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RATIONALE

Teaching map symbols to punils in the classroom is usually con-
sidered one of the easiest lessons to "get across.’ Teachers usually
have children come to the map at the front of the room to point out
such things as rivers, oceans, states, capitols, mountains and valleys.
These factual components of learning are readily memorized and, there-
fore, usually viewed witl some enthusiasm by both the teacher and the
pupils. They represent less abstractness in social studies than the
study of a man's life, or the course of events in a war, battle or
peace conference. In a sense, a pupil can "see" the facts.

Perhaps this is why most teachers do little more with the teaching
of map skills than fill out dittoed worksheets or construct salt
and flour maps. Too, it is often felt that there simply isn't time
in the curricula to spend studying map symbols as a separate unit.
Consequently, map symbols are taught by the teacher whenever he ''feels"
tkat the time is appropriate for a greater understanding of the lesson
at hand. This, for the most part, represents an '‘addition" to a
regular lesson.

Teaching map symbols in this manner does not necessarily insure

a transfer to application learning. For this reason, REMOTE ISLAND

attempts to use the symbols as they are learned in a simulated condi-



tion of problem solvinz. It is known that learnins the application
of knowledge at the sane time that knowledoe is presented allows

the pupil to internalize the learnine in usable form. Decision
making, based upon the presented kndwledge) enhances this mode of
learning even more. The pupil is allowed to use the knowledge in
his own way as he chooses a path through the decision making process.

DESCRIPTION OF THE SIMULATED EVENT

PEMOTE ISLAND concerns a hypothetical island which the United

States gained from Japan after World liar II. It has iémained virtually
uninhabited since the time of ;ts' discovery by the creﬁ of a ship-
wrecked sailing vessel. Pupils whe take part in the simulation are
asked first to learn the physical characteristics of the island

and then to apply these learnings to a problem that confronts the
people of the island. All pupils participate in the learning and
problem solving by contributing different information concerning the

_ island. Each child is assigned a role to play. The members of each
simulation group decide, by consensus, what to do about the problems
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HATEPTALS AND STEPS IN I'PLEMENTING THE SI!ULATION

The simulation is implemented by.dividing the class into gfoups
of six persons each. A sociogram lends itself well to this erouping.
Groups represent inhabitants of the island. A member of the group
will have a data card telling some physical characteristics of the
island. e will also have a role card telling him what peréon he is

to represent ep the island. Each member will also have a worksheet

on which he records the data about the island in the form of physical



characteristics and questions to be answered, (see Appendix for these
materials.)

The simulation Qtarts with the group compiling factual knowledge
about the island. This is accomplished by a memher of the group
showing and reading his card to the rest of the group (cards of this
type represent railfall, temperature, locations of streams, etc.).

As each member reads his card, the other members record this data

on their outline maps on their worksheets. A crayela is used to
duplicate the same colors presented on the data cards. Each member of
the groups now has the same information.

The second part of the simulation has to do with placing three
large cities, any number of small cities that the group desires, and
appropriate roads and railroads on the map. Symbols to be used for
these physical features are included in the worksheet. The group is
encouraged to discuss where to place these additions and arrive at a
consensus before placing them on the map. Discussing reasons for com-
pleting these placements are important to each member of the group
and his understandigg as the simulation progresses.

The third part of the game starts with the problem that is givenl
in the worksheet. A wealthy man wants to smelt the iron ore which
can be minedlon the island. This ;vent can cause many things to
happen to the people located there. It can represent added income

_to the people of the island. A smelter can also represent other happen-
‘iﬁgs to the igland and the people that!éré not good. Smog can be
generéted, sfregﬁé and the'oceéﬁ, itself, can behpolluted. Political
corruption can set in, population can b?er-iﬁcre;se, and a way of

life that is now leisurely can be upset. These spinoffs, or effects,



of the smelter have to be considered hy the group. To do this, every
member uses his second card whicl defines his rcle on the island.
Maximum time should be allowed for the discussion until a group decision
is reached and the reasons are clearly set down for the decisions
that are made.

At tiie end of this discussion, Groups then report to the class-
at-large on the decisions and the reasons behind them.

INTENDED LEAPNINGS FROM THE SIMULATION

ap Symbols: Placing

Pupils learn the meaning of map syrbols at the same time
they learn to use them. The symbols appear on the map

as having relations to each other, i.e., the ground cover
is greener where there is more rainfall, foliage is less
on mountain toﬁs, and lakes occur in valleys and plains.
The pupil will lécate cities, highways and railroads,
using designated .symbols, with group approval.

ap Symbols: Using to !'ake Decisions

To make intelligent decisions about environmental, political,
and economic problems facing geographical locations of

the face of the earth certain kinds of kné;iedge and uﬁder;
standings are neéessary. Yiap symbols for this simulation

represent a ﬁart of this body of knowledge.

Social Structure and Its Relation to Decision Making

The group, through its role playing cards, is led to see
that different people in the community have their individual
views about what a smelter means to them. Differences in
‘opinions and impasses have to be broken for consensus in

the group.
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Group Process: Group Decision ifaking

The group learns to make a decision solely on the data

at hand. This makes the process independent of the
teacher and thereSy strengthens the independency of the
group and the individual. In addition to knowledge,'skills
of persuasion, negotiation, compromise, leadership, follow-

ship, blocking, and facilitating are experienced.



APPENDIX A



REMOTE ISLAMD
Yorksheet

NAME DATE GROUP NUMBER

DIRECTIONS: This is a fact learning and decision making game about

an imaginary island called REMOTE ISLAND. Please do the tasks in this

order: 1. read the history about the island, 2. each person in the
ogroup take a large card from the brown envelope and read it as you
show it to the grouﬁ. Each member copy in craycla these symbols

on the map on page three of this worksheet, 3. by discussing in the
group, place the three large cities and as many small cities as you
desire on the map. In addition, place highways and railroads, 4. now
read the problem concerning Mr. Lanks and make a decision about the
smelter. Record in writing all reasons as to why you decided as

you did.

HISTORY OF REMOTE ISLAND

-

About 1750 a frigate was wrecked and sank off the coast of

REMOTE ISLAND (so named by the crew Qf this ship). Some of the men

were able to make the shqre of this island, some died in the sea.
As the island was out of the traveled path of ocean vesseis, it
was forty-three years before the last two remaining men were rescued.
Although the island was lush and inhabitable, after being rescued,
these two men soon forgot about it. Japan claimed it-as a submarine
fueling station during quld War II.

United States obtained the island in a trade with Japan in 1950,
The United States govermnment later sold it to Americans at $1500.00
per acre with a maximum 6f five acres that could be purchased by

any one person. No companies could buy land.



By 1970 the population of the island was 700,000 and growing
at the rate of 10,000 per year.

The island is beautiful and peaceful. It is still out of the
main ocean traveled routes of ships. Hcwever, lately a problem has
become evident. The island is running our of money because the
people on the island import more than they export. In other words,
more money is leaving the island than is coming in. The people are
concerned about this.

One day, a man by the name of Mr. B3arks comes to the island
from the Uﬁited States and makes an offer to the people that can
help them financially. He states that he will smelt the iron that
is located on the island, sell it and ship it to the buyers. To
do this, he must locate a smelter on the north side of the island.
He must also build docks and o0il storing facilities so that he can

bring his ships close into shore and refuel them.

-

PROBLE!M I
(After you have c&%pleted putting all the symbols on your own map.)
Locate on your map three larpge cities and as many small cities as
the group desires. Put in the appropriate highways and railroads.
These questions maf help guide you in this task: |

1. What geographical factors are best to consider
when locating a city?

2. lhat ecconomic conditions cause cities to start
and prosper?

QUESTIONS

1. Why did you locate your cities where you did?




2. UVhy did you locate your railroads and highways where you did?

PROBLE! 2

On REMOTE ISLAND are located deposits of high grade iron ore and tin.

Discuss in your group what to do about Mr., Banks' offer to mine and
smelt the iron ore. YHow could you use the tin (tin occurs in a‘free
state and, therefore, doesn't have to be smelted)?

These questions may guide you in this task:

1. "hat ceuld hapnen to this island if the iron was
nined and smelted that would help the people?

2. Uthat could happen to this island if the iron was
mined and smelted that would be injurious to the -
island and its people.

3. Vhat alternatives do you see that could be taken
(what else could be done)?

Write below what you did about the problem and why you did it (the

group has to agree on all decisions.)




MATERIAL TO BE USED FOP. THE SIMULATION

1.

Cards which represent geooraphical features of RENOTE ISLAND

are made on 85 x 11 tachboard with appropriate felt tip pens.
There are six cards for each groun, or one for each member.
Role cards are put on 5 x 7 index cards. There are six cards

or cne for each member of the group.

w
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REMOTE ISLAND GROUP CARD T

PREVAILING VINDS

BLUE WATEP CYMBCLS

GREEN WIID SUMLOLS

RED MCRTH DIRECTION

PREVIALING WINDS
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REMOTE ISLANS GROUP CARZ Z

AWM vonmams (ruacn)

© - HILLS (PRANGE)

- -T- PLAING  (YELLOY)




o
REMOTE ISLAND GPOUP ok
PATNFALL
100+ IHCHES PEP YEAR (PLPPLE)
6 to 10 INCHES PLF YEAP (ORAINGE)
1C to 15 THCHES PEP YEAR (YELLOY)
20 to 25 INCHES PER YEAR (GREE!N)
PUPPLE
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REMOTE ISLAND Grorp CAPT

LAKES Al RIVEPS

. = LAKB (BLUS)

/

~= RIVEP (GPECN)

OCALE: ¢ inches=50 miles
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PEMOTE ISLAND Gronp CA™D 5

HINERAL DEPOSITS

e
pp 1
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- IPOMN DEPNSIT (TLACY)

.A7 - TIN DEPOSIT (BLACK)




PEMOTE ISLAMD

FOLIAGE

GPOUIP

TREES (GREZN)

0 FOLIAGE (EROVH)

GRASSES (ORANGE)

CAoR 6
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Role Playine Cards

Card e, 1-- VYeour nare are the owner of an
ircn wine and snelting You: have learned

cf ths iron denosit on : want to mine ans snel
it hecause you see 2 gocd nrofit in it for vourself. It wil
be necessary teo put a smelier on tie northem shore of the i
Plants such as these sive off contaminated sroke that is iy
to the health of man and animals, Srelters alsc reed to di
sulfurous waste material into streans. This will pollute ¢
strean and, finally, the ocean, itself. VYou ave to try tc convince
the cther merters of your group that nutting z smelter on the
jisland is a goed thing.

Card /ic. 2- Your nane is Jack Poatwrigit. You are

a f
You palke your living bty fishing in tle ocean just off thie ncrthern
ccast of this island. You are able to sell zll the fish tlLat you
catci. uvcaufe the streams and, therefore, ths ocean is not
contaminated with pollntants.

Card No. 3- Your name is !'r. Vote. You are the local pelitician
1u the small town near wheTe t.e smelter could te locaterd. Yo
kreow that you could be a much stronser volitician in this area

if the smelter were to locate here anc you cculd he responsible
for suprlying the labor for it. You want to work witk i'z. Rarks
acout this

Card llo. 4- VYou are Dr. Planterran, a retired university pProfassor
or uiclecey who has rade 2 1ife-leng study of fcoloﬂy svstems and
~ow man has mis-usad then. VYou have comes te the island to retire
and get away from the polluted air.

Carc o, 5- You are Jack 'ilsen, a hiprpiz from a western collese
an

in the United States. VYou = cuit scrocl and left the I'mited
States because tle !', S, fovernnant hasnit done enough about
pollution. You are verv outspcken in the group against letting
the smelter bLe brousht in,

Cara Yo. 6- You are
represent a greup cf
and whether it is ¢
argumnents and ask s
ielieve about all t

"rs. lomington, a wcusewife and mother. You
“OHSLw‘vrs wlio are interested in the snelter
ring to the island or nct. You listen to the
1¢ cuestions, but you don’t know what to
3




