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Put the title  Conditions in the Towns into your exercise book.
Study the information on the webpage, then:

Task One: 
1.
The engraving you used to play ‘Spot the Difference’ game last lesson is called ‘A Court for King Cholera:

a.
Study the engraving (worksheet D6) to list all the health and safety hazards you can see in the picture;

b.
Use Google to research the cholera epidemics of 1831-2, 1848-9 and 1865-6;
c.
the satirical magazine Punch campaigned for improvements to public health – to what degree do you think an historian can trust this engraving by John Leech?
Task Two: 
1.
Using worksheets D7ff. below, print off the board (preferably at A3 size) and materials to play a game of ‘Metropoly’.  

a.
Note that the aim of the game is to learn about conditions in the towns, so it is vital that you obey rule 5 – to read the description of the place.

b.
When you have played the game getting 20p in wages each turn, play again for a while earning 30p in wages each turn.

2.
After you have played the game, discuss with the other players:

a.
What have you learned about conditions in the poor areas of 19th century towns?

b.
What was the cause of your problems – were you to blame for your misfortunes?
3.
Using the webpage, and the insights you have learned from playing Metropoly, add to your list of health and safety hazards in a 19th century town.
[image: image1.png]D6 |





[image: image2.png]A COURT PFOR KING CHOLERA.




[image: image3.png]B W N =

10

11

12

METROPOLY RULES

Start at GO. All players choose a marker and put it on the GO square.
Place all the CHANCE cards face down in the centre of the board
Each player starts with 20p — made up of three 5p notes and five 1p notes.

Each player in turn throws the dice and moves the correct number of squares round the
board

For the first few moves — until the players have landed on all the properties - the first player
to land on a property reads out the description of that place to the other players (until all the
descriptions have been read out).

Wherever a player lands, s/he has to pay rent (except on the Free Lodgings square). This
rent Is paid to the bank out of the player's money. If the player has enough money, s/he
MUST PAY THE RENT.

If a player cannot afford the rent, then s/he spends the night ‘in the gutter’. The player moves
the marker to the ‘gutter’, but keeps all the money s/he has left

When it 1s his/her turn again, the player moves as usual If the player can afford the rent of
the property on which s/he lands, the player pays that rent and moves the marker back onto
the main board. (For instance, nobody will be able to afford to stay in Cheyne Road, but many
will be able to move back onto the main board when they land on a cheaper property )

If the player cannot afford that rent, s/he has to stay ‘in the gutter'.

All players collect 20p every time they land on or pass GO They do not collect 20p If they
were 'In the gutterwhen they made the throw which took them to or past GO. (Usually, this
will mean that they have to stay ‘in the gutter’)

In Prison

A player goes to prison by landing on the ‘Go to Prison’ square. If a player is not sent to
prison, but simply lands on the ‘In Prison’ square, then s/he Is not in prison but Is ‘just
visiting’ and need not pay rent

In the nineteenth century, people had to pay rent for their prison beds, therefore any player
sent to prison must pay 3p each throw until s/he gets out of prison.

A player can ONLY get out of prison by throwing a 6 If all the player's money runs out while

s/he is In prison, then no rent is paid, but the player will find that s/he I1s ‘in the gutter’ when
s/he leaves prison

Free Lodgings

When a player lands on the Free Lodgings square, s/he picks up a CHANCE card and follows
the nstructions.

If a player has not enough money to pay a penalty CHANCE card, then s/he pays whatever
money s/he has.

A benefit CHANCE card 1s the only way a player ‘in the gutter' can get out of it.

THE AIM OF THE GAME:

The aim 1s to stay out of the gutter, perhaps to end up with more money than the other
players — but most of all to understand what it was like to be poor and living in a town in the
nineteenth century.
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You sell your swill-bin to a
pig-breeder. Collect 1p.

CHANCE

You sell your dunghill
to a manure-buyer.

Collect 2p.

CHANCE

You get drunk.
Pay 3p for beer.

CHANCE

You are arrested by
the police
for drunkenness.
Pay 5p fine.

CHANCE

You lose your boot
in the mud. Pay 5p
for a new pair.
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You pawn your
best clothes.
Collect 2p.

CHANCE

You find gold coin

in the sewer.
Collect £1.05.

CHANCE

You are late for work.
Pay bp fine.

CHANCE

You learn to read. Add
10p to your wages every
time you pass GO.

CHANCE

Go to Clayrow,
Darlington. If you pass
GO, collect your wages.
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You grow too old to
work. For the rest of
the game, do not collect
any wages when you
pass GO.

CHANCE

You fall ill for four weeks.
Next time you pass GO,
do not collect any
wages.

CHANCE

You get a job with a
better employer. Collect
30p wages every time
you pass GO.

CHANCE

You lose your job. Do not
collect any wages when
you pass GO, until you

get another job.

CHANCE

Your son goes out to

work. Add 5p to your

wages every time you
pass GO.
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