The 1920’s, and the Great Depression
Board Game

The 20th Century is in full swing. Americans are emotionally and mentally exhausted from 20 years of expansion and reform that culminated with the devastating World War. They are looking to return to the business of “being” America.  Model T’s are cruising this new thing called “Highways,” and young women are pushing the bounds of their society while dancing the “Charleston.” Meanwhile there is a dark specter on the horizon. All the prosperity of the “Roaring 20’s” may come crashing down into a debilitating depression such as the American economy has never seen before. Your task will be to capture the feelings, emotions, and trials that signified the time in a board game. 
Activity:
Create a Board Game in which the ideas and people from Chapters 12, 13, 14, and 15 are the central theme. You will be assigned a chapter to focus on.  
Requirements:

· Written Rules of the game

· Be a 2-5 player game

· Game must cover all key ideas, people and terms
· Game must have variety. (like monopoly, you should have some sort of “community chest” as well as penalties and rewards on the actual board)
· Game must be functional…you supply everything you need
· Markers, glue sticks, rulers and scissors provided in class

· Must be playable without a textbook—game should be able to be played without special knowledge. This game should teach me something by playing it!
Game is worth 30 points to each person

1. Written rules fully explain how to play

= 5 points
2. Identify and use 10 “TERMS”*

 
= 10 points 

· You choose the terms

· They don’t have to be from Textbook

· Your use of the “Term” within the game

Should make it obvious what the term means

And why it’s important.

3. Effort/Creativity/Style



= 10 Points
· Your game clearly channels your historical
Era.

· Images/drawings

· Time in class is used wisely/limited to no

Redirection in class.

· Your game, while simple, uses the historical

Content creatively to drive the game forward

4. Game is playable WITHOUT A TEXTBOOK
= 5 points

OR SPECIAL KNOWLEDGE.

· It shouldn’t take trivial knowledge
To advance in the game

· Playing this game should TEACH me about

Your chapter. 









_________


TOTAL





= 30 Points 
