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SWEAT SHIRTS

· a simulation game for students of 14+  (Min 12 players)
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SWEAT SHIRTS
Introduction:
 
The game is based on the classic role-play “Trading Trainers” produced by CAFOD. The elements of dynamic immersing role play from the original game are retained, however this version attempts to update the game scenario with a real country setting, an approximation of currency, a greater variety of interactions and the opportunity to link to recent video productions. It is hoped that the game provides even more opportunities for extended research discussion and debriefing.

This is a really challenging activity, which will take a few attempts to get right! The game should work with students from Year 9 upwards, but does require the class to be fairly cooperative and enthusiastic. It is crucial to make sure that everyone is engaged at all times. The individual roles have been designed to make this possible. Careful consideration needs to be given to the choice of role for individual students!

The game will require at least 90 minutes. A double lesson would be ideal, but the game may be split over two lessons as follows:

Lesson 1 (50 minutes) Use the Photo Jam presentation to get students to guess the country. Introduce the game and get students to familiarize themselves with their roles. Use suitable stimulus material, for example from the suggested web sites, to get students talking about their lives and the sights and sounds of their local environment. Play the first month of the game, using the PowerPoint presentation. At this point students could be encouraged to speculate on the likely outcomes, and a suitable homework task set to bridge the gap until the following lesson. 

Lesson 2 (50 minutes) Play 3 or 4 months of the game and then debrief. 

Recent experiences have shown that students might benefit from a chance to start again with a clean slate once they have learned the rules. Because the game is such a popular activity they become extra motivated to find ways to survive against the odds. A second chance at the game gives them an opportunity to explore some of the suggested interventions. It would be wise to allow 3 lessons for a really good crack at the game. The first lesson would eb a scene setter and an opportunity to experience the game scenario. The second lesson gives them another opportunity to start the game (possibly with students in different roles) and the final lesson would be divided into two sessions – the final months and an extensive debrief.
Setting out the classroom and preparation – some tips:

· The resources are time consuming to prepare but this is a one-off investment in time. 

· It is advisable to decide which students will take the roles before the lesson. 

· Nikidas need access to a computer and projector or an OHT for their presentation. Shirt Tex should be placed on the opposite side of the room. Each factory needs its own table, although some factories could be larger and have more than one table. 

· I darkened the classroom and played some Indonesian music as the students entered. I then invited them to guess the mystery country using the Photo Jam. Almost immediately I walked around the room and identified the workers by marking their hands with a felt tip. I then moved them to sit in a group, while I identified the rest of the roles. It takes a few minutes to introduce the game and explain the rules. 

· Students should know that at the sound of a whistle or bell, the game stops and they must be still and silent!

Instructions: (read this to players)

The action is set in the town of Bandung, West Java, the heart of the Indonesian garment industry. 
A large multinational company called Nikidas is subcontracting local factories to produce a new range of sports shirts. The local factories have to compete for the right to supply Nikidas. The factories employ workers who have recently migrated to the city to find work. A company called Shirt Tex supplies the raw materials for the shirts. At the end of each month factories must pay their workers, who in turn must pay rent and other living expenses to a landlord. There is a bank who will lend money to workers and factory owners if needed. The final role in the game is that of the Indonesian government (teacher). The government has the power to pass laws that affect the rest of the players. The government‘s main objectives are to ensure that there is widespread employment, lawful trading, and that Nikidas remain in Indonesia, (since there has been talk of the company shifting to China) Any of the players can take grievances to the government who can rule on the matter. The government has the power to influence prices, but will probably try to allow market forces to dictate trading. 

The unit of currency in Indonesia is the Rupiah. (Currently the exchange rate is £1.00 to 17,500 Rupiah.)

The game takes place over a period of several months. Each month will be represented by approx 10 – 15 minute episodes of activity, signalled by a whistle or bell. At this point all activity stops and players must be still and quiet! The government may halt proceedings at any time. At the end of each month, all wages must be paid and accounts settled. Workers may leave a factory at the end of each month, but if they leave during a month, or if they strike, the factory owner may refuse to pay them. The government may intervene to settle disagreements between any of the players.

Playing the game:


Starting activity: Use the Photo Jam presentation to get students to work out the mystery country and to generate a sense of place.

Month 1

At the start of the game, workers migrate to the town. They have 100.000 Rupiah each. Workers need to find a factory that will employ them.

Nikidas then present the design for a new shirt in a presentation to the factory owners and workers. The design must be prominently displayed using a projector. A PowerPoint is available.

Factory owners start with 500,000 Rupiah. They must agree to employ a worker and then buy materials.

Materials will be supplied to factories by Shirt Tex at a cost of 20,000 Rupiah for each item. Factory owners must buy the items needed by the workers.

Workers then try to produce the best quality shirt to the companies design. Nikidas will award licenses to factories that produce a high quality shirt design. A whistle or other sound signals the end of the first month. Factories must now pay the workers. The wage is up to the factory owner. Workers can go on strike or try to find another factory, but whatever happens they must pay the landlord! The landlord will collect the rent from the workers and factory owners. The first month's rent is 100,000 Rupiah each. 

It is probably a good idea at end of each month to get some progress reports from some of the students. Factory owners could signal their profits on mini-whiteboards to encourage competition! In this way, the debriefing is ongoing and the game has clearly established pauses to allow players to total their earnings, pay workers and contemplate progress as well as giving the teacher an opportunity to introduce new ideas and make interventions.

Month 2 and subsequent months

Factories with a license are now free to buy materials and make shirts, which they sell at an agreed price to Nikidas. At the start of the second month, Nikidas will pay 50,000 Rupiah per finished quality shirt. Factories without a license must try to find other ways to make a living. If they have no money to pay workers, or if the workers leave, the factory owner and any workers can try to find employment in another factory. 

The Bank will lend money! During this month the prices for rent and materials could be left open to the market. The government must monitor prices and trading practices and if necessary legislate.

End of game:

The game ends after a period of 4 to 6 months. Players should total up their earnings and prepare to discuss their experience.

Rules:

· No one must use any materials other than as supplied.

· Factory owners are not allowed to do any work themselves!

· Factories cannot sell shirts to Nikidas without a license.

· There is no limit to how many workers can be employed by a single factory.

· In the event of a dispute, the government makes the final ruling.

· Players may be fined by the government, but for very serious offences, they may be jailed and removed from the game (and the room!)

· The government may stop the game at any time to make announcements about rules, outcomes of disputes, and other factors affecting trading including inflation, natural disasters etc.

Suggested teacher / government interventions: 

· A prize for the best worker and factory owner at the end of each month as an incentive to work.

· Introduction of informal enterprises e.g. a waste paper recycler paid by the government.

· A countdown clock to hasten the end of the month.

· A minimum wage for workers / a fair rent for workers and factory owners / 

· The banker and landlord could try and buy out a factory.

· A counterfeit operation
· The bank and / or landlord could try to buy out a factory.
· Secret deals between Nikidas and the government
· Union activity!
· Riot / criminal activity / religious conflict
· Inflation forcing up prices of raw materials
· Towards the end of the game there could be a mass rural to urban migration of workers (students from a neighbouring class!) 
· At end of game just before the last month ends, Nikidas could suddenly pick up their shirts and leave the room (country). They’ve gone to Vietnam!

Debrief:

The debriefing is crucial and depends on the group being highly cooperative. Students may benefit from sitting with the other players of the same role.

Players should be encouraged to discuss the problems they faced and any coping strategies they developed. 

Assume that Nikidas can make a profit of 500.000 Rupiah on each shirt - how much money have they made? Compare the earnings of the different players. 

Students should consider the challenges facing Nikidas. They should focus on the issues of selling a brand orientated product and the necessity for high speed and high quality manufacturing, in a competitive market place. What factors might encourage Nikidas to close operations in Indonesia?

The workers could reflect on their background. Who are they likely to be? What are their homes like? Might they have moved to Bandung to find work? Would they benefit from membership of a union? Are the wages adequate? What could happen if they strike for more pay or better working conditions?

Other players in the game should contribute their own experiences. The landlord might explain how he/she set the rent and how debt collection was enforced. The bank could explain the problems of lending to poor people. Shirt Tex might have had to cope with inflation. The factory owners will have had to manage their operation very carefully if they were to make a profit – how did they do this?

Students might consider the position of the government. Did the government seem to side with Nikidas? What could happen if the government interfered with the trading, for example by setting rents or prices for finished shirts? How can the government ensure that the presence of Nikidas benefits the country and the economy?

Simon Scoones kindly offered these ideas:

In terms of balance, perhaps you could add more from the company's perspective, like they have to keep up with their competitors in a very competitive market, have to make decisions season by season according to fashion trends hence the short-term sub-contracts. Also, perhaps you could end the whole thing with some kind of plenary out of role as a 'values continuum' ... i.e. write statements on bits of paper ranging from, "I think it's outrageous that people are treated this way; it must stop" to "it's terrible but I need cheap clothes" to "it's a free market, and at least they've got jobs, and the income generated will trickle down eventually" and space them out on the floor and get kids to stand near the one they agree with most and then ask them why, etc, and what would encourage them to change their mind, what could they do as consumers, etc.

Research ideas:

Web links are provided below to help with background research. Some of the sites might provide images for an audiovisual presentation to stimulate a sense of place at the start of the activity.

Videos:

There area a number of videos that might complement this lesson, especially the two mentioned in the web links. 

Follow up tasks:

The Perfect Sweatshop Worker activity included below makes a fine thinking activity for homework. A radical idea might be to get the students involved in a campaign such as the former unfair trade project. Balance might be restored by producing an official response by Nikidas! 

Learning outcomes

Students should be more aware of the complexities of global manufacturing. They may have debated the human issues behind global trade and some might have reached a deeper understanding of the economics of trade.

Web links:

These are reproduced at www.juicygeography.co.uk/sweatshirts.htm 

· Web site of BBC Panorama documentary film “Gap and Nike: No Sweat”
A copy of the satirical Channel 4 program, The Mark Thomas Product “Pester Power” available to borrow from the Clean Clothes campaign. Here is a review of the film by students.

· Business Week Online article about the problems of the Indonesian garment industry.

· Currency converter to convert Rupiah into sterling / dollars.

· Photos of Indonesian currency
· Map to show location of Bandung 

· Trading Trainers by CAFOD The classic game is a free download.

· Pictures of the Java region
· More pictures of the Java region
· Pictures of Bandung
· Sights and sounds of an Indonesian city
· Information about Bandung from Wikipedia.

· We Are Not Machines Australia Oxfam report (Clean Clothes Campaign)

· Response from Adidas to the Australia Oxfam report.

· nike biz Nikes’ official web page about factories and working conditions.

· Download traditional Indonesian music here.

· Play traditional Indonesian instruments online here and here.

Acknowledgements:

CAFOD produced the original Trading Trainers game.

Swanwick Hall School provided the Perfect Sweatshop worker task

Dan Williams Head of Geography at Court Fields School inspired many of the initial concepts.

Year 9 students at Court Fields School helped to trial the game.

Andrew Boardman Head of Geography JFS and year 13 students provided much useful feedback and suggested many of the interventions.

Thanks to Simon Scoones for his feedback and suggestions for debriefing.

Machteld Baljet & Marcel Hoevenaars allowed me to use their photographs in the Photo Jam presentation.

All feedback is most welcome. Contact me at noel@cleanslate.co.uk 

Noel Jenkins 2005

Follow up task:
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The Perfect Sweatshop Worker…
Imagine that you are the owner of a “sweatshop”…  You have a new contract for Nike for baseball caps, and have to take on some new staff… What characteristics are you looking for in your staff?

Look at the table below… Select the 5 characteristics that would be most important to you, and for each one, explain why it is important.
	Aged between 12 & 16
	Trade union member
	Male

	Ambitious
	Tall
	Nimble fingers

	Kind
	Strong hands
	Slim

	Married with a family
	A leader
	Female

	Fit
	Uneducated
	Sociable

	Educated
	Single person
	Currently in debt

	Has strong opinions
	Independent
	Aged over 20

	Talkative 
	Good team worker
	Lives locally


Kindly provided by Swanwick Hall School
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Resources checklist:
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Role cards for each player

[image: image6.jpg]


License to manufacture for Nikidas (x 8)
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Contract to supply Nikidas (x50)
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Design for shirt (x1) on OHT and / or Nikidas PPT presentation
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Bank loan agreements
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Scissors x 9
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Felt pens (black, red) x 6 each
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Pencils x 9 

Rulers x 9 


Paper (green x 50, blue x 50, pale yellow x 50, and white x 100) 


Logos

Shirt templates

Land lord recording sheet

Money

A4 poly pocket for each player


Mini whiteboards (optional)


Photo Jam 

Starting equipment:

Factory Owners

500,000 Rupiah

Table

(Optional mini whiteboards)

Workers

100,000 Rupiah

Nikidas

90M Rupiah

Licenses

Contracts

Table

PowerPoint presentation

Bank

10M Rupiah

Loan agreement forms

Shirt Tex

Paper

Scissors

Pens
Pencils
Rulers

Paper 

Logos

Shirt templates

Table

Landlord

Recording sheet

(A4 pocket for each player) Whistle or similar for teacher

Resources:

















































































































Currency





Currency:





Currency:





Currency:






Role cards:    (laminate if possible)






Role cards:     (laminate if possible)


License:   (colour copy and laminate if possible)
























































































Nikidas logo:



Shirt designs:






Blank shirt template (Laminate and trim is possible)

Contracts and Bank loan agreements
























































































Landlord’s record

Landlord’s record of worker’s rent

Landlord’s record of factory owner’s rent

Images are ©


http://www.banknoteworld.com/





This is to certify that





………………………


Has met the standard required to produce garments for� 


Nikidas ltd.





Signed:





…………………………….








Nikidas 





1 x colour copy laminated


1 x colour copy on OHT if PPT not used











Photocopy masters below.





The game takes a lot of initial preparation; however most of the resources can be used again. Only the contract and loan agreements on p.22 and the landlord’s record sheet p.23 need to be photocopied each time. 





Copy x 200 on light pink paper





Copy x 20 on yellow paper





Copy x 25 on green paper





Copy x 100 on light blue paper








"NIKIDAS"


(1 / 2 students)





You make money from selling high quality sportswear.


You license local factories to produce the shirts at the lowest possible price. Your aim is to make as many shirts as possible during the game, while keeping your costs as low as you can. 





At the start of the game (month 1), you must present a design for a new shirt to the workers and factory owners. You will award a license to supply shirts to the factories that are able to make a neat and accurate example of the design. Once a factory has gained a license, they can supply you with shirts. You should your suppliers sign a contract. During month 2 of the game you will pay 50,000 Rupiah per finished shirt. From the third month you can set your own price for buying shirts. If the shirts fall below your quality control standards, you can refuse to pay the full price, or as a last resort, you can take away a factories’ license. Factory owners must produce their license when they sell shirts to you to avoid counterfeiting.








FACTORY OWNER


(6 students - must be same no. as workers)





You own a small factory. Your role is to produce shirts for Nikidas. You have to purchase raw materials from a local supplier at the cheapest possible price and negotiate a contract to supply Nikidas. You must compete with other factories for the license to supply Nikidas. You also have to pay your workers. During the game you will have to keep your costs as low as possible, yet maintain a high quality of manufacturing. If you lose your license you might have to become a worker! At the start of the game you must employ a worker and then get them to make a shirt. You must then try to get Nikidas to place an order with your factory. Your aim is to make as much money as possible from the shirts you sell. You are free to pay your worker what ever you like but if they cannot pay their rent (100,000 Rupiah each month) they might leave your factory. If you need to borrow money you must go to the bank. After the first month you can sack workers or take on more staff. You also need to pay rent to the landlord each month.








WORKER


(6 students - same no. as factory owners)





You are an unskilled worker. Your aim during the game is to stay out of debt and make enough money each month to survive. You start the game with 100,000 Rupiah. You have to find employment in a factory and then earn at least 100,000 Rupiah to be able to afford your first months rent. You have to negotiate your wages with the factory owner. You can leave the factory after the end of each month. If you leave earlier you won't get paid. The bank will lend you money if you need it.


You are responsible for making the shirts under the direction of the factory owner. Your work must be neat and accurate or you could be fired.











"SHIRT TEX"


(1/2 students)





Your job is to supply materials to the factories. You need to make as much profit as possible. 


At the start of the game all materials cost 20,000 Rupiah. After the first month you can set your own price for materials. 








LANDLORD


(1 student)





Your job is to collect rent from the workers and factory owners at the end of each month. This is 100,000 Rupiah each for at least the first 2 months. After 2 months you can raise the rent if you want to.











INDONESIAN GOVERNMENT


(Teacher)





Your priority is to make sure that Nikidas stay in your country. You should oversee the trading and if necessary, make laws and fix prices for materials, wages and rents. Players can petition you if they have disagreements. You are also responsible for Indonesian time keeping! You may decide to raise prices of raw materials in response to inflation. At the end of each month stop all activity, allow players to total earnings and pay debts, have a transfer window for workers, and get some feedback from selected players.





Copy 


X 1





White paper, red logo 





Copy


X 6








BANK


(1 student)





Your job is to lend money to anyone who needs it during the game. You must charge interest on your lending. Your aim is to make a profit on your investments. Keep a record of your investments during the game. You need to try and persuade other players to borrow from you throughout the game.





Copy


X 1





Copy


X 6





This licence remains the property of Nikidas ltd. 








Copy


X 6





Copy X 50 on paper








�





Paper





Nikidas





Agrees to buy ………  Nikidas shirts at ……………….. Rupiah each from ……………………………..





                      Terms and conditions apply:





Shirts will be of high quality or a lower price will be offered.


A genuine Nikidas license must be shown when selling shirts.


Nikidas reserves the right to withdraw the license at any time.


This contract is subject to Indonesian law





Copy x 12 on card of OHT and prepare as a stencil





Design notes for factories ©   Nikidas 





Version 4





Copy X 1 on paper
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The Bank of Indonesia 





Agrees to lend ………………..……Rupiah





To ……………………………………….





For …………. Months





Interest payable………………..….. Rupiah
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Size:


13cm x 16cm
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Blue paper, black logo 





Green paper, red logo





Yellow paper, black logo
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