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What If? 

Using the Constitution to Save the World…One Situation at a Time 

 The men who wrote the Constitution wanted a strong and lasting government. To achieve this 

goal, they designed a system of checks and balances. The Constitution gives each branch of government 

the power to check, or limit, certain actions of the other branches. It also balances each branch’s powers 

with the powers of the other branches.  What If? is a game designed to not only test students’ knowledge 

on the powers held by each branch of the government, but to have students critically analyze how our 

government is structured by how it responds to different hypothetical situations.   

Target Audience: 5
th

 Grade Students studying the Constitution and US Government 

 This game will be a card-based game akin to Fluxx; however, there will also be a strong element 

of cooperative negotiation during certain phases of game play.  The main gaming patterns embedded in 

the game are:  

1.  Ability Losses 

2. Cards 

3. Committed Goals 

4. Closed Economies 

5. Dynamic Goal Characteristics 

6. Negotiation   

 There is a strong need for this subject matter to be represented in game form.  Oftentimes, the 

Constitution is seen as a list of items to be memorized.  From the duties of each branch of government to 

the Bill of Rights, students rarely interact with this information dynamically.  I believe that What If?  will 

effectively blend learning about our government with fun because of the various gaming patterns present, 

mainly ability losses, an illusion of influence, a freedom of choice, negotiations, and dynamic goal 

characteristics.  Although there are many other gaming patterns present, I believe that the above 

mentioned will offer players the most rewarding gaming experience. 

Game Play 

 Each player will randomly choose a branch of the government to represent during game play.  

Players will then choose government branch cards in order to solve, or resolve the main situation card 

(What If?) of the playing round.   Game play will then begin with a series of collecting and/or discarding 

of cards, negotiation of cards, and competition in order to resolve the dynamic goals played during each 

round of play. 

Learning Goals 

 Examine and list the key powers of the three branches of government created by the Constitution. 

 Identify which branch (es) of the government can act in certain situations. 

 Be able to answer this essential question: Why do you think the writers of the Constitution created 

a system of checks and balances? 


