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Note from the Author

We are living in times when it is tempting to ask why the leaders of the world do not move quickly toward
peace, especially when the alternative appears so disastrous. Everyone in the world wants peace.
Successful conflict resolution, however, is almost never the result of wishes and good intentions alone. In a
world as complicated as ours, or even as simplified as The Other Side, conflicts are resolved through attention
to detail, empathy, strategy, and clear-headedness. The challenge of peace is intimidating when you see it up
close. The goal of The Other Side is to demonstrate the extent of this challenge that faces us. The game
does not make peace seem easy to attain. That would be an irresponsible game.

Thomas F.F. Snyder
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Welcome

Welcome to the The Other Side, a
computer simulation game about global
conflict resolution. The Other Side
simulates relations between two countries
in a complex world of limited resources like
our own. Players get a hands-on
experience of running a country and must
confront many of the issues facing our
world leaders today.

The Other Side is a valuable tool for
teachers of social studies, language arts,
and science (in grade 5 and up). ltis an
excellent springboard for discussions of
historical and contemporary topics such as
World War Il, U.S.-Soviet relations, the
Federal Budget, and nuclear war.
Language arts teachers can use the
simulation to teach communication skills,
and science teachers can use it to bring to
life the effects of having limited natural
resources. The Other Side also builds
critical-thinking skills which are useful
throughout the curriculum. It encourages

4 Welcome

group decision-making, conflict resolution,
and organization and planning.

Played either as a one or two
computer simulation, The Other Side
demonstrates the difficulties of dealing with
another person, group or nation whose
motives are never entirely clear. While the
stakes in the simulation could never be as
high as they are in the real world,
participation in its environment will provide
a basis for considering the issue of global
conflict resolution. We have high hopes
that The Other Side will bring players a
step closer toward appreciating and
dealing effectively with our complicated
world.

This manual provides suggestions
for using the simulation in your classroom.
It also includes technical instructions and
reproducible student worksheets. We
suggest that you read through the manual
and play the simulation before introducing
it to your students.



Learning Objectives

The Other Side provides teachers with valuable opportunities for enhancing the
traditional curriculum. It is a flexible teaching tool which can be integrated into a variety
of subject areas, such as American History, World History, Current Events, Economics,
Language Arts, Science, and Psychology. It generates excitement in the classroom by
actively involving students in the learning process.

The Other Side's learning objectives are

to help students

* gain an appreciation of the challenges + assume responsibility for the
faced by nations and world leaders; consequences of decisions;

+ develop an awareness of the role of « extract and interpret information from
natural resources in international maps and tables;
relations; * manage a budget;

« acquire a fuller understanding of the * improve oral and written communication
prerequisites for peace and peace- skills;
building; * work collaboratively;

« develop conflict-resolution skills; « improve group decision-making skills;

* improve critical-thinking skills; ' « understand multiple perspectives;

« identify cause and effect relationships; * recognize their biases;

* weigh alternatives; » make inferences, hypotheses, and

« organize and evaluate information; predictions;

7
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Overview of the Simulation

In The Other Side, two teams of
players assume leadership of two
countries in a tense and risky world like our
own. The two countries are identified as
"the left side" and "the right side," and are
separated by a strait of water. The goal of
the game is to build a bridge of peace
connecting the countries while each
country maintains its own economy.

In order to raise money to build the
bridge, each team must find, drill for, and
mix together three types of fuel: blue,
orange, and green. Similarly to the real
world, resources are limited and are
distributed unequally. Although blue fuel is
abundant, green fuel is found only on the
right side and orange fuel is found only on
the left side. Therefore, both sides must
work together, competitively or
collaboratively, to share the world's limited
resources.

The challenge of working together is
increased by the fact that each side must
maintain a healthy economy and keep its
nation secure. In order to ensure that a
team cannot build the bridge at the
expense of its country's welfare, each side
has a C.A.D., a Computer Assisted
Defense system. C.A.D. will take over if the
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economy is faltering or if it feels the country
is being threatened by the other side.

Since C.A.D. is not concerned with

building a bridge, C.A.D.'s actions may
interfere with players' efforts to establish a
collaborative relationship with the other
side.

In this simulation, each turn
represents the passing of one year. During
each year, players have the opportunity to
look for fuel, place drillers, mix fuel, build
the bridge, and/or attack the other side.
Team members must work together to carry
out these tasks and to devise strategies for
completing the bridge. The two sides can
communicate with each other only by
sending short messages over the computer
Hotline.

Misunderstandings often occur
when one side misinterprets the other's
messages and actions. In order to
complete the bridge, players must resolve
the conflicts that arise. Unresolved
conflicts can escalate into war which can
bring about the end of the game if the level
of contamination becomes too high.

Skillful communication and decision-
making are required to protect each side
and the world.
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The Other Side is much easier to play
and understand than it may seem at first
glance. Before you introduce it to your
students, we encourage you to read care-
fully through this Resource Guide and to
play the simulation yourself. The Resource
Guide contains technical directions and
suggestions for using The Other Side in
your classroom. If possible, skim through
the Players' Guide; it provides students
with introductory materials, step-by-step
directions, and a glossary.

One way to become comfortable with
the game is to take a "Test Drive." The
Test Drive option enables you to try out the
various features of the simulation. It can be
played alone or with other players and will
take about fifteen minutes. Read the
directions for using the Test Drive in the

’T echnical Directions section on pages

\

2-33.

Playing The Other Side with
Friends or Colleagues

The best way to acquaint yourself
with The Other Side is to play an actual
game. You will need one to two hours, one
computer, all the game materials, and
at least one other player. You may want to
start out by experimenting with the Test
Drive. When you're ready to start playing,
we recommend that you begin with a
collaborative game at the Beginning
Diplomat level. (See the loading and
playing directions on pp. 30-37.)

Preparing Yourself

Suggestions for Playing the First
Game with Your Class

We suggest that your class begin by
playing the one-computer version. The
pace is slower, giving students more time
to plan and carry out their moves. You can
stand near the computer to help both
groups rather than having to run back and
forth between two computers. In addition,
we recommend that you select the collab-
orative version as it is easier to learn how
to play, and the chances of successfully
completing the bridge are greater. You
can play the competitive version later to
see how the nature of the game and the
strategies required differ. No two games
of The Other Side will be exactly alike
because the computer generates different
amounts of resources in different locations
for each game.

Possible Outcomes

In the first game, students often act
competitively despite their original
intention of collaborating with the other
side. Generally, students have more
experience playing competitive games and
find collaborating to be more challenging
than they expected. Teams tend to focus
on acquiring fuel and often overlook the
importance of communicating with the
other side. Misunderstandings quickly
arise and the game can take on a highly
competitive flavor. Don't worry. Although

Preparing Yourself 7



it may seem as if students are failing to
acheive the game's goal, they are

actually learning a valuable lesson: the
complexities and difficulties involved in
cooperating with another nation. We
encourage you to have a post-game
discussion about why it was difficult to
collaborate. Ask students to suggest ways
to improve relations between the two sides
in the next game.

How Much Time Will It Take?

Usually, a first game lasts between
one and two hours, not including time
spent on introductory and post-game
discussions. The Other Side automatically
saves the game in progress enabling you
to play over several class periods.

We strongly suggest playing two
consecutive games of The Other Side.
The first game helps students become
comfortable with the rules and keyboard
commands. Playing a second game
provides students with an opportunity to
focus more on devising and carrying out
strategies.

Many teachers have recommended
playing two games over a two to three
week period. Teams play several sim-
ulated years each class period. The
remaining class time is spent discussing
conflict-resolution strategies and making
connections between the simulation and
the curriculum.

8 Preparing Yourself
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Pre-game Activities

Before playing The Other Side, you
may want to spend a few class periods
discussing concepts related to the
simulation. The following are some
suggestions for pre-game discussions and
activities:

+ Conflict Resolution: you can begin by
discussing how conflicts arise between
two people and how to resolve them.
Students can complete and discuss the
Resolving Personal Conflicts worksheet
which presents a variety of unresolved
conflicts. Ask students to compare
conflicts between two people with
conflicts between two countries. The
class can make a list of sources of
conflict on a national or international
level; then discuss the ways countries try
to resolve or avoid conflicts.

« Conflicts in Current Events: have
students collect articles, political
cartoons, and photographs related to the
issues of war, peace, and conflict
resolution. Display these items on a
bulletin board where you keep other
information relevant to The Other Side.
Ask students to research a current
international "hot spot." They can
prepare a summary of the conflict to
share with the class. Suggested topics
are U.S.-Soviet relations, the Middle
East, South Africa, and Northern Ireland.

« National Identity: have each team
create a name, a flag, and national
characteristics for its country.

Preparing Your Class

Introducing the Simulation

The Players' Guide includes several
background materials to introduce students
to the world of The Other Side. We
suggest that you have your students read
the Introduction, Somewhere, not too far
away, and Overview --The World of The
Other Side (pp. 4-9 in the Player's
Guide).You can make copies of some or all
of these materials for your students.
Alternatively you can read one aloud to
your class. Discuss these materials with
your students to make sure that they are
clear about the goals of the game.

The ideal way to introduce your
students to playing the game is to use the
Test Drive with one computer set up so the
whole class can see the screen. You can
take as much time as you need to explain
the actions because the Test Drive does
not have time limits. Begin by explaining
that each turn equals one year in the world
of The Other Side and consists of the
following four steps:

Step 1: Planning your moves.

Discuss with your teammates what you
would like to do in the upcoming year. You
have a lot of decisions to make: how to
spend your money; where to look for fuel;
when to work on the bridge. When your
team has decided, type in the planning
codes for the actions.

Preparing Your Class 9



Step 2: Communicating via the
Hotline. Type in a short message to the
other side. This is your opportunity to
develop a relationship with the other side.
You can set up trade agreements and clear
up misunderstandings.

Step 3: Executing your moves. Carry
out the actions you had planned for this
year.

Step 4: Reading the Year End
Report. Read and record important
domestic and international information
which you can use to plan your next
moves.

You can demonstrate each of the four
steps by going through the Guided Test
Drive with your class. The Guided Test
Drive (pp. 32-33) provides step-by-step
directions for leading your class through
three turns of the game. You may want to
create overhead projections of the
Reference Card and Players' Tools to aid
you in explaining the game. In addition,
you can distribute copies of the Players'
Tools to your class. This gives students an
opportunity to practice recording
information on the different worksheets.

In The Other Side, players must use a
special planning code to tell the computer
which actions they would like to take. Your
students can practice using this code by
completing the Planning Code worksheet
on page 47. In addition, you can hand out
copies of the Guided Test Drive for
students to follow at the computer.

10 Preparing Your Class

After your demonstration of The Other
Side, you will need to complete the
following steps to prepare for playing an
actual game:

1) set up the classroom or computer lab;
2) assign teams;
3) copy and hand out playing materials.

Setting Up the Classroom
or Computer Lab

« One-Computer Version Set-up
Designate two areas in the classroom or
computer lab to be stations. One is the
computer station and the other is the
planning station. These two stations
should be far enough apart so that each
team cannot hear the other team planning
and executing its moves. Position the
computer so that the screen cannot be
seen from the planning station.

» Two-Computer Version Set-up -- In
the two-computer version, each teamis
assigned to a computer. Each computer
screen should not be visible to the other
side, and the teams should be far enough
apart not to hear each other playing. The
two computers can be connected either
directly with a cable or by modems. See
the section, Making the Two-Computer
Connection for directions. (An order form
for the two computer cable is included in
this package.)



Assigning Teams

Assign two teams of two to six
students each (three to four players per
team works best). If you wish to involve
more students in the game, see the
suggestions on page 18. The simulation's
fast pacing and variety of tasks provide
every player with an active role. We
recommend assigning specific tasks to
each team member. This greatly reduces
the confusion of playing the first game. In
subsequent games, you may want teams to
divide up the responsibilities themselves or
to rotate through the tasks.

The following list describes the
different tasks:

r 1) Keyboard Operator: types in the
game commands and Hotline
messages.

2) Map Manager: keeps track of the
location of fuel, patrols, drillers, and
bombs on the map/gameboard.

3) Resource Manager: records
information on the amount of fuel in the
tanks, condition of the tanks, level of
contamination, and amount of cash in
budget for each year. Uses the
Resource Manager sheet to organize
the information.

4) Yearly Planner: records Hotline
messages and planning codes for each
year's moves on the Yearly Planner
sheet.

<

Distributing Playing Materials

Each team needs a copy of the following
materials:

1) Map/gameboard (p. 60)

2) Two Yearly Planner sheets (pp. 57-58)
3) Resource Manager sheet (p. 59)

4) Reference Card (p. 62)

5) Summary of Possible Moves sheet

(p.61)
6) Players' Guide (optional)

Preparing Your Class 11



Playing with Your Class

Once each team has all the playing
materials, you can send the "left side" to
the computer and the "right side" to its
planning station. (In the two-computer
verison, both teams should go to their
computer stations.) Now you're ready to
start playing. In the one-computer version,
the computer will pace the game by calling
for teams to change places at the
keyboard. We suggest that you stand near
the computer to help students through the
first few rounds. You can always refer to
the Players' Guide and The Summary of
Possible Moves sheet. Good Luck!

Suggestions for Discussions
During the Game

It is important to engage your students
in thinking about the issues of conflict
resolution in their off-computer time
during the days or weeks that they are
playing The Other Side.

Here are some questions
you might pose:

1) What is it like for you to make decisions
under pressure?

2) How does your group make decisions?
What do you do when there is a
disagreement?

3) Do you trust the other side? What is the
basis for your trust or distrust?

12 Playing with Your Class

4) Do you think that the other side trusts
you? Why or why not? What do you
think you can do to increase trust?

5) Describe your communication with the
other side. What are your Hotline
messages like? How could you improve
your communication?

6) What are some strategies for getting
some of the other side's rare fuel? In
each case what is the risk/cost?

7) How often does C.A.D. take over? Why
does C.A.D. interfere? What can you
do to stop C.A.D. ?
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Post-game Discussion Suggestions

The "debriefing" of players after a
game is one of the most important learning
activities associated with The Other Side.
A good way to start the discussion is to go
over the Hotline History (reload the
program and select Hotline History from
the game selection menu). The Hotline
History displays all the messages which
were sent between the sides during the
game. Ask each side to explain its
intentions in writing different messages
and its interpretations of messages from
the other side.

Another option is to ask each player
to write his/her own version of the events of
the game instead of reviewing the Hotline
History in class. Compare these

descriptions with each other, the accounts
of the newspaper reporters, and the hotline
history to see how participants can have
different memories of the same events. In
addition, this manual contains a variety of
reproducible materials which you can use
for post-game activities or discussions.
(See pages 44-45 for a description of
these worksheets.)

We encourage you to have your class
discuss how they would like to improve
things for the next game. Ask students to
identify the problems they had in the first
game and to come up with a list of possible
solutions. Robert Vlahakis' eighth-grade
class wrote the following list during their
post-game discussion of why they were
unsuccessful at building a bridge:

Problems

Messages were too long.

CAD took over and did things neither
team wanted.

Budgets -- must set up better budgets.

Too much distrust on each other’s part.

Solutions

Have a summit meeting. Make a
written contract signed by each team.

Eliminate unnecessary words. Get
to the point.

Keep enough money to break the code.
Always try to break the code.

Spend the first three years building up
only fuel reserves.

Post Game Discussion Suggestions 13




Additional Topics for Discussion

Discuss cooperation among and
between the teams.

1) How did you feel operating under time
pressure? Were you able to make clear
decisions?

2) How did your group make decisions?
Did you make decisions which repre-
sented a consensus opinion of your
teammates or your own point of view?

3) What did you do when there was
disagreement?

4) How well did people listen to each
other? How does stress affect
communication?

5) How important was it to keep track of all
the information?

6) At any point, did you lose hope or feel
like things were getting out of your
control? How did you react?

7) Did you trust the other side? Why or
why not?

8) Did your feelings about the other side
change during the course of the game?
How did they change? Why?

9) What was your strategy for building the
bridge?

10) How often did C.A.D. try to take over?
Were you able to stop C.A.D.?

11) How did C.A.D. affect your relationship
with the other side?

12) When both the competitive and
collaborative versions have been
played, compare the two experiences.
How did the nature of the game and the
behavior of the players differ in each
version?

13) Describe an effective strategy for
playing collaboratively.

14) Describe an effective stategy for
playing competitively.

14 Additional Topics for Discussion

Discuss war and peace.

1) What is peace? What is necessary to
bring about peace?

2) If the steps to peace are sequential,
what might that sequence be?

3) What economic factors are involved in
bringing about and maintaining peace?

4) What is war and what are its causes?

5) How can nations avoid war?

6) Are there circumstances whenitisin a
nation's best interest to pursue a policy
of war? What would those
circumstances be? Are there both short-
term and long-term benefits?

7) Discuss the role of the following in
causing conflicts and wars. Use
examples from your current area of
study.

« territory

« natural resources

« differences in political beliefs
« differences in religious beliefs
- economic pressures

8) Discuss the glorification of conflict, war,
and violence. Think of examples of the
ways in which our society portrays war
and aggression positively. Ask students
to think of concrete examples such as
books, movies, and organizations.

9) What are feelings and images
associated with peace? How does our
society promote peace? Encourage
students to think of concrete examples
such as books, movies, and
organizations.
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10) Discuss the images that we have of our
enemies and how these images can
make conflict resolution difficult. Do we
dehumanize the enemy, and if so, why
and with what effect?

11) Have your students identify people
whom they consider to be peacemakers.
What common characteristics or skills
do these people possess? How are
they different?

Relate the simulation to
the real world.

1) What could each of the following objects
from the game represent in the real
world:

fuel neutral zones
mixer covert patrols
bridge patrols

C.A.D. contamination
Hotline bomb attacks

underground bomb explosions

2) How does the world of The Other Side
differ from the real world? How would
you change the simulation's model of
the world to make it more realistic?

3) How does the President make crucial
decisions? What type of assistance
does he get from his advisors? How do
you think pressure affects the decisions
that get made?

4) What resources does the United States
get from other countries? How does it
acquire these resources?

-

5) What role do natural resources play in
the United States' relationships with
other countries?

6) In the simulation, setting off an
underground bomb to release fuel is a
metaphor for nuclear power. Discuss
the similarities and differences between
the two.

7) What are the pros and cons of using
nuclear power?

8) Describe some alternative sources of
energy? What are the pros and cons of
using these sources?

9) Discuss current events which illustrate
the successful and unsuccessful
resolution of conflicts.

Additional Topics for Discussion 15



Different Ways to Play

There are several ways to play The Other Side: you can use one or two computers, play
collaboratively or competitively, and set three levels of difficulty. These three sets of

alternatives can be combined in many ways.

Number of Computers

* One-computer version: both teams
alternate taking turns at the computer.
When one team is at the computer, the
other team is planning its moves in another
area of the room or in another room.

* Two-computer version: each team

has its own computer. The computers can
be connected by cable or by modem. The
two-computer version can be played
between two classrooms in the same
school, across town, across the country or
anywhere in the world. During the 1985
Arms Talks, students in Boston,
Massachusetts played The Other Side with
students in Geneva, Switzerland.

Goal of the Game

+ Collaborative: the goal of the game is
for both sides to complete the bridge jointly
in as few years as possible.

« Competitive: the goalis to be the first
side to complete the bridge. The side that
adds the last brick wins.

Levels of Play

* Beginning Diplomat: we recommend
playing at this level for the first few games.
It will help you become comfortable with
the game and build your proficiency.

» Experienced Diplomat: at this level,
you will need to manage your economy
with great skill. Building the bridge will
require both economic stability and military
responsibility.

* Expert Diplomat: this level provides
new challenges for players who have built
the bridge at the Experienced Diplomat
level in under 12 years. This world is
extremely difficult to manage, even apart
from the challenge of building a bridge.

These levels differ in a variety of ways, including the amount of time players have to
execute their moves, the cost of possessions, the amount that can be earned from mixing
fuels, and the level of acceptable contamination in the world. For example, at the
Beginning Diplomat level, players must complete each year's moves in 120 seconds,
whereas the Expert Diplomat level allows only 80 seconds.

16 Different Ways to Play
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A Comparison
of the One-Computer
and Two-Computer Versions

In the one-computer version teams
alternate turns at the computer. When
each team is away from the computer, the
players have time to plan their moves. We
strongly suggest starting out with the one-
computer version because it allows more
time for teams to plan and work together.

The two-computer version offers new
challenges to experienced one-computer
players. In this version, both teams are
stationed at a computer. The pace of the
game is faster because planning must be
done at the computer during the other
team's turn. This adds another level of

strategy--one team may choose to make
short moves to decrease the amount of
time the other side has for planning.
Alternatively, a team could allow the timer
to run out to give the other team more
planning time.

In the one-computer version, the
teams decide together whether to play
collaboratively or competitively, whereas
the teams in the two-computer version
make this decision independently.
Therefore, in the two-computer version,
one team may choose to play
collaboratively while the other side is
playing competitively. The fact that each
side does not know how the other is
playing increases the challenge of
completing the bridge.

Who's the Winner?

Both sides collaborative: Both teams win if the bridge is completed.

Both sides competitive: The side that places the last brick wins.

If the collaborative side finishes the bridge then

the collaborative side wins and the competitive side
loses. If the competitive side finishes the bridge then
both teams win.

One side competitive and
one side collaborative:

How many years will it take to build the bridge?

In general, it takes about 12-16 years to complete a bridge. Currently, the world record is
six years.

Different Ways to Play 17



Even More Ways to Play

Suggestions for involving
your whole class

One game of The Other Side can
normally accommodate up to ten students.
The following suggestions describe ways
to involve a larger number of students:

* If you have access to two computers, you
can use play two simultaneous games by
using both the game disk and the back-
up disk. Set up stations for each of the
four teams to meet and plan their moves.

* You can increase the number of players
on each team by assigning students the
following roles:

1) Reporter: observes and takes notes
on the actions of one team. Each
reporter writes an article on the game.
Comparing the accounts of the reporters
on both teams can lead to a discussion
about the differences in the way the two
teams played and how perspective
affects news.

2) Historian: observes and takes notes
during the game. Each historian writes
up an historical account of the game.

3) Diplomat: represents the team in
"summit meetings" with the other side.

4) Secret Agent: before the beginning of
a competitive game, secretly assign one
student to each team to be an agent for
the other side. Their job is to help the
other team without giving themselves
away. If they are discovered, they are
sent over to the other side.

18 Even More Ways to Play

* You can give groups of students non-
computer tasks such as producing a
news show, magazine or newspaper that
features the events of the game. They
can interview the "world leaders" and
present current events stories on relevant
topics. If you have access to video
equipment, students can video the game
or create a news program.

* Alternatively, you can divide your class
into groups to work on a set of rotating
projects related to the curriculum. One of
these projects can center on The Other
Side. The disk can store up to three
games at a time enabling six teams of
students to play over several weeks. Set
up a schedule of turns for playing the
simulation. Other projects could involve
playing other games that deal with
conflict and war, such as the board
games, Risk® and Stratego®. These
games provide a means of contrasting
the way The Other Side presents war and
peace. How do the goals of the games
differ? How do their models of the world,
war, and peace differ?



)

Experimenting with Parameters

You can change the nature of the
game by altering the parameters, i.e., the
cost of a driller, the cost of a fuel gift, the
amount of starting cash. You can
experiment to see how changing the cost
of different possessions affects building the
bridge. In addition, you can change the
amount of seconds in each turn to better
suit the needs of your students. After you
load the program, you will be asked
whether or not you want to change the
parameters. Type Y and you will see the
"parameter window." Instructions for
scrolling through and changing the
parameters are provided on the screen.
Press Return after you have finished, to
continue playing the game.

Note: We suggest that you do not change

the parameters the first few times you play.

Scoring Twist

Establish a scoring system to keep
track of the teams' scores. For example,
assign a value of 100 points for the com-
pletion of the bridge. If the bridge is com-
pleted in the collaborative game, each
team is awarded 50 points. In a competive
game, the winning side receives all 100
points. Neither side is awarded any points
unless the bridge is completed. These
scores can also be divided by the number
of years it took to complete the bridge.
Make a chart to display the teams' scores.

Establishing a Foreign Policy

Each team selects a foreign policy,
such as isolationism, and attempts to carry
it out throughout the simulation. (See the
Making Connections worksheets, pages 52-
53, for a description of different real-world
foreign policies.) The post-game discus-
sion can include the following questions.
How effective was your policy for building
the bridge? How did your policy affect your
relationship with the other side? Were you
able to stick to your policy throughout the
game? What made it easy or difficult to do
so? If not, why did you decide to change
your policy?

Another option is to assign teams
actual countries to role play. Ask them to
research the political, military, religious,
and economic history of these countries,
and then play the game as they think that
country would.

Time Out for "Summit Meetings"

Before starting a game, have the
teams establish a code word which either
side can send via the Hotline to request a
meeting with the other side in a neutral
area. Such negotiations provide an op-
portunity to deal with situations which
might be impossible to resolve otherwise.
Establish a time limit for these talks before
the game begins. Another optionisto
have each team select one or two team
members to act as their diplomats. The
diplomats' role is to represent their team's
wishes at the summit meeting. They must
negotiate and compromise to reach an
agreement with the other side.
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Treaties

The teams can meet to devise a Ask them to write a treaty which outlines
treaty that spells out how they will interact the changes they would like to make. After
with each other. For example, they could the second game, the class can discuss
designate a neutral zone or come up with a how well both teams abided by the treaty.
policy for exchanging fuel and money. An . Robert Vlahakis' class drafted the
excellent time to write a treaty is between following treaty to improve relations
two games. The teams can discuss how between the two sides, which they called
the first game went, and how they would Lingeria and Sabatini:

like to improve things for the next game.

The Constitution of Peace Between Lingeria and Sabatini

We the people of the Left and Right sides hereby declare these laws to be obeyed
by all who live within our two nations:

1) We will not penetrate the other side’s boundary in order to get fuel.
2) We must always have mutual trust between our nations.

3) Needed fuel must be given upon request. This gift must be at least 40% of the
total type of fuel. Furthermore, no contaminated fuel may be given.

4) No attacks allowed by either side.
5) No bombing by either side.

6) Each side must have at least $100 left after each turn, for everyone’s
protection from CAD.

7) If at all possible, never let CAD take over.

8) Try to slowly develop your country’s construction of patrols, drillers, etc.
9) Always watch your country’s economic situation, and avoid a deficit.

10) Keep Hotline messages brief, but informative.

11) Build bricks on the bridge only when you can afford it. (When you have
$200 or more.)
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For Teachers Only:

An Inside Look at the Simulation

This section will give you an inside look at
the world of The Other Side. A large part of
the value of the simulation lies in your
students having the opportunity to discover
its underlying concepts themselves, so be
careful not to give too much away.

Fuel Amounts

There are usually 2-5 areas with rare
fuel on each side of the world. Rare fuel is
never found in the strip of water between
the two countries: areas 6, 17, 28, 39, and
50. The quantity of rare fuel varies with
each game. Occasionally you may be
placed in a very rich or a very poor world,
making some games easier and some
more challenging. More often, one side
may be rich and the other side poor.
These games can evoke some of the
behaviors and attitudes in relationships
between developed and developing
nations.

Spy Reports

At the end of the Year End Report,
players receive messages from their spies.
Information about the location of fuel on the
other side is always true. However,
information about invading patrols and
bombs can be false. Messages about the
other side's cash are almost always false,
e.g., the other side's cash is much higher.

These false messages were included
to simulate the fact that real-world spies
sometimes lie and can be double agents.
At the Expert Diplomat Level, players will
not receive spy reports.

C.A.D.

At all levels, C.A.D. gets upset when
your cash drops below $150. When the
other side places patrols in your territory,
C.A.D. will be upset only the first year after
their deployment. However, C.A.D. will be
upset every year if the other side has over
five patrols in your territory, if too many
bombs have been placed by either side or
if your cash is below $150.

Building the Bridge

You will be able to place the last brick
even if it uses up all your cash at the
Beginning Diplomat level. However, at the
Experienced Diplomat level, you cannot
add the last brick if your side will be left
with less than $150. C.A.D. will prevent
you from completing the bridge until you
can do so without depleting your economy.
At the Expert Diplomat level, the bridge
cannot be completed unless both sides
have $150 after the last brick is placed.
C.A.D. will step in to ensure that building
the bridge does not exhaust the world's
economy.
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Bombs and Contamination game will end when a team is about to set
‘ off the 4th bomb. At the Experienced
The computer monitors the number of Diplomat level, the game will end right

bombs and will end the game to prevent before the 5th bomb is released, and at the
players from over-contaminating their Expert Diplomat level, the game will end to
world. At the Beginning Diplomat level, the prevent the 6th bomb from being released.

The Three Levels

The following table lists the parameters for the three levels of difficulty:

Beginning Experienced Expert

Diplomat Diplomat Diplomat
Cost to fix leak 20 30 40
Cost to activate diplomat/spy 30 30 40
Cost of a bulletin 40 50 60
Cost of a neutral area 30 40 25
Cost multiple of bridge bricks 10 10 10
Cost to transfer gifts 30 50 30
Single fuel mix value 1 1 1
Double fuel mix value 10 10 5
Triple fuel mix value 30 25 30
Cost of a prospecting patrol 5 10 10
Cost of a bomb 30 50 50
Cost of a driller 50 50 75
Cost of a covert patrol 30 50 30
Amount of starting cash 600 600 600
Unacceptable contamination 4 5 6
Seconds in each turn 120 100 80
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