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NEGO‘:TIATE MIGRATION POLICY
AND SEE THE IMPACTS OF YOUR
DECISIONS.



FLOW OF THE GAME

Destination Europe is an educational role-playing
game, where no single player wins. Instead, you
measure your success as a group based on how you
shaped the lives of the migrants Ahmed, Sunil, and
Yulia, and the attitude the public in your country (or an
other EU country of your choice) towards migration.

You will play three rounds, each round you incorporate
a group of decision-makers on a different level: First,
a group of EU ministers from different EU countries
meeting an EU Commissioner, in the second round the
government of your country (or an other EU country

of your choice), and in the last round the council of the
capital city of that country.

In each round, you are faced with two challenges
connected to migration that you need to decide upon.
Playing out'your roles, you discuss and finally vote on
how to tackle the challenge. Your decisions will create
and shape your own unique future for the European
Union, your country and the three migrants.



S ET U P 1 Conflict in the neighbourhood

Decide who will keep track
of Events and give that
player the stack of Event,
Event Options, and Future
cards, called Events deck.
During the game, the player
handling that deck moves all

discarded or skipped Events, Options, and Futures to
the bottom of it.

Fresh out of the box, the Events deck
is pre-ordered. In later games, make
sure it is ordered, and if needed,
re-order it: flip all cards to their front
sides, the side with a number in the
top left corner. Then, put all cards in
a stack in numerical order, starting with number 1 on
top, then 1A, then 1B, then 2, 2A, 2B, and so forth.

Decide who will keep track of time. That player should
keep a timer handy.

Give each player a Role
card. If there are 5
players, leave out Role
set 6. If there are 4
players, leave out Role
sets 5 and 6.

A few tips on how to play your role:

At the start of each round, introduce your role in your own




Initiate the Migrants and the EU Public: Take one
unused set of three Migrant cards and one EU card,
leave all remaining Migrant and EU cards in the box.
Read the basic information on each of the Migrant
cards, then discuss for a minute what you think are the
dreams and hopes of each migrant when coming to
the EU. Write them down on the fronts of the cards.

Next, write down information about your country or
an EU country of your choice on the EU Public card.
Discuss for a minute how open or closed is the public
there towards migration. Place the EU public chip in
one of the three grey middle spots of the scale on the
card. If you cannot decide, place it in the centre spot.

Your Migrants and EU Public layout should now look

somewhat similar to this:
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Keep the Smiley chips and the Voting
2 i ,,/ chips ready.

" Place the map on the table. It serves as a reminder
where migrants are coming from and going to.

"ROUND

At the sta’i’t of each of the three rounds, first give
Voting chips to the players until each player has a
total of ten.

Next flip your Role" card to the correct page:

In eacH rbund, you act as é different person or group.
~Check the information on your Role card and let
everybody else know who you are this round.

In the first round, you play a meeting of
ministers from different EU countries with
the EU Commissioner.

} In the second round, you are meeting with
. the government of your country or an EU
country of your choice.

In the last round, you are gathered by the
council of that country’s capital city.




Once all players have flipped their role cards to the
correct Round and have ten Voting chips, the player
with the Events deck starts the round. Each round,
two Events are discussed and then voted upon, as
described below.

EVENTS AND OPTIONS

The player handling the Events deck flips the next
Event card. Read the Event text aloud. In the first
round, you will start with Event 1, in the second round
with Event 4, and in the third round with Event 7.

Place the Event card on the table. The next two cards
in the Events deck should be the two Option cards for
the current Event, they have the same number as the
Event, and the letters A and B. Read the text on the
fronts, the coloured sides, of both Option cards aloud
and place them beneath the Event card: Take care not
to look at the backsides of the Option cards yet.

For the first Event, the layout on your table, the first
Event with its two Options, should look as shown on
the opposite page. :

You now have seven minutes to discuss the current
Event and its Options. The player responsible for
keeping the time sets the timer and gives a signal
when the discussion time is over, and it is time to vote.



Conflict in the neighbourhood

Most migrants come to the EU through legal routes in order to
work, study or join their families. But there is an armed conflict in
EU's eastern neighbourhood and visa-free travel to the EU from
the affected countries is abolished. Hundreds are trying to cross
EU borders every day in search of safety and beter living
conditions. Ahmed has been stranded outside the EU for some
time and tries to cross the border again. Yulia also decides to
leave her country. Sunil s still at home, preparing to move to the
EU where he was offered a job.

What should be do |

Let them enter and distribute those Don't let them in, compensate host
who need protection across the EU @ countries outside the EU

Each player may vote multiple times. To vote for one
of the two Options, place one or more of your Voting
chips on one of the two Option cards.

You may place Voting chips on both Options. You may

place further Voting chips in reaction to how other

players vote. Once you have placed a Voting chip on an _?_;
Option card, you may not take it back again. ‘ ;

You may use up to nine Voting chips on the first Event

in a round, you must keep at least one Voting chip o
for the second Event. If you are undecided, you may

abstain from the vote. You may not keep unused Voting

chips between the rounds.



You should argue from the point of view of your
assigned Role and try to convince other players to vote
for the same Option as you do. You may change your
mind during the discussion if you are convinced by the
arguments of other players, however, remember that
you may not take back Voting chips you already placed
on an Option card. :

Once everybody is done voting, the Option with most
Voting chips wins.

If there are the same number of Voting
chips on both Option cards, the player with
'v'\%) the microphone symbol on their Role card
decides. >

OUTCOMES

Remove all Voting chips from both Option cards and
put them aside for the next round. Move the losing ,
Option card to the bottom of the stack. Flip the winning
Option card and read the result on its backside aloud.

The outcome of the Event has an impact on the life and
happiness of each Migrant as well as the EU Public. If a
green or red smiley is pictured next to a Migrant, place
a Smiley chip with the corresponding side up on that
Migrant card. Move the EU public chip one spot in the
direction indicated. Leave the winning Option card on
the table.



Example Option card:

¥ou decided to Take it easier for foreign workers to

Place a Smiley chip 5 ntry. l»
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with the red (unhappy) marker 1 space to the number 9 next.
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At the right bottom of the card, a little number tells you
which Event or Future card happens next.

In case it was the first Event in this round, you will
continue with the next Event and follow the same
steps as in Event 1.

In case it was the second Event in this round, you will
need to find the correct Future outcome card in the
Events deck, flip it to its back, read it aloud, and leave
it on the table. Then, proceed to the next round, read
the instructions for your new role and restock to ten
Voting chips.



DISCUSSION

After you finish the second event in the third round,
read out the Discuss card (#22). Consult the three
Future cards you placed on the table and see what
future you created overall. Check each Migrant: did
they fulfil their dreams? Are they happier than before?
What about the EU public? You can now step out

of your role and discuss the issues from your own
perspective.

COMPONENTS

» 6 folded Role set cards

« 52 cards: 10 Event cards, 18 Event Option cards, 12
Future cards, 3 sets of 3 Migrant cards and 1 EU
Public card each. -

« 60 Voting chips, 16 Smiley chips, 1 EU public chip,
plus 1 replacement chip of each.

* 1 double-sided map
e this Rules Book
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Your layout at game end might look like this:
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" SHORT RULES

. Give each player a role card, initiate the three
Migrants and the EU Public. Make sure the Events
. deck is ordered and give it to one player.

Play three rounds. After the last round, discuss and
compare outcomes with other groups.

EACH ROUND

» Check your role and positions for the round and
restock to ten Voting chips.

¢ Discuss and vote on two Event cards
¢ Read and discuss a Future card.

EACH EVENT
» Read out the Event with its A and B Options.
- Discuss for seven minutes, then vote.

¢ Read the outcome on the winning Option card,
discard the other Option card.

e Place Smileys on Migrants and move the EU marker.

VOTING REMINDERS
" » You may vote for both options.
"+ You may abstain from voting.
* You may not take back Voting chips you placed.

-» You may use up to nine Voting chips on the first Vote
« in a round, you must keep at least 1 for the second.



