The teacher overview was found on the internet and is largely unedited. The student directions have been revised. This simulation/game should only be played in classes where to peer to peer conflict is minimal. The teacher has to be a muggle. Students chosen as the wizards should represent different races, genders, and friend groups in the room. Make sure before you start, the wizards understand boundaries to not cross. If these boundaries are crossed, students would switch roles.
As an incentive for muggles to keep working, wizards can give them pennies. Every five minutes or so, the muggles have to go back to their area and pay taxes. This prevents muggles from becoming too rich. Wizards should have nametags or some sort of distinctive marking. Also, be very clear about expectations.

_________________________________________________________________________________
Apartheid Simulation Activity Teacher Overview

Goals/Objectives: 

· Students will gain an understanding of apartheid not simply as segregation but as a system by which a minority denies the majority access to land, income, power and rights.

· Students will consider why people might rebel in such a situation

· Students will begin to understand why a system of injustice inevitably becomes dependent upon force and repression

Materials:

· Pennies 
· Student handouts – Wizards and Muggles
· Masking tape

· Envelope

· Timer

Procedure:

1. Mark off a large rectangle on the floor with the masking tape. Inside the rectangle mark several smaller areas and one isolated area in the corner of the room which will represent a prison (used for ‘uncooperative’ muggles). 
2. Choose about 15% of students to occupy almost 90% of the rectangle (or classroom). Give this group the Wizard handout and send them off to read it over and discuss some strategies. 

3. Squeeze the rest of the students into the smaller areas of the rectangle (or similar arrangement depending on the space). Explain to these students that under no circumstances must they go outside of their designated area unless they are given permission to do so by the other group. Give them the Muggle handout.
4. Check in with the Wizard group and explain to them the area marked off as a prison. Explain that most represent their own food and income but a little bit can be given to majority members for labor they do for the Wizard. Make suggestions such as: You can write some rules on the board for the majority if you want (no talking back, no talking between groups etc. and new laws can be enacted as needed. If they disobey, they are sent to jail.
5. Introduce Wizards to the rest of the class. Tell students this group gets to wander freely. Hand out pennies to the Wizards (I usually give each of them fifteen), giving only one to each muggle and explain that these represent resources and income.  

6. Explain that in this country, some people have more than others. If you don’t have any, you can work for the group that does. Suggest some possible jibs: Sweeping the floor, emptying the garbage, moving books, straightening desks, even policing fellow group members, pointless organzing, sharpening crayons, ripping up paper, etc…
7. Observe what happens…. Expect some competition, disobedience, shoving and recognitions of injustice….people will be sent to prison, things may escalate, some may just obey and receive their candies, etc. etc. Whatever happens can in some way be related to South Africa. 

8. The teacher should start the simulation and then join the Muggle group. 

9. The teacher should set a timer, when the timer goes off two things happen. The wizards receive an envelope labeled Trade with other Countries filled with pennies. Muggles must pay a penny representing feeding their family, if they can’t pay they could either borrow or go to prison. The timer should be reset.
 Wizards (Powerful Group) 
· In this game, there are two groups. The muggles and the wizards. You are a wizard. You are smart, powerful, and rich. You must make sure the muggles don’t try and be like you.

· You will not be forced to squeeze into a small taped off area with the smelly muggles. 
· You may walk around the classroom with complete freedom. 
· You will receive a handful of pennies. These pennies represent resources, income, and power. Some pennies will be for your own enjoyment and some will be to hire muggles to work for you. You decide what this work will be (moving desks, books from one area to another, clean things, etc.)
· Use pennies to get the muggles to work for you. You can talk with other wizards to decide on potential jobs, and to decide how much to pay them. Make sure you don’t make them happy and pay them too much for a job. 
· The muggles can’t be trusted with this freedom. Make sure the muggles do not leave the taped area unless it is to work for you and you give them permission to do so. When they finish working, they need to return their area. Remember, they must treat you with respect at all times.
· If anyone fails to obey, steps out of the tape area, shows disrespect to you or seems to have a problem with anything you ask them to do, you can send them to prison. If they complain, explain that you can send their friends and family to prison. If a muggle gets sent to prison, hire someone to guard the troublemaker. 
· There will be a timer going in the classroom. When the timer goes off, the muggles need to stop working and return to their areas. Muggles will have to pay money to the government aka Mr. Patterson. Since wizards control the government, you will get the money that Mr. Patterson collects. 
Muggles (Group that isn’t powerful… yet!)
· In this game, there are two groups. The muggles and the wizards. You are a muggle. The wizard group has most of the power and the money for now. You are determined to work hard to become wealthy.

· During this game, all muggles must stay in the taped area in the classroom for their own protection. 

· The people in the area with you are called “muggles.”
· You have a large family and need to earn money so you can pay for food, clothes, and a home. In order for you to get money, you need to work for the wizards. They should have lots of work for you!
· There will be a timer going during the game. When the timer reaches zero, everyone needs to go back to where they started. At this time you will have to give up some pennies. This represents the amount of money necessary to keep your family alive.
· If you can’t feed your family/pay taxes, then you will be sent to prison… (
· If you misbehave, you can be sent to prison….. (
· There is no escaping prison. (No, prison isn’t lunch with Mr. Daugherty.)
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Apartheid Simulation

Teacher:
Directions: Answer the below questions, make sure to use complete sentences and proper punctuation. Also, remember to use the underlined part of the question in your writing.
1. The powerful people during the simulation were called wizards. How did they act during the simulation/game? Provide examples.
_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

2. The group of people that didn’t have power were called muggles. How did they act during the simulation/game? What were they forced to do? 
_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

3. What did the pennies represent in the simulation? Who had the pennies to start with? Why did the muggles need pennies?  
_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

4. The game we played in class unfortunately mirrored what life was like during Apartheid in South Africa. The Wizards were the whites/Europeans and the muggles were blacks. The whites could move wherever they wanted and had access to the majority of pennies. When the timer went off, what did the wizards receive in the envelope? What do you think this envelope represent?
_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________
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5. What do you notice about the two drinking fountains? Is this fair? What does this have to do with the game we played?
_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

______________________________________________________________________________________________________________

_______________________________________________________
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