CIRCLES, SQUARES, AND TRIANGLES
Players' Instructions
This is a game of trading and negotiation, with several rounds of bargaining between pairs of individuals. Your goal is to obtain the highest point value possible by the end of the game, in ways described below. There are three groups:  triangles, circles, and squares.  However, it is an individual game in the sense that the three individuals with the highest cumulative scores at the end will be declared the winners.  Your cumulative score will be the sum of your scores in each round.

You each will be assigned randomly to one of three groups and should wear the identifying group tag at all times.  You each will be given an envelope containing five markers of various colors.  You must keep your markers hidden at all times and never disclose which ones you have at any time.  The markers have the following point values:


Yellow

50 points


Green

25 points


Red/pink
15 points


White

10 points


Blue

  5 points

Additional points are given if a person is able to get several markers of the same color:


Five markers of the same color are worth an additional 25 points


Four markers of the same color are worth an additional 15 points


Three markers of the same color are worth an additional 10 points


No additional points given for two markers of the same color

You must have exactly five markers at all times.

Rules for Each Bargaining Round
1.  You should try to improve your score by trading advantageously with other squares, circles and triangles.

2.  Each bargaining round will last for only X (4-5 unless otherwise announced) minutes.

3.  When the round begins, get up and walk around the room.  Your choices at this point are (a) refuse to make a trade or (b) try to make a trade.

4. If you do not wish to trade, fold your arms.

5. If you want to try to make a trade, do the following:

a.  If you wish to trade with someone, nonverbally ask them if they want to. If the answer is yes, then you must clasp hands. There can be no talking for any reason until after your hands are clasped.
b.  To make a trade, participants must be holding hands. You can hold only one other person's hand at a time.

c.  You may not break hands until you have agreed on a trade, or until the round is complete. If you cannot agree, you must hold hands until the end of the round (in other words, you can not shop for a second trading partner in a given round).

6.  Only one-marker-for-one trades are legal. Persons having more or fewer than 5 markers at any time during the game are automatically disqualified.

7.  Only trades of different colors are legal.

8.  Hide your markers from all other participants at all times (otherwise they might prevent you from get​ting the combination of markers you are after).

9.  Violence is prohibited in this exercise!

10. At the end of the round, compute your score, using the point values above, enter the score beside your initials (alphabetic by last name) on the sheets at the front of the room, and return to your original seat with the rest of your group.

Do not proceed until you are told to do so.
