DISCOVERY SIMULATION RULES
I  PLANNING YOUR COLONY


A.  Each colony will earn point which can be spent 
on goods to be brought to the 
New World (p.12-14)



1.  guns



2.  horses



3.  men, women, and children



4.  tools, household items



5.  farm animals, seeds



B.  Each colony must come up with a NAME for their colony



1.  The name must be submitted to the King



2.  Colonial names from previous colonies cannot be used


C.  Colonies must design a colonial FLAG (p.10)


D.  Colonies must decide on a reason for coming to  the New World (p.9)



1.  Government-sponsored colonies



a.  have the advantage of receiving 2 
supply ships




b.  will start with the maximum number of points




c.  Must be prepared to pay back a large amount of wealth  to the King at the 


     end of the game



2.  Private companies




a.  Must borrow money they don’t earn 




b.  will receive only one supply ship




c.  Must be prepared to pay 25% of their amount of wealth  to the King at the 


      end of the game



3.  Religious groups




a.  Start with the most points




b.  Receive no supply ships




c.  Must be prepared to pay back what they borrowed from the King at the end 


    of the game

II
SAILING TO THE NEW WORLD


A.   Colonies have to cover 3500 miles to reach the 
New World (p.17)


B.  Each colony must come up with a NAME for their 3 ships



1.  The name must be submitted to the King



2.  Colonial names from previous colonies cannot be used


C.  Colonies need to spend their cargo points by creating a CARGO list (p. 15)



1.  Colonies must decide what good to bring
with them




2.  Loading the ships is an important process



3.  How much food to bring is a key decision




a.  Food calculations can be used (p. 14)




b.  Run out of food= starvation


D.  Sailing to the New World



1.  Colonists draw “fate cards” to determine how far their ships move across the 


Atlantic




a.  Each “round” is a card draw




b.  Each “round” represents 2 weeks at sea.




c.  Ships can be “lost at sea”



2.  The Sea Log (p. 17) records the distance traveled




a.  Ships can go forwards or backwards of in rare cases, sink.




b.  Students record distances




c.  Upon reaching the New World, students draw a “landing card.”





- if landing is successful, the colony can pick out a square of land





- if unsuccessful, the colony must wait to draw again

III
COLONIZING THE NEW WORLD


A.   Upon landing, colonies must pick a square in which to land



1.  Each square has a certain value from 50 to 500 points



2.  Colonists can acquire more squares of land from the Indians during the “trading 

session”


B.  Before each round, colonists must have a meeting to decide how to use their 
resources



1.  Where will you put your colonists?




a. Farming




b. Fishing




c. Hunting




d. Attack or defense



2.  Will you be attacking anyone (battle info)


C.  Food production and weather



1.  Weather -  will tell you what your weather is during the round and how it will 


effect you



2.  Farming – will reveal how many units of food each farmer makes during the round



3.  Fishing



4.  Hunting


D.  Trading



1.  The colonial trader will be given 5 minutes (timed) to go from colony to colony to 

trade



2.  Indians may also approach your colony to trade or you may visit them




a.  What do you have that Indians want?




b.  What do they have that you want?




c.  Are the Indians friendly?


E.  Battles



1. Colonial attacks




a.  If you planned to attack another colony, here is where it happens




b.  Colonies must complete “skill” in order to be successful





-skill level I





-skill level II





-skill level III





-skill level IV


2.  Indian attacks




a.  Indians will announce if they are attacking any colonies




b.  Colonists can decide if they want to attack the Indians

F.  General Welfare



1.      Colonists draw a card that could create any number of problems or opportunities


2.      After drawing, colonies must “feed’ their colonists
