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	Dangerous Cargo: Power Game Instructions



Power Game Instructions


Meeting set energy goals:

Texas’ peak energy demand is currently growing faster than its population, meaning that sources generating several thousand additional megawatts will need to be found over the next decade (new hydro is not an option in this game, however, because it only supplies 0.5% of Texas energy and its potential remains low).  Some strategies for adding new power resources will be more successful than others in keeping economic costs down and maintaining a healthy environment.

To start:

1. Form utility companies, consisting of 2-5 team members. 

2. Create a name for your company and write it on the chalkboard in a horizontal row with other company names. Your score will be written under your name at the end of each round. 

3. Each company starts with 

· $1.2 billion in Utility Money (20 x $10 million and 10 x $100 million)

· A stack of nine Power Resource Cards

· One Recording Sheet (additional Recording Sheets are available if you run out of room). 

4. Teacher/leader has one stack of Current Events Cards, extra Recording Sheets, all extra money, and serves as banker. 

5. Look at the resource cards. 

· Hydroelectricity is printed on one card for information purposes, but no new hydro can be built in this game. 

· For new resources, the increment of power produced varies from 100 to 800 megawatts. For fair comparisons, a dollars per 100 megawatt cost has been calculated for each. (See ADDITIONAL INFORMATION page, item A) 

· Annual cost (as seen at the bottom of each card) is a weighted combination of the cost to build a plant and the yearly cost to operate. 

· NOTE: In reality, costs for some resources would change as more are purchased. Prototypes of new technologies (solar, geothermal, wind) start out expensive, while later generations are cheaper. In contrast, conservation costs go up as the least expensive measures are taken first. Such cost changes are not represented in the game as printed, but can be added. 

· Environmental considerations are summarized on each card. 

Now come up with an energy plan! 
(Each round represents one year)

1. Round 1: Take 10-15 minutes to decide which resources to purchase and how much of each, to reach the goal of 3,000 MW and stay within budget of $1.2 million. On the Recording Sheet, write the name of each resource purchased, the annual cost ($Money), and the Megawatts produced. Keep running cumulative totals in the $Money and Megawatts columns. 

2. When your plan is complete, pay for the resources you have chosen by putting the spent money in the center of the desk, face down, and check off the Round identifier box on your Recording Sheet. 

3. On the chalkboard, each company records totals ($ and MW) at the end of the Round. 


· BONUS: If the megawatts exceed goal for the round, the company receives $10 million for every 100 MW over goal. This represents a sale of surplus power to other utilities. 


· PENALTY: If the megawatts are too low to meet demand, the company has to pay an additional $100 million for every 100 MW they fall short. This represents emergency purchases of power from other utilities. If they do not have enough cash to pay for the emergency, a negative balance may be recorded on the board. 


4. Student discussion: The team with the least expensive plan reports its strategies to the rest of the class (Criteria for choosing resources? How were environmental and economic concerns resolved? Did they vote? Were there experts? Did anyone dominate the group? Did anyone disagree? If so, how was it handled?).  Each company in turn explains how their strategies differed. 

5. Remaining Rounds: To begin each remaining round, two or more Current Events Cards are randomly selected and read aloud by the teacher, then placed face down in a discard pile. Companies make any necessary adjustments on their Recording Sheets. Then play continues as in Round 1. Assume Current Event Cards apply only to the current round.  Student discussion centers around any changes that occurred. 

6. Winner is the company with the most money left over at the end of Round 6, or any other designated round. 
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