Rules for Cost of Repair game


Materials:

· Appendices A-H completed and printed off (see lesson plans)

· Photocopy cards (Appendix D, E, H) on cardstock for longevity to use in future years or with additional classes

· Markers/chalk for the board to keep track of teams budget
Preparation considerations:

· Repair cards 
 (Appendix D) are made during lesson two. There are sample repair cards that can be used 
in the game.
· As many teams as you wish can play this game as long as there are enough repair cards (Appendix D). There should be at least 10 repair cards for each group. Some repair cards can be reused if you run out as you are playing the game.
· Before beginning the game, Mark 10 - 15% of the repair cards with a green dot (a marker or sticker). When a student picks a card with a green dot, their team will also be able to pick a bonus card (Appendix H). 
How to play:

· Separate class into groups (teams), each team picks a budget card (Appendix E).  These cards are made by students during lesson
 two as an exit card. Whatever their budget is, they must work within their budget throughout the game. 

· The team with the most amount of money goes first, followed by the next highest amount, until every group has had the chance to go.

· Inform each team that they are allowed 1 repair pass (which means that if a repair card comes up that they think they would like to pass on, they are allowed to pass it). Use your class setup as to the instruments they have available to use. (E.g. if you only have one trombone, and it needs to be repaired, is it reasonable to pass? The consequences of that decision could be discussed as a class in relation to the instruments you have available in your program).

· During the game, the teacher acts as the Principal. They have the right to force a group to repair something or refuse to repair something. If you want add a bit more discussion and budgetary planning, the principal can allow each team to bring only one request to increase their budget. As long as you feel it is reasonable and you have the funds, you would be able to accept or deny their request. This can be done at any time during the game.

· Each turn is a month in the school year, so the first card will represent September. 

· Once everyone has deducted their September repair costs, then every group chooses their October repair cost card. Each time a repair card is chosen, that amount must be deducted from the team’s budget shown on the board. Continue for the remainder of the school year. 

· If a team picks up a repair card that has a green dot on it, they are allowed to pick a bonus card and follow the instructions on the card (Appendix H). 

· Any teams that are able to keep some money from their budget by the time they complete the school year wins. They are allowed to pick an imaginary instrument that they would be able to buy with the remaining funds from their budget. (e.g. $600 a flute, $6 a recorder)

· Encourage discussions inside the team before making final decisions. 
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