Continental Congress began to act independently and pass its own laws. These laws allowed privateering against the enemies of the colonies, shipping to other foreign nations, and even allowed for the creation of local governments. Colonists were reading the most popular pamphlet of the day, Thomas Paine’s Common Sense, and a spirit of independence was sweeping the nation. 
 
By May 1776, eight of the colonies supported independence from Britain. However, there were several delegates who continued to pursue reconciliation with Britain. On June 11, Richard Henry Lee, delegate from Virginia, brought forward an important resolution. The resolution declared that “these United Colonies are, and of right ought to be, free and independent States.” The resolution was not approved immediately. Instead, Congress went on a 3-week recess. It is believed that the recess was for delegates to discuss the resolution with their own colonial leadership. It was assumed that the resolution would be approved.  
 
Before Congress went on their recess, a Committee of Five was appointed to draft a formal statement of independence. The Committee of Five included: John Adams of Massachusetts, Roger Sherman of Connecticut, Benjamin Franklin from Pennsylvania, Robert Livingston of New York, and Thomas Jefferson from Virginia. All had a hand in drafting the ideas of the document, but it was Thomas Jefferson who was given the assignment to write it down. His draft was changed a little, mostly by John Adams and Benjamin Franklin. Even though Jefferson was not pleased with all the changes, a final draft was presented to Congress on July 2, 1776. 

12 of the 13 Colonies agreed to declare independence. The New York Delegation had not received approval from their state Convention to approve just then. Congress debated the contents of the document presented by the Committee of Five over July 3 and July 4. Some changes were made, but most of what the committee had presented remained the same. On July 4, 1776, the Declaration of Independence was adopted. 

Congress still had some work to do to file the Declaration. Several copies were made. On July 9, 1776, the New York delegation signed the Declaration. Soon after, a title was added to the Declaration of Independence that said, “The unanimous declaration of the thirteen United States of America.” On August 2, 1776, all of the delegates were to sign the document, though five delegates signed the document a few days later. In all, 56 delegates signed the Declaration of Independence. Interestingly, two delegates who had voted for Independence on July 2nd, did not sign the Declaration. They were John Dickensen, who strongly felt reconciliation with Britain was still possible, and Robert Livingston who thought the Declaration was premature. 

Once adopted and officially filed, copies of the Declaration were read aloud all over the colonies. General George Washington made sure it was read to soldiers in the Continental Army.
 
Teachers can also use the resources available at the National Archives website: The Declaration of Independence: A History, https://www.archives.gov/founding-docs/declaration-history
[bookmark: _Toc233268260][bookmark: _Toc234321004][bookmark: _Toc234403443]What Could Have Happened: What Occurred in the Game 
Your students have now made a series of decisions on individual actions of the King and whether they will sign or not sign the Declaration of Independence. Leading up to the final discussion, students need to consider how their decisions could have influenced history. First, you need to calculate just how willing your students were to declare independence from Great Britain. Then, you will read the end-game narration based on where your colonists ended. This will allow students to consider the pros and cons of their decisions. 

Step 1: Add the total number of Liberty Points for all colonies in your game, divide that by the number of groups or colonies in your class.

Step 2: Count how many student players signed the Declaration and decide if the total number of signers is 2/3 or more of the total number of players. 

Step 3: Use the table below to choose the corresponding narration, then read it to the class (as the teacher rather than King George).

Table #4: Determining a final game state
	
	Fewer than 2/3 of characters choose to sign
	2/3 or more of characters choose to sign (Choose Liberty)

	Average of 4 or more Liberty Points per group
	High Liberty, Few Signers
	High Liberty, Many Signers

	Average of 2-3 Liberty Points per group
	Medium Liberty, Few Signers
	Medium Liberty, Many Signers

	Average of 1 or less Liberty Points per group
	Low Liberty, Few Signers
	Low Liberty, Many Signers



[bookmark: _Toc234321005][bookmark: _Toc234403444]End Game Narrations
Based on the end state in the table above, find the corresponding end state and use it to conclude your game with students.
[bookmark: _Toc234403445]High Liberty, Few Signers: 	
If this occurred, there would have been a nation eager for independence and frustrated by the acts of the King. But few leaders joined the public cause for independence. 

Read to students: 
"Many people across the colonies are ready for independence. They are upset with the King's actions and want the colonies to govern themselves. But only a few leaders have signed the Declaration of Independence. Because there are not many leaders willing to take that risk, it may be difficult to organize the colonies, make important decisions, and keep everyone working together. For example, it may be harder to collect money and supplies for the army, coordinate soldiers from different colonies, or convince other countries to trust and support the independence movement." 

Ask students to consider: What will be hard to overcome for the independence movement?
[bookmark: _Toc234403446]High Liberty, Many Signers:
If this occurred, there would have been a nation eager for independence, frustrated by the acts of the King. Many leaders stepped forward and joined the public cause of independence.

Read to students: 
"Many people across the colonies want independence, and they are frustrated with the King's actions. Many leaders have also signed the Declaration of Independence, showing that they are willing to stand up for their beliefs. With strong support from both the people and their leaders, it will be easier to unite the colonies, raise an army, gather supplies, and work together. For example, communities may more willingly donate food and clothing to soldiers, more people may volunteer to serve, and foreign countries like France may be more likely to provide help."

Ask students to consider: What will increase the success of the independence movement?
[bookmark: _Toc234403447]Medium Liberty, Few Signers:
If this occurred, there would have been a divided nation. Some colonists are eager to fight for independence, and others see themselves as British subjects. Few leaders have signed, leaving the liberty-minded citizens without strong leadership across the colonies.

Read to students: 
"The colonies are divided. Some people want independence, while others want to remain part of Great Britain. Only a few leaders have signed the Declaration of Independence. Without many leaders to guide them, supporters of independence may have a hard time convincing others to join their cause and to work together across the colonies. For example, recruiting soldiers may be difficult, some towns may refuse to help the movement, and disagreements between colonies could slow down important decisions."

Ask students to consider: What will be hard for those seeking independence?
[bookmark: _Toc234403448]Medium Liberty, Many Signers:
If this occurred, there would have been some colonists eager to fight for independence, and others see themselves as British subjects. Many leaders have signed, which means that there is strong leadership for the independence movement across the colonies. 

Read to students:
"The colonies are divided. Some people support independence, while others remain loyal to the King. However, many leaders have signed the Declaration of Independence. These leaders can help organize supporters, share ideas, and encourage others to join the movement. Even though not everyone agrees, strong leadership gives the independence movement a better chance to succeed. For example, leaders can organize local meetings, encourage people to donate supplies, and help the colonies work together even when many citizens are unsure about independence."

Ask students to consider: What challenges are left for the independence movement to overcome? 
[bookmark: _Toc234403449]Low Liberty, Few Signers:
If this occurred, there would have been colonies worn down by the King and too dependent on the British to imagine an independence movement can succeed. Few leaders have signed the Declaration, leaving the liberty-minded colonists without much hope. 

Read to students:
"Most colonists still think of themselves as British subjects and do not want independence. Only a few leaders have signed the Declaration of Independence. The independence movement is very small and faces many challenges. It will be difficult to gain support, raise an army, and convince people that breaking away from Great Britain is the right choice. For example, few people may volunteer to fight, towns may refuse to provide food and supplies, and loyal colonists may report independence supporters to British authorities."

Ask students to consider: What would need to happen to turn things around? 
[bookmark: _Toc234403450]Low Liberty, Many Signers: 
If this occurred, there would have been colonies worn down by the King and too dependent on the British to imagine an independence movement can succeed. However, many leaders have signed the Declaration. They, at least, can come together to argue for independence. 

Read to students:
"Most colonists still feel loyal to Great Britain, but many leaders have signed the Declaration of Independence. These leaders believe the colonies should be free and are willing to take great risks to make that happen. Even though they have strong leadership, they will still face the challenge of convincing many colonists to support independence. For example, leaders may be able to organize meetings and spread their message, but they may still struggle to recruit enough soldiers, collect supplies, or gain support from communities that remain loyal to the King."

Ask students to consider: What do supporters of independence need to do to gain more public support for the cause?
[bookmark: _Toc234403451]Optional Student Post-Game Activity: Reflect on Your Character
Activity Description: “Reflect on Your Character” is an element of the Personal Character Journal that can be used before debriefing as a class

To use it, ask students to complete the “Reflect on Your Character” section of the Personal Character Journal Handout. Find the handout in the Instructor Materials. 
[bookmark: _Toc233268261][bookmark: _Toc234321006][bookmark: _Toc234403452]Postgame Class Discussion
Class discussion about the overall question for the game (debrief conversation): 

1. Why did colonists believe independence was necessary? 
2. Was this an easy decision? Why or why not? (Students provide evidence from the game.)
3. Did your Liberty Points influence you?
4. Did anyone change their mind during the debate or during another part of the game? Why?

This simulation was written neutrally on purpose to ensure students are not guided to a ‘correct’ answer but instead experience the complexity of the colonist’s decision-making process. The goal is for the students to build their own understanding of why independence was considered by the colonists based on evidence, perspective, and lived experience (the simulation) within the game.



If your game ends with colonists ultimately choosing LOYALTY: 

Emphasize that not all colonists supported independence. Many Loyalists feared change, valued stability, and depended on Britain. Use this outcome to discuss the difficult decision, and why some colonists resisted breaking away.

If your game ends with colonists ultimately choosing LIBERTY:

Highlight that colonists ultimately chose to take a significant risk to gain freedom. Connect their decision to the Declaration of Independence, emphasizing that this document explained their reasons and justified their choice.
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