
Dan Regan GAT212-b 1 
 

 

 

 

 

 

 

The ISLAND 

    A simulation for training in group work 

 

 

 

 

 

 

 

 

 

 

 

 

President: Claude Comair 

Instructor: Chris Champagne 

All Content Copyright DigiPen Institute of Technology, 2012.  All Rights Reserved. 



Dan Regan GAT212-b 2 
 

INDEX 

SECTION ONE: Understanding the Simulation      3 

a) TLO’s          3 
b) Understanding the TLO’s        3 
c) How to be an Effective Facilitator       6 
d) Timeline          6 
e) Golden Path         7 
f) Alternate Path         7 
g) Personas         8 

SECTION TWO: Simulation Modules       10 

a) MODULE ONE – THE CRUISE SHIP       10 
b) MODULE TWO – ON THE LIFE BOAT       11 
c) MODULE THREE – THE ISLAND       13 
d) MODULE FOUR – THE RESCUE       15 
e) MODULE FIVE – AFTER THE RESCUE       16 

SECTION THREE: Tables for the Facilitator’s Reference     17 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Dan Regan GAT212-b 3 
 

INTRO 

The Island is a simulation who is designed to aid several types of people interested in pursuing 

manager positions or have a hard time working with others.  The players act out themselves as 

participants on a barefoot cruise through the South Pacific, when a sudden storm sinks their ship 

and leaves them stranded on a deserted island.  They must then survive long enough to repair 

their life boat so that they may set off to be rescued by passing ships.  Through this Facilitator’s 

guide there will be several tools to aid in running The Island, Terminal Learning Objectives (TLO’s) 

for the players, the ideal path for them to follow, weather and fishing charts, and so on. 

The game has two groups, players and the Facilitator.  The Facilitator’s job is to traverse between 

each of the player groups, running each scenario and making sure the TLO’s are being completed.  

The players are the students, and role-play themselves and their actions in the scenario.  To be 

clear, Actions are dictated by the players.  Consequences of those actions are dictated by the 

Facilitator.  Each player group contains 6 members, with one Facilitator moving between several 

groups at once.  There are sheets included at the end to help the Facilitator track the progress of 

each group they’re running.  A facilitator should be able to run somewhere between 4 and 6 

groups in a session.  For this simulation, we are assuming one facilitator to a group of four 

players. 

The course is divided into three sections, each containing several sub sections (see Index) 

detailing each individual event.  There is also a timeline depicting about how much time should 

be spent on each group for each event, day, module, and etcetera.  The game should take about 

four hours total. 

Section One: Understanding the Simulation 

1A: TERMINAL LEARNING OBJECTIVES 

The Island’s purpose is to encourage player growth in four areas: Group Decision Making, 

Leadership, Team Building, and Communication.  There are several ways to encourage this, gone 

into more detail in the “How to be an Effective Facilitator” section, below.  These four areas of 

growth are referred to as Terminal Learning Objectives, or TLO’s for short. 

Group decision making 

Leadership 

Team Building 

Communication 

1B: UNDERSTANDING THE TLO’S 
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The main purpose of this simulation is to grow the players’ ability in the four TLO’s highlighted 

above.  Since they’re so important to the game, it’s necessary to go into further detail to explain 

what exactly the four TLO’s mean.  Each TLO has a number of Core Competencies that compose 

it: these are numbered at the beginning of each section. 

GROUP DECISION MAKING IS: 

1. Having a System for decision making. 

2. Timely Decision Making 

3. Conflict Management 

4. Input from everyone/ listening to people 

5. Establish and Maintain primary goals. 

6. Negotiating skills 

There are a lot of ways groups can organize themselves and how they interact, but in general 

good groups have a unified sense of purpose.  Each member is aware of the team’s goals, and 

the group communicates between members often.  Everyone gets to and has to vote, with a 

method for resolving ties.  For example, if there’s an unresolved argument that is taking 

members far too long to settle or they’re just spinning their wheels, if the majority wants to 

call a vote the argument is stopped and an immediate vote is cast.  If there’s a tie, they have 

a minute to argue it out.  If it’s still tied, flip a coin or do Rock Paper Scissors. 

Consider having a sheet with goals on it and previously discussed ideas.  This can be useful to 

draft for your players if they aren’t getting it. 

Purpose of Meeting Votes: Yay                         Nay Decision(s) made 

    

    

    

    

    

    

    

    

    

 

LEADERSHIP IS: 

1. Ability 
2. Likeability 

The qualities of good leader can be divided into two categories; the first is Ability and the 
second is Likeability.  Ability concerns a leader’s skill at moving a group forward.  Leaders 
with high ability are able to provide direction, and provide guidance even when he or she 
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is uncertain of the outcome.  They are organized and make decisions quickly, allowing 
members full authority over specific tasks.  Able leaders communicate the ideas of the 
group clearly and keep every member informed, while letting others contribute ideas. 

Likability concerns a leader’s presence is a group, and the leader’s ability to gain the trust 
of group members.  Likeable leaders provide inspiration, are enthusiastic, and elicit 
enthusiasm in the rest of the team.  Likeable leaders have confidence and keep their cool 
even in the worst or most uncertain of times.  Finally, likeable leaders have integrity.  The 
leader can walk the talk and works with members to complete a task at hand.  He or she 
is not hypocritical, and is consistent with his or her decision making, giving the group 
stability. 

TEAM BUILDING IS: 

1. Good Decision-Making and Communication 
2. Trust and Respect amongst the Team Members 
3. A Clear Vision for and Commitment to Common Goals 
 
There are several strategies to employ when trying to build effective teams.  Make good 
communication vital to the success of certain tasks, and necessitate cooperative actions 
for seeing tasks through to completion.  Failure to communicate should be subsequently 
punished, such as by wasted time or resources.  Assign duties and responsibilities to each 
member of the team, in areas where they can learn and still feel like an important part of 
the team.  Present the potential for mutual benefit via completing a given task, prior to 
giving the task. 
Give players just enough information in order to lead them down a successful path and, 
above all, reward the group and/or individuals when they have made progress towards 
the terminal learning objectives. 

COMMUNICATION IS: 

1. Listening 

2. Interpersonal Skills 

3. Presentation Skills 

Listening is about understand and respecting others and their opinions.  Good listeners 

pay attention and show patience, allowing others the opportunity to speak.  Group 

members with good interpersonal skills are likeable, and have no problems with 

differences and diversity in a group.  They have empathy, compassion, diplomacy and 

tact.  Those with presentation skills are mindful of their audience, keep the group’s focus 

on the idea at hand, and can communicate that idea in a variety of ways. 

Overall, Communication feeds into these three core competencies.  If someone 

communicates too much, nothing will get accomplished.  One way to encourage 

Communication in your group is to suggest each member presents a strength he or she 

has that will come in handy.  For example, if Buck is the only one who knows how to skin 
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a fish, have him demonstrate that ability to the rest of the group.  You can also ask 

participants outside of the game if they have opinions about what is going on or if there 

is anything they would like to share about their experience, and so on. 

 

1C: HOW TO BE AN EFFECTIVE FACILITATOR 

The most important element to being a good facilitator is time.  Nobody is phenomenal at 

anything their first try, and being a facilitator requires a lot of experience.  Because it is your job 

to drive the story and make sure the Players achieve the TLO’s, a lot of good judgment is required 

to make the correct decisions that will achieve these goals.  While there is no straightforward 

path to do this, as each player will make different decisions, there are good guidelines to follow. 

For starters, in each player group make sure there are a Scribe and a Speaker.  The scribe records 

things for the group – supplies, what each player is doing, whatever is necessary.  The Speaker is 

the voice of the group, and communicates to you what the party is doing.  Even if the other 

members disagree with what the Speaker says, his/her word is law.  Be sure to leave the group in 

peace to make decisions for the recommended amount of time, and speak only with the Speaker: 

then convey the results of their efforts and roll dice appropriately.  Occasionally rotate who is the 

speaker and who is the scribe, so that each player gets a chance to play leader. 

If one player is dominating the group, it’s not out of your power to temporarily take the player 

out of the game.  Be sure to wrap this in a story excuse, and avoid singling out individual players.  

One good method for encouraging player participation, and for having an excuse for singling out 

players, is to have them roll dice even if you plan to ignore the result anyway.  This way they feel 

they have some choice in the matter, even if they don’t.  Diseases are a good way of getting 

players to sit down and be quiet.  As Facilitator, it is not your job to kill the players if they act 

foolishly.  None of the players should ever die: at the end of the game, you can force save them if 

you have to. 

There are several ways to encourage learning the TLO’s inside the game.  For example, leadership 

can be assigned to individual members of the group.  One person can manage a fire; the other 

manages rations, etcetera.  Be sure to thoroughly read the section above this one and try some 

of its suggestions. 

1D: TIMELINE 

In Total, The Island should take about 4 hours to complete with a size of four player groups. 

Introduction: 16 minutes 

Introductions: 10 minutes/group 

Acting out the vacation: 5 minutes/group 
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Choosing an item: 1 minute/group 

Two days at sea: 10 minutes/group 

The Island: 3 minutes/day/group 

The rescue: 5-15 minutes/group 

1E: GOLDEN PATH 

The Golden Path is the ideal course of action the players will take through the Simulation.  The 

Golden Path for the players to take is to try and get into the shipping lanes and get picked up by 

the passing Oil Tankers.  Tankers pass by once every four days.  Be sure there is a Scribe and a 

Speaker assigned for each group as they go about their days.  Also roll for weather for the 

beginning of each day, as seen in the back of the guide.  Naturally, throw in events and weather 

as necessary to guide the players along and support the Terminal Learning Objectives.    There 

are some sample events at the back of the Guide the Facilitator may employ. 

In brief, it looks something like this: 

Plan out activities-> Play out activities-> Storm Hits-> Select an Item (Tarp)-> Fish and Ration Food 

on the Life Boat-> Land on Island-> Harvest its Resources->Build Shelter (easily w/ Tarp)->  Spot 

Oil Tanker-> Repair Life Boat-> Set out to Intercept It-> Use Lost of Attention Getters-> Get 

Noticed/Rescued 

Naturally, the players don’t have to follow this route and may take things very differently.  That’s 

fine: they are free to play it their own way, but the fastest way to freedom is to follow this path.  

There is an alternate path the players might follow that, while not ideal, is also a fine solution to 

their predicament. 

The goal of the game is not to have them follow the Golden Path or die: as a Facilitator, your 

primary goal is to teach the TLO’s.  If they wind up sitting on the island and almost starve to 

death, that’s fine so long as they learn the TLO’s. 

1F: ALTERNATE PATH 

As stated earlier, the Alternate path is the second most optimal path a group of players can take 

through The Island.  While it’s not the best path, it is still a good one nonetheless.  Be sure to 

remember that the players do not strictly have to follow one of these paths through the game. 

Plan out activities-> Play out activities-> Storm Hits-> Select an Item-> Life Boat-> Land on Island-

> Harvest its Resources-> Build Shelter-> Spot Oil Tanker-> Repair Life Boat-> Set out to Intercept 

It-> Get Noticed/Rescued 

This path leads to a lot of wasted time on the water and as such consumes a larger than 

necessary number of resources.  It also requires less group effort. 
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1G: PERSONAS 

Below is a list of some sample Personas.  A Persona is a sample person who is an ideal candidate 

for this product, to hopefully give the facilitator an idea of the kind of people he/she’ll be dealing 

with.  Every persona presented below has a different personality and goals they want to 

accomplish by playing this simulation. 

Wallace: Wallace has been a manager for years, but was sent to take this simulation by his boss.  

Hot headed and short tempered, Wallace isn’t very popular with his coworkers.  

Age: 39  Ethnicity: Caucasian Income: $70k per year Profession: Shipping Manager 

Geography: Seattle, WA  Marital Status: Divorced Interests: Dogs, barhopping, the 

Internet MBTIL Personality Type: ENTJ 

 

Gill: Gill is the definition of an introvert.  Quiet and secluded, Gill takes a long time to make 

decisions and has trouble speaking out in groups.  His boss sent him to take this simulation so 

that hopefully, at the very least, Gill will better learn to better express himself in a group. 

Age: 25  Ethnicity: Caucasian Income: $55k per year Profession: Programmer   

Geography: Seattle, WA  Marital Status: Married  Interests: Games, Skiing      

MBTIL Personality Type: ISFJ 

 

Edgar: Edgar certainly isn’t the brightest bulb in the box, but he loves to talk like he is.  Strongly 

opinionated, Edgar acts loves to tell people what to do and vocalize his opinions, whether they’re 

wanted or not.  Edgar is taking this class to convince his superiors he can work well in groups and 

hopefully get promoted. 

Age: 23  Ethnicity: Caucasian Income: $50k per year Profession: Rubber Salesman 

Geography: Seattle, WA  Marital Status: Single  Interests: Kickboxing MBTIL 

Personality Type: ENTP 

 

Buck: Buck wasn’t brought to playing this game by anyone – but he wants to be a manager 

someday, and is taking steps toward that goal.  Something of an ambivert, Buck is fairly popular 

though he tends to be a slow thinker.  As such, he likes to take immediate action instead.  

Age: 27  Ethnicity: Vietnamese Income: $61k per year Profession: Technical Lead  

Geography: Seattle, WA  Marital Status: Engaged  Interests: Tequila, Tea, Writing 

MBTIL Personality Type: ESTP 
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Veronica: Gill and Veronica are very similar.  Neither are extroverted an any sense of the word, 

though while Gill is content to just sit quietly and let the time pass, Veronica actively doesn’t 

want to be taking the simulation.  She’s fidgety and uncooperative.  Veronica was sent here by 

her boss to help her better interact with her customers.  

Age: 20  Ethnicity: American Indian Income: $30k per year Profession: Veterinary 

Technician  Geography: Seattle, WA  Marital Status: Single Interests: Remote 

control airplanes, Animals MBTIL Personality Type: ISFP 

 

Chelsea: Chelsea is not an introvert, but rather an extreme extrovert.  She couldn’t care less 

about the simulation itself, but is deeply concerned with making best friends with everyone at 

the table.  A chronic socializer, she often avoids working on the scenario to talk about other, 

more interesting, things.  Her boss feels she tends to dominate groups, and so sent her here to 

teach her about listening. 

Age: 28  Ethnicity: Latino Income: $67k per year Profession: Telemarketer  

Geography: Seattle, WA   Marital Status: Engaged  Interests: Gossip, 

Gardening, Storytelling  MBTIL Personality Type: ESFP 

 

Rosette: Rosette is a sample Facilitator.  An overall average personality, she’s been running 

professional tabletop simulations for years.  She’s running this scenario because it’s her job.  

Age: 25  Ethnicity: Caucasian Income: $70k per year Profession: Facilitator   

Geography: Seattle, WA   Marital Status: Single Interests: LARPing, Yoga 

MBTIL Personality Type: INFJ 
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This section  

Should take: 

16 minutes 

Player Group 

 

 

 

 

 

 

 

 

 

 

Section Two: Simulation Modules 

2A: MODULE ONE – THE CRUISE SHIP 

This is the one module you may read to all your player groups at once.  Begin by explaining the 

background of their situation to the players.  Through a raffle held at their work, they have each 

won a barefoot cruise through the South Pacific.  In their player sheets, have them fill out the 

activities they would like to partake in through the cruise.  Be sure they know they don’t have to 

do something every day.  Right now the players should have no idea they’re about to be stranded 

on a desert island.  Give each player about 5 minutes to decide what they want to do and fill it 

out on their character sheet.  Afterward, read the following text block to the players: 

“You set out on your barefoot cruise to warm winds and calm seas.  For the duration of this two 

week adventure your group will be spending a lot of time in very close proximity to each other.  

Why don’t you go around the table and introduce yourselves formally?” 

Give them about 10 minutes to do this.  Afterward, act out the first two or three days of their 

adventure based on what they wanted to do.  Don’t spend too much time on this: it shouldn’t 

take more than 5 minutes to go around the players and let them act out their activities.  Finally, 

get to the storm.  

“You’re woken up that night by the captain, bursting into your room.  He has a panicked 

expression and hurriedly tells you a sudden storm has caused your ship to take too much water 

and your group needs to get to the life boat now.  You have time to take one thing with you, what 

will it be?”  

Lay out the item sheet before the players and tell them they have 1 minute to choose an item.  

They can choose: 

An extra shirt Laptop     Steak Knife PSP Book Playing Cards Headphones Cash 

Cell Phone Playing Cards Toiletries Board Game Batteries       Sunglasses   Tarp 

Once the players have each selected their Item hand out the secondary character sheets, the true 
character sheets for this simulation.  Make sure they write down what time they took with them 
right away.  Then proceed to read them the following: 
  

“The captain leads you all outside, where the seas are beginning to overtake your ship.  Water 

runs up and down the vessel while heavy rains and absolute darkness keep you from seeing much 

of anything.  The Captain gives everyone a life vest and herds your group into one of the life boats 

where the other sailors join you, carrying different containers with them.  The captain joins you, 

and tells your group to hold on.  He pulls a lever that drops your boat into the storming waters, 

and among the seas your group quickly loses sight of the cruise ship as it disappears underneath 

the waters.  The seas are rough, and with all of the chaos you all quickly black out.”  

Cruise Ship 

Life Boat 

Island 

Rescue 

After the 
Rescue 
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This section  

Should take: 

10 minutes 

Player group 

 

 

 

 

 

 

 

 

 

 

2B: MODULE TWO – ON THE LIFE BOAT 
 

 
“Your group awakens after your first night on the water to find the Compass embedded in the 
front of the boat does not work and you have no idea where you are.  There are no ships or land in 
sight.  The captain and the crew who were previously with you are nowhere to be found, but the 
containers they brought with them are still on board.  Please cross off the 1 on the Days Passed 
section of your character sheets.  What would you like to do with the day?” 
 
Here’s what’s on the Life Boat: 

Two Oars Two Boat Hooks One Bucket 

Sea Anchor Painters (ropes with clips tied 
to the ends) 

Two Hatchets 

One day’s rations for every 
player 

Four Rocket Parachute flares Six Hand Flares 

Two buoyant smoke signals One Waterproof electric torch One Signaling Mirror 

One whistle One First-Aid Kit Anti-Seasickness medicine 

A jack-knife Two Rescue Quoits (The circle 
floating things) 

Fishing Tackle.  Contains 
enough bait to last for 5 days.  
(Players can use Red Palm 
Weevils as bait) 

Fire Extinguisher Broken Radio Simple Tools 

When they decide to check what’s on the boat, tell them these items.  Have the players split the 
items between themselves and record it on their player sheets.  The players then decide what 
they’ll do during the day.  The likely options are sitting around doing nothing, trying to signal for 
help, and fishing.  Give the players about 5 minutes to decide what they want to do during the 
day.  If players signal for help, none comes.  If players try to row the boat, it accomplishes 
nothing.  The captain and crew were carrying with them extra rations, enough to feed every 
player for six days.  In total, there is seven days’ worth of provided nourishment for the players 
(10,000 KJ a day for each player).  If they fish, there’s a chance for success: have them roll the 
percentage dice to see how well they do (See Tables, page 17).  Do not be specific about what 
kind of fish the players catch as chances are they would not recognize it anyway.  The fish 
contains about 3,000 KJ of energy (explained in more detail below). 
When you come back to hear what they want to do with the day be sure to ask them how much 

they’re going to eat before rolling for success.  Now is the time to explain energy and rations to 

the players. 

RATIONS AND ENERGY: 

The average person burns about 10,000 KJ of energy every day.  In order to stay healthy 

and perform the maximum number of tasks every day (Sample Tasks are on their 

Character card and the Tables section, page 17), the players need to eat at least that 

much KJ worth of energy in a days’ time.  They can eat less: but the less they eat, the less 

they’ll be able to do.  If they consistently eat too little, they will begin to lose weight and 

start starving, during which time they’ll be able to do virtually nothing.  Players also need 

to drink water, which is a separate resource.  In an average day’s amount of work, a 

player drinks ¾ gallons of water.  They can do more if they drink more water and eat 

Cruise Ship 

Life Boat 

Island 

Rescue 

After the 
Rescue 
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more food, however.  Drinking less will result in various side effects, from reduced 

productivity to heat stroke.  Players begin the game with 7 days of rations: each one 

gives the player their full 10,000 KJ and ¾ gallons for the day.  Rations can be halved or 

quartered as players see fit, but their benefits are reduced accordingly.  Note that if a 

player eats less than 8,000 KJ in a day they are going hungry.  If they eat less than 6,000 

KJ, they are starving themselves. 

At the end of the day, be sure to have the players subtract an appropriate amount from their 

rations for what they consumed during the day.  Repeat this module for one day.  Be sure to 

remind the players to update their character sheets with rations left over, food consumed, items 

held, and how many days have passed.  This should become habit to the players.  

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Dan Regan GAT212-b 13 
 

This section  

Should take: 

3 minutes/day 

Player group 

 

 

 

 

 

 

 

 

 

 

2C: MODULE THREE – THE ISLAND 
 
The players have made it across the sea and now get to begin the meat and potatoes of the 
simulation.  The Island they’re stranded on shows no signs of habitation, nor do the players have 
any idea where they are other than the South Pacific.  In general the temperature on the island is 
about 75 degrees Fahrenheit and mildly humid, though on days where it rains the humidity 
spikes dramatically.  On these days tasks that require 10,000 KJ of energy also require an extra ¼ 
gallon of water to be done at maximum efficiency.  To boot, if they don’t have some kind of 
shelter, on rainy nights they won’t get much sleep and will lose efficiency regardless of how much 
they eat.  Make sure the players know when they are not well rested. 
 
Day One: 
Begin by reading this text block to the players: 

“As the third day dawns on your group, you are all awakened due to a sudden, jarring stop from 

the bobbing of the waves you’ve all grown so used to.  Your Lifeboat has washed up on a 

deserted, and run itself into a rock.  While you’re on land now, there’s a giant hole in the side of 

your craft.  It’s sunny, about seventy degrees, mildly humid, and there isn’t a cloud in the sky.  

What would you like to do?”  

Give the players a couple of minutes to think this over.  If one player is still obviously dominating 

the rest, incapacitate them somehow.  Use a sickness or a wound, for example.  Since they’re still 

early in the game don’t take them completely out of the game, but reduce their acting power.  If 

none of the players think to ask to explore the island, nudge them in that direction.  Once they do 

decide to explore it, show them the Island map.  The map shows icons for trees, fish, and crabs.  

Explain to them that they’re placed on a one for one basis: every fish represents one fish 

swimming nearby, and every crab represents one crab.  The Palm trees, however, have three 

coconuts each, and is home to two Red Palm Weevils, a type of beetle that is about two inches 

long.  They’re edible, though their shells are rather hard.  They also make decent bait for fishing.  

Every once in a while, a flock of Red-Footed Boobies lands on this island before returning to sea.  

Red-Footed Boobies are a stupid bird that is the smallest of the Booby family, with a wingspan of 

1 meter.  They’re famous for their lack of fear of humans and their stupidity, making them an 

easy catch for the players. 

RESUPPLYING THE PLAYERS: 

The players should be stuck on the island for weeks; and as you may have noticed, there 

isn’t exactly a lot of food on this particular island.  The players have rations for five days 

each by the time they reach the island, and are only able to keep their energy up if they 

eat at least half rations.  So at some point depending on the player’s actions, you might 

need to resupply them so they don’t starve to death. 

Methods of Resupplying the Players How often it can happen 

Life Boat washes ashore filled with things 
the players need. 

Once 

Cruise Ship 

Life Boat 

Island 

Rescue 

After the 
Rescue 
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Flock of Red-Footed Boobies rests at the 
island 

Once per month 

Crabs reappear Every four days 

Fish reappear Every week 

Coconuts reappear Every other month 

Red Palm Weevil Every two days 

Random, seemingly useless items (like a 
crate of headphones). 

Once every few days. 

Driftwood Once every few days, if they need wood. 

These are guidelines however.  If the players are truly at risk of starving to death, feed 

them.  Also encourage their ideas.  If they as a team have the bright idea to do 

something, encourage it with the items you give them – even if their plan is stupid or 

futile.  It is the facilitator’s job to support anything that encourages them to grow as a 

team. 

Day Three: 

This day, do not roll for weather.  Rather, when the players wake up they see massive black 

clouds in the distance, and by noon that day it’s raining quite hard.  Pools of water form in the 

rocks on the island they can drink out of after this storm.  The Rocks provide 4 gallons of water 

total. 

Day Four: 

As you should do for the beginning of each day, roll for weather.  Then take a quiet player aside 

and read them this text block: 

“You wake this morning before the rest of the group and notice something long and dark moving 

in the distance along the horizon.  If you had to guess, which you do, you’d say it looked like an Oil 

Tanker.” 

Take the player back to the table and leave them to discuss this turn of events, once the quiet 

player decides to share.  The Oil Tankers pass by every eight days.  If your quiet player refuses to 

speak about the Oil Tanker, make them the speaker for the group and keep pressuring them to 

share this information. 

ENDING THE GAME: 

It’s worth noting that while this simulation is supposed to teach team building, it’s only 

supposed to last about four hours.  If one group of players is taking too long to figure 

their way off the island, feel free to nudge them toward freedom: such as a slow moving 

pleasure liner comes into view, and they have time to catch it if they leave now.  Or if 

worst comes to worst, a search and rescue helicopter finds them.  Don’t deprive the 

players a feeling of accomplishment for getting off the island themselves if you can avoid 

it. 
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This section  

Should take: 

5 minutes 

Player group 

 

 

 

 

 

 

 

 

 

 

2D: MODULE FOUR – THE RESCUE 

The players get rescued when they go out to sea after the Oil Tankers and get noticed.  To get to 

the oil tankers, they’ll have to rotate who’s rowing quite often, as the tankers are several 

hundred meters out. 

FIXING THE BOAT AND OTHER MULTIPLE DAY TASKS: 

In order to reach this point in the simulation, the players have had to repair their life 

boat, and are likely to have built themselves some kind of shelter.  These are not single 

day activities, and should take the players several days to complete.  Each day be sure to 

tell them how much progress they’ve made, if any.  Through this facilitator’s guide there 

has been a lot of talk of efficiency: as in how much players can do in a day.  There are no 

definite rules for how players lose efficiency if they are not fully fed and rested, but in 

general they take 2 hours longer to do tasks per 1,000 KJ of energy they lack.  Tasks that 

require rolls to succeed also take penalties, depending on the task.  Those rolls are up to 

the Facilitator’s wisdom.  

The players begin the game with several tools to help them get noticed: signal mirrors, flares, 

smoke signals, and several things to burn.  Off hand, while on sea, they have a 20% chance to get 

noticed (roll an 80 or above): but the more they do (and the more teamwork they show) the 

better chance they have of getting noticed.  Reference this table when you have the players roll 

to see if they get noticed. 

Signal Modifier 

Signal Mirror 10% 

Smoke Signal 10% 

Hand Flare 10% 

Fire 10% 

Whistle 10% 

Rocket Flare 20% 

Electric Torch 10% 

If they fail, the ship doesn’t notice them.   They can roll to catch it either before it crosses their 

path or shortly afterward: In both cases, the tanker will acknowledge them by blowing a horn if 

they succeed.  When they succeed read this to the players: 

“The tanker bellows its horn and slowly turns toward your group, acknowledging your distress.  

Upon meeting the captain, he admits he never imagined anyone could live on that island for so 

long, .  Congratulations!  You’ve successfully survived on a deserted island and found rescue!”  

There’s also a chance the players never get the hint and stay on the island.  When there’s no 

hope anymore, a search and rescue plane flies over their head.  It notices the player’s signals and 

tips its wings back and forth, acknowledging their presence.  Hours later a Helicopter comes and 

picks them up. 

Cruise Ship 

Life Boat 

Island 

Rescue 

After the 
Rescue 
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This section  

Should take: 

5-15 minutes 

Player group 

 

 

 

 

 

 

 

 

 

 

2E: MODULE FIVE – AFTER THE RESCUE 

Sometimes players will, during the game, make plans for what they want to do when they get off 

the island: such as sell their story.  It depends on the group, but take anywhere from 5 to 15 

minutes roleplaying what they’d say to their families and friends on their return, and how their 

endeavors pan out when they get back from the Island.  After each player has had their chance to 

go through their happy reunion with land, conclude by reading this text block:  

“Thank you all for playing the Island!  Through this game, it was our goal to teach you all about 

Group decision making, Leadership, Team Building, and Communication.  We hope your time 

spent on an abandoned Island has taught you a little bit about how to work and succeed as a 

group, and that you have made a few friends while you’re at it.  There are cookies in back.” 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Cruise Ship 

Life Boat 

Island 

Rescue 

After the 
Rescue 
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Section Three: Tables for the Facilitator’s Reference 

The tables below are for the Facilitator’s use in running the game.  While it’s highly 

recommended they are used, in some circumstances they’re not necessary.  Such as, Facilitator 

can control the weather however they feel they need to, and can determine success 

automatically if it’s important.  There are some sample events the facilitator can use but are far 

from comprehensive.  The facilitator can do whatever he/she needs to in order to accomplish 

his/her specific goals for a party. 

Use this table to determine whether at the beginning of each day.  Although some days the 

Facilitator may choose what they want the weather to be, in general it should be random. 

% Rolled Weather 

1-20 No Rain 

21-40 Cloudy and Cool, no rain 

41-60 Sunny at day, rain at night 

61-80 Rain at day, clear skies at night 

81-90 Rain all day 

91-99 Thunderstorms 

100 Tropical Storm 

 

This table denotes some sample activities with a rough notation of how much KJ in energy each 

task requires that they consume.  So to cut wood for example, a player needs to have eaten a full 

day’s ration plus some extra water to do it at top performance.  If players are not eating or 

drinking the full amount, be sure to give them negative modifiers when they roll for success.  

Likewise, if they’re well fed and rested, give them bonuses.  While players can often do multiple 

tasks in a day, they might not have time to.  Try to limit them to one or two tasks in a day.  Doing 

multiple tasks add up the KJ required to complete them. 

Actions KJ Required Water Requirement 

Repair the Life boat 10000 KJ ¾ gallon 

Cut wood 10000 KJ 1 ¼ gallon 

Fish 1000 KJ ¼ gallon 

Gather Crabs 2000 KJ ¾ gallon 

Clean fish/animals 1500 KJ ½ gallon 

Build Shelter 10000 KJ 1 gallon 

Row a Boat 10000 KJ 1 ¼ gallon 

 

The following table shows how much energy players can get from consuming certain 

fruits/animals. 

Potential Food Sources Energy in Food 

Rations 10000KJ & ¾ gallons /ration 
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Red-Footed Boobies 5000 KJ/bird 

Crabs 2000 KJ/crab 

Fish reappear 3000 KJ/fish 

Coconuts 1000 KJ/Coconut 

Red Palm Weevil 500 KJ/beetle 

 

The following table is a general table for success.  This can be used for almost any task, from 

fishing to repairing to spotting shapes in clouds.  How well fed the players are can provide some 

modifiers, but these are generally left up to the Facilitator’s discretion and how much he/she 

wants the players to feel like they succeeded. 

% Rolled Success 

1 Miserable Failure 

2-20 Failure 

21-69 Decent Success 

70-90 Better than you expected 

91-100 Phenomenal success 

 

Methods of Resupplying the Players How often it can happen 

Life Boat washes ashore Once 

Flock of Red-Footed Boobies rests at the island Once per month 

Crabs reappear Once every four days 

Fish reappear Once every two days 

Coconuts reappear Once every other month 

Red Palm Weevil Once every day 

 

Sample Events Reason for employing them 

Stray coconut falls from a tree and hits a player 
on the head, KOing them. 

Miserable Failure, or one player needs to be 
temporarily taken out of the game 

Illness, food poisoning Players didn’t cook food, need to take most of 
the group out of the game 

Rogue wave Give or take items from the players 

Driftwood Repairing the life boat, firewood. 

Fog Hide the Oil Tankers 

Player collapses from Heat Stroke They fail to drink enough water in a day. 

 

FACILITATOR TRACKING SHEET 

Use this sheet to reference how much resources each player group has on their islands.  A 

facilitator isn’t expected to necessarily host six groups. 
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Group 1 Player 1 Player 2 Player 3 Player 4 Player 5 Player 6 

Rations       

Red-Footed 
Boobies 

      

Fish       

Crabs       

Red Palm 
Weevils 

      

Coconuts       

 

Group 2 Player 1 Player 2 Player 3 Player 4 Player 5 Player 6 

Rations       

Red-Footed 
Boobies 

      

Fish       

Crabs       

Red Palm 
Weevils 

      

Coconuts       

 

Group 3 Player 1 Player 2 Player 3 Player 4 Player 5 Player 6 

Rations       

Red-Footed 
Boobies 

      

Fish       

Crabs       

Red Palm 
Weevils 

      

Coconuts       
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Group 4 Player 1 Player 2 Player 3 Player 4 Player 5 Player 6 

Rations       

Red-Footed 
Boobies 

      

Fish       

Crabs       

Red Palm 
Weevils 

      

Coconuts       

 

Group 5 Player 1 Player 2 Player 3 Player 4 Player 5 Player 6 

Rations       

Red-Footed 
Boobies 

      

Fish       

Crabs       

Red Palm 
Weevils 

      

Coconuts       

 

Group 6 Player 1 Player 2 Player 3 Player 4 Player 5 Player 6 

Rations       

Red-Footed 
Boobies 

      

Fish       

Crabs       

Red Palm 
Weevils 

      

Coconuts       

Give these sheets to the players after the Simulation to fill out.  It should help them organize 

what they learned and you to improve the game. 
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 What did you learn from doing this simulation? 

 

 

If you didn’t feel like you learned anything, why do you feel that way? 

 

 

Would you say you feel more connected to your player group now than before the Simulation?  

Why? 

 

 

What did you enjoy? 

 

 

 

What didn’t you like? 

 

 

How would you improve the game? 

 

 

 

 

 

 

 

Thank you for your feedback! 
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