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The Name

A recent innovative technique that changes the lecturer-listener/

questioner-answerer relationship in the classroom is the employment of

simulation games. Simulation is a micromismatic model of the real world

in a game situation. It is the re-enactment of an observable problem in

a miniature of a social system for which the learner has to take action.

Simulations were developed to enable social scientists to test their

theories of social interaction. Since the variables in the micromisma-

tic model could be easily manipulated, the researcher could validate con-

ceptual hypotheses. Starting in 1950, industry began using simulation

games for management selection and training, personnel development, and

market testing of new products. Recently, educators have adopted the

technique to the teaching process using the micro-relationships of the in-

teraction to provide learning experiences.

Simulation situations can be war games, business games, mathematical

games, word games, international politics, teaching situations, or school

administrative problems. They may be simple, or very complex. The essence

of simulation is the semblance of reality. However, according to Abt,

"Simulation games aren't designed to reproduce reality, but rather to give

students realistic insights into the forces producing a situation."

Simulation may be used in the elementary or secondary schools as a

basis of teachinkmathematics, social studies (especially history, poli-

tical science, and economics), communication skills, business techniques

and logic. It lends itself to core curriculum or multi-disciplinary approa-

ches. Simulation may be used as an in-service technique to improve instrUe-

tion or administrative procedures in education.
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A characteristic of simulation is high participant interest; students

became highly motivated. Research has reported greater energy expenditure

and indicated a greater degree of resourcefulness in simulation situations

than in traditional classroom activities.9 There has been a disinclination

by teachers to use this technique; exponents of simulation techniques ex-

plain this attitude as the result of the de-emphasis of the teacher's

starring role. From actual experiences,
24

it has been shown that more is

demanded of the teacher. The new teacher role is primarily one of guidance

and supervision, de-emphasizing the old stereotyped role of judge and jury.

Student success in the game depends upon how well the teacher achieves

this role.

The Game--Utilization

Simulation emphasizes the inquiry approach to learning. Each student

is an independent and individual learner who is able to interact with others,

ask questions relevant to himself, be self-directive, react to real situa-

tions, and view himself as a part of a total functioning.

Abt says, "Learning from games occurs in three different phases:

Game design, game play, and game analysis. Game play ideally takes place

at least three times - the first to learn the facts of the problem; the

second to learn cause-effect relations; and the third to learn the costs,

benefits, risks, and opportunities of alternate strategies."1

The technique is as effective with "slow learners" as it is with

talented youth. Boocock reports: "Because our field work has suggested

that gamIng may be an especially valuable technique for 'problem' children -

minority group youngsters or the culturally deprived, unmotivated students,

youngsters with low verbal skills - many of our current experiments focus

upon such youngsters."
5
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Available games can be readily adapted to specific situations, becoming

less complex or gaining a greater degree of sophistication as the occasion

demands. Games constructed for high school purposes have been used success-

fully not only in the upper elementary grades, but also in colleges.

The game may be played with the simplest of materials--found in

every classroom, or it may utilize some or all of the equipment and.tech-

niques of audio-visual communication--TV, radio, video components, film,

recorders, and, recently, electronic data processing.

Advantages claimed for simulation (over the lecture/catechism tech-

niques) are:

1. Students are placed in a continuing decision-making situation,

helping theia become self-motivated.

2. Students percetve themselves as involved in a real-world problem

(in role-playing, *he student knows he is play-acting) making

high motivation possible.

3. Student decisions are based upon information gathering, with

analysis of data a requirement; a pragmatic set of attitudes

tend to be produced and the scientific problem-solving approach

inculcated.

4. Extensive writing is required with emphasis upon clarity, brevity,

and fluency; the student must communicate his ideas succinctly.

5. Self-discipline is outstanding; students set their own tasks and

complete them of their own free will,

6. The games bridge school subject disciplines and give the student

an integrated experience in the otherwise discipline separated

curriculum.
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Not all educators are proponents of this technique; objectives voiced

to utilizing simulation games are:

1. They may encourage quiescent and conformist attitudes by students;

participants may become acceptant of wtat is simulated rather

than questioning it,

2. There may be a tendency to place heavy emphasis upon winning

rather than achieving the real objectives of the learning expe-

rience,

3. The use of the games by inexperienced or inept teachers might

emphasize play attitudes in students rather than a learning approach,

and,

4. Classes become so engaged in the game that the noise level in-

creases appreciably, and unless rules are *set, and enforced, dis-

cipline may get out-of-hand.

Not only are there commercial games being developed for students from

kindergarten to junior college level, but these techniques are being applied

to teacher-training, in-service programs, and the development of adminis-

trative leadership. Research has linked the simulation models to the

computer, giving a wider span of variables to which the participant may

react and allowing for greater individualization through programmatic bran-

ching.

One of the most appealing features of simulation to the innovative

teacher is the tendency of any game selected to lend itself to variation

and revision. Once begun, a game can be extended and greater complexity

and sophistication introduced with relatively little effort- -the on:ty

restriction becomes human creativity and imagination. It has been the
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experience of teachers who begin by using prepared games that their in-

dividualic demands soon exceed what the market offers, and they begin

designing their own games. High school students also have designed games--

it would be impossible to objectify the value of such a learning experience.

Certainly, it is a unique approach to teaching that cannot be duplicated

by the traditional methodology. Abt is convinced, "The most educational

way of obtaining [games] is to design them yourself."1

If a teacher desires to modify, redesign, or create a new game, here

are a few guides that may help:

1. Determine the feasibility of such a project--in terms of planning

time, implementation time, and evaluation time,

2. Set objective, measurable goals for the program--make certain

that the students know these goals,

3. Don't be too ambitious--start with a manageable segment,

4. Plan thoroughly--prepare all materials necessary, debug where

possible, implement at an appropriate time, and select and main-

tain a consistent teachers/pupil relationship,

5. Measure results in terms of goals, and

6. Determine modifications and revisions necessitated by results.
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