Development Trumps     D Anderson   Blairgowrie High School

Background- I had been trying to think about an interesting way to get pupils to understand indicators of development – then one night I woke up and for once jotted down a few words of a dream/idea on a scrap of paper to trigger my memory in the morning – I should do it more often but I’m usually too lazy !

The Game – really simple to set up and very easy for the pupils to play. But–  

· when they are extracting the information they are practicing loads of skills

· they are learning how to understand demographic data

· they are thoroughly engaged for an hour or so

· they will understand indicators of development

· you can adapt it very easily for different levels of ability

· its fun

· requires minimal preparation

· the produced cards can be used again for short version

· it works !

Instructions ; The objective is very simple . The winner is the pupil who wins all the cards. At least half the class will know the Trump Cards game and will very quickly explain it to the others. I use the Philips atlas Purple section but any source of indicators of development will do.

In groups ( 4 is ideal) give them some A4 card with your selection of indicators 

Depending on the ability level of the pupils produce a series of cards with a list of development indicators

Eg  Birth rate ,life expectancy,

GNP per Capita etc    ( min 4, max 10 )

Beside each one you should print H –high or L- low  ie. A high value wins or a low value wins   Eg. Life expectancy and Birth rate

Eg 


County ;


Continent ;


Population density (L)


Birth Rate (L)


Death Rate (L)


Life Expectancy (H)


GNP per Capita (H)


% of Urban Population (H)


No. of people per Doctor (L)


Alternatively you could leave them blank and let the pupils decide what should win.

If you really want to spin it out the pupils could hand write and design the cards themselves, choosing which indicators best show different levels of development. There is a lesson there in itself –Smart board addicts can easily devise something.

( But…. If you all use the same indicators then you can swap cards between the groups )

 Give the pupils a list of countries to find information on : Board, Smart Board , handout or OHP.

I have found it useful to give them groups of countries depending on continents Eg

Africa, Asia and S. America ( then, they can compare the different levels of development later )

I’ve tried both high and low levels of development wins, or “suicide trumps” where the object is to lose so pupils have to decide the lowest level of development. The suicide option is good fun for a quick game at the end.

As far as I know this is an original idea but it is so flexible

Enjoy !

Doug Anderson.

