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ABSTRACT

An attempt is made in this working paper to
synthesize the existing empirical evidence concerning the utility of
simulation games in social studies teaching, training, and research.
The data arc drawn from several sources: published literature dealing
with simulaticn games, descriptions of games in use, communications
with people who use games, and personal experience with the design
and use of games for education. The independent variables that seen
likely to be related to the costs and benefits of simulation are
delineated: 1) purpose; and, 2) structure including a discussior of
goals, rules, team system, internal structure of the teams, and
participants. These deperdent variables are also discussed: 1)
learning motivation; 2) the discovery, verification or iaculcation of
social facts and principles; and, 3) the development of skills or
discovery of hypotheses regarding decision-making, manipulative
skills, and interactive behavior. The disparity between the positive
and negative evaluations of simulation in terms of these variables is
explained as resulting from a lack of empirical or objective
research, and the perception of the weaknesses of simulation games
--lack of teacher control over learning, scheduling difficulty, and
cost. (SBE)




With fifteen ycars of experience one might expect that we would
know quite a bit about the efficacy of gimulation games in social
science research and education, but we don't. Wiat we do hLnve ig an
inventory of often contradictory propositions about their value., While
often based upon first-hand observatiin, these propositions are seldom
if ever the result of scientific study. This is beginning to change.
As Sarane S. Boocock has pointed out, the field of simulation gaming
has passed through three phases since the 1950°'s: acceptance on faith
through 1962 or 1963, a "post-honeymoon" period during the years 1963
through 1965 when the first crude attempts to evaluate games led to
inconclusive results and disenchantment, and the present period of -
"realistic optimism" based upon accumulated experience and further
experimentation.z

This paper, an interim effort, attempts to synthesize the existing
empirical evidence concerning the utility of simulation games in social
studies teaching, training, and research. Our data are drawn from
several sources: published literature dealing with simulation games,
descriptions of simulation games in use, communications with fellow
gamers, and our own experience with the design and use of simulation
games for education. At the moment, the best we can do is to offer a
preliminary codification of the present confusion through a delineation
of the independent variables that seem likely to be related to the costs
and benefits of simulation games and of preliminary assessment and their
advantages and disadvantages. Our final study will attempt & more
rigorous causal connection between the two sections of the present
paper based on an extensive survey effort that is now under way.

A Taxonomy of Simulation Games

A deiimcation of rotentially significant independent variables
must begin with "purpose” which poih affects and defines the dependent

variables developed under "Advantages" and "Disadvantages' below. The
purpose of simulation games may be either to teach, to impart knowledge
and understanding of a body of information or to inculcate a set of
attitudes or a system of values relating to the social system; to train,
to impart a set of skills relative to the manipulation of the social
environment; or to contribute to research, to lead to the discovery or

2, Sarane S. Boocock and E. O, Schild; "Introduction,' in Simulation
Games and Learning, ed., by Sarcne $. Boocock and E, O, Schild; -

Sage Publications, Inc., Geverly Hills, Califormia; 196C, pp. 13-
26. :
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confirmation of the pos-ibility of probabilistic social contingencies, of
the utility and/or operationality of social concepts, or of the existe
ence of general principles concerning the social universe. These
objectives are by no means mutually exclusive; yet not all games serve
all objectives, Certainly most games do not serve them all well, For
example, as a teaching tool, the value of a game to students may in-
crease when its scope is enlarged, while the value of that game to those
interested in policy-oriented research is degraded.3

One may characterize simulation games by their structure. The
rules of the game, or lack thereof, are crucial to that structure.
Jawes S. Coleman has categorized game rules as:

1. .goals developed by and/or imposed upon the'participanto

2. environmental resgonée rules, wherein the rules substitute
for that portion of the social system not directly represented
by the participant teams in the simulation

3. procedural rules, describing how the game is to be put imto
play and the general order in which play proceeds

4. behavioral rules, éor;esponding to role specifications,
describing what the participant can and cannot do '

S. police rules, outlining the consequences of braaking one of
thc ganc's rules

The principal simulation games vary according to the abstractness,
detail, scope, restrictiveness, source, and time of specification of
each of the above. . ,

The rules of INS, the most widely used of the present international
educational eimulations, are quite abstract and detailed; but the detail
. still allows great flexibili:y by both the control group and the :

3. Goldhamer and Speier; P. 272.

4. James S. Coleman; "Simulation Games and Social Tﬁeory”' Report
Number 8 of the Center for the Study of Social Grganization of
Schools, Johns Hopkino University, Balcimore, Maryland; 1968,

PP. 6-10 : -
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participating teams. POLIDOX (political paradox), the principal inter-
n.tional simulation game now in use at the Air Force Academy, 18 as
abstract and only slightly less detailed in itz ru.es. Tiexibility
remains high. POLIDOX contains a urique feature in tha aveca of goal-
geiting, Within liwmits, the student teama create thrir own 'national
interest' at the beginning of play and then are graded according to the
congruence of "international' outcomes to that interest. By contrast,
the Joint War Games Agency (JVWGA) games do not set up a complex,
detailed rule framework. Rather, most of the guidaace affecting the
flow of the game is ad hoc, fiowing almost solely from the good judgment
and experience of the control group. The early RAND games and the POLEX
games at MIT follow a similar pattern.

The simulation game universe is comprised of more than rules. The
living portion of the game structure can de categorized and compared at
three levels: the team system, the internal structure of the teams,
and the participants that make up the teams. Team systems can bde
characterized by their abstractness, the number of actors directly |
represented, inter-team internal homor~eneity, the distribution of power |
and other attributes, and the communication systems provided to the
teams. The system represented in INS is quite abstract, as is the one in P
POLIDOX, although both may be structured to approximate the power distri-
bution and other attributes of ‘an historical system. Tue POLEX, RAND,
and JWGA systems are less abstract in the sense that the actors and
their power relationships are as they are today, but the actors sre
frequently called upon to deal with a set of hypothetical events.

Dangerous Parallel, a crisis game developed by the Foreign Policy
Association, is at once more abstract and more concrete. It is a
disguised simulation of the outbreak and conduct of the Korean War.
Empire, an international trading game designed by Abt Associates, Inc.
to increase understanding of the trade relations in the British Empire
circa 1735 is the most concrete of all. An historical system is
explicitly created and rigidly controlled to conform to the situation
then ext:ut. :

: The internal structures:of the teams vary as much as do the team

! systems from game to game. However, for purposes of research into the

' efficacy of simulation games, the formal structuring of teams may not be
an important variable., It secms to have less impact on behavior than
does the formal structuring of the system. Regardless of role and
decision rule specifications, teaxzs tend to fall into unique organiza-
tions based on informal relationships developed prior to or during plqyﬁ

5. Reported several places in the literature, and experienced at the
Air Force Academy games.

4
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Finally, the structure of simulation games differs according to
the type of participant. Participsnt characteristics vary from game to
genes  INS, for example, has been played with facility by homogeneous
and hetorogeneous mixes of pavticipants ranglug from grade school to
post-;raduate level, from laymin to expert, and from agpressive to
cautious personality types. On the other hand, a game like Fupire is
definitely best suited and normally used to educate participants at the
elementary and secondary school levels.

Dynamic, interactive characteristics of games differ as much as
those of s.ructure and should, it would seem, be as important to learn~
ing outcomes. Initial scenarios can be dichotomized into crisis and
noncrisis situations. In INS and POLIDOX crises, if they occur at all,
are developed out of the internal dynamics of the game, while crises
are imposed at the outset in POLEX and most high-level policy games run
by the JWGA. Once any gamec begins, interaction can be influenced by
the role assigned to the control group, either active or passive, If
assigned an active role, the control group can direct communication,
inject nonieam generated inputs into the system, and r’herwise guide
the flow of the game. Other.importunt influences on che nature of
interaction are the ease and means of inter- and intra-team commnication;
the number, length, and spacing of play periods; the privacy of team
areas; the permissible instruments and arenas of interaction;.the tempo
of game time; and several other factors, many of which have little to do
with the particular game being played and much to do with the immediate
circumstances surrounding a particular play.

Much needs to be done to specify which of the variable character-
istics of games and their settings may be significant for learning and
research ov:comes. These characteristics would be the independent ‘
variables in the rigorous experimental work that needs to beaccomplished.
A preliminary survey of the literature does reveal a few, vhich will ﬁe
touched on later. Generally speaking, however, most claims to the '
advantages or disadvantages of simulation games do not bother to
specify conditional factors such as particular simulation characteristics
and situations of use. '

)

Advantages

Supporters claim that games remove certain impedimen:s to learning
that occur, especially, but not exciusively, ac the seconcary school
level;

Dr. Coleman has pointed out the learning advantages that result
when penalties ave imposed Ly rules of th: -amo or 2eers insiead
of by authority figures.- Too oftem redb-’ “-a or hostility toward
adult . . . society interferes with ics. ..y . « » . In the




simulation environment:the teacher is without authority, often a
mere bystander; so whatever iessons students learn come from the
game itselif.6

Not only must the student be freed from a motivation not to learm, he
muct also be motivated to lexxa, Jimulation gam:ss lwve e beeu hig cnly
praised for their fac111ty in motivating the student to become more
active in the game, and hence to learn whatever there is to be learned
directly from participation; to go beyond the game during its play by
reading substantive material in depth so as to learn how to survive in
the game; and to continue to delve into the substantive material after
the game is over because of the new interest evoked by the game through
involveuent and a new sense of efficacy. Examples of all these
behaviors are to be found in the literature. DMost sources agree that
tue first type of motivation leading to active participation is

normally exhibited./ With regard to the second, one finds such
favorable reports as ''some students were more willing to read books .
like The Federalist Papers [in the U, S. History simulation "Disunia"J. '
since the knowledge used from such readinz could be used in the game.,"
Similarly, in another game setting, students have sought information
beyond the curriculum to help them succeed.® Evidence of the third

type of motivation is contained in the following observation made about
an international relations simulation undertaken at University College
London:

Tihe odd student that inevitably gets into a class and who is not
greatly interested soon becouwas involved in simulation--and he
turns up to other classcs because his interest is stimulated.d

Aside from being motivated, what does the player of a game learn
from the simulation experience? He ia said to learn uscful and/or
desirable attitudes and valuec vis-atvis himself, and economic, social,

6. William S. Nesbitt; "Simulation Games for the Social Studies

Classroom'; The Foreign Policy Association, New York, N. Y.; 1968,
p. 34. '

7. For example, see Jerome S. Bruner; '‘Toward a Theory of Instruction";
W. W. Norton and Co., -Iac., New York, N. Y.; 1905, p. 95.

8. Elliot Carlson; "Learning Through Games"; Public Affairs Press;
1969, pp. 158 (quote), 120, -

9. John W. Burton; "Univeérsit ty of London: SLmulation in the Teaching
of International Relati~ 7. V. C, Leadcs, Jooi.on, wagland; 1965.
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and/or political systems and eubsystems with which he will need to
intcract. These tend to build ons on the other, Tha depth of iavolvee
ment of the individucl studcut in a game and his ability to test
thcories about the simulated system in which he operates and about how
to wmanipulate it successfully mey cerve to:
o ¢« o modify certain dimensions of the personality of the
individual-~his self-esteem, his self-confidence and feelings of
efficacy, which are known to be important variables in the
political behavior of the adult ., . .10

The principal positive behavioral result is a propensity to participate
in social life. Although there is a danger that overconfidence will be
bred in games, most introduce an element of fortuna '"to replicate the
real world and teach the student that it is not completely smenable to
his manipulation."ll Even vhen the game world proves susceptible to
student manipulation, gaming can prove to be a sobering experience
similar to one undergone recently by a cadet in the POLIDOX game:

Whea the game first beéan everyone was calm because wa all knew
where we stood and had decided that we'd play the negotiation
game . . . . :

Once individual desires or goals became hemmed in by other nations'
objectives negotiations went out the window . . . .

The situation was very real. It allowed us to display our
ineptness at functioning in a rational manner. It displayed
perfectly our inability to compromise and think maturely when the
pressure was on . . . .

« « » I would suggest requiring all cadets to play Polidox. Why?
Because it scares me to sec aow unprepared we are to cope with real
life situations and perhaps the game can open up & lot more cadet
minds to our inability:to live in the 2lst century as we think we
are 80 very capable of;doing.lz-
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10. Philip M. Burgess and James A. Robinson; "Political Science Games
and the Problem-Solver State," Boococik wud Gciiild; p. 247.

1l. Nesbitt, p. 35.

12. David J. Palenchar; "Comments on POLIDOX"; USAF Academy, by the

T




The involvement, role identification, success, and frustration
experienced in games may have bencficial effects beyond encou: hging
soci:l participation. They may also serve to nitigate pre=-aault
disaffection from today's policy clites and the restraiats and choices
imposed by the soclal systewms with which those eliies must deal. Simi-
larly, in the research area’such intense involvemcat of identification
may serve to generate an unusual number of tentative hypotheses with
regard to social theory on the part of the players, which can be trans-
ferred to researchers in a properly designed critique session.

What of the impact on the participant's attitudes toward social
systems? Not a great deal has been said in the gaming literature
about this aspect of attitudinal socialization. What little has been
reported is mostly negative; Findings in other areas of educational
research, however, would tend to indicate that games, through the
intimate involvement that they often foster among &as well as vithin
teams, might have a positive impact analogous to the one described here:

. . . special types of curricula may have greater influence [on
attitudinal socializa:lon]. Anmerican students who learned about
West Africans by reading only historical ...l geographic accounts
expressed more social distance from the Africans, and a desire to
maintain such distance, than did a class who read about the daily
lives of the neople, the problems they faced, and the help being
given them through international aid bodies.i3

A

Such an impa:ct may be very different from that which one would expect
through soclal interaction in the real world. Kence certain research
ends may be less well served through this effect than socialization
objectives. Much is claimed by enthusiasts for simulation games as
instructional devices along another dirension. For example:

o« o [In the pasﬁ],when games and play have been accepted as
appropriate for the classroom, intention has primarily been to
arouse interest and to motivate the student to further study . . ..
(Many] games ( in use today). . . arc intended to tezch, as they
are, jusi as a chapter in a textbook or a lecture can teach.li4

The content of what is learned does not seem so much to be specific
facts, or even particular generalizations about international behavior
(although there is some testimony teo this type of learning in the

13. Richard E. Dawson and Xenneth Prewitt; ''Politiczl Socializatioan';
Little, Brown and Compaiy, .- «oib, Lib...luuacocs; 1509, p. 1591,

14. Boocock and Schild} p. 1l4.
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literature from teachers and students alike).15 This at once tends to
call into question the value of historical games like IZmpire and to
lessen the criticism of other gamcs concerning their lock ol Zserorphilsm
to reality. Whe: simulation gamcs <o offer, at lerst in the Jield of
education, according to the-literature, is an exccllent mecium for the
integration of facts and principles about social syctems lcarned else=
where, and above all a vehicle Lo aid the studeat in conceptualizing on
a systemic level.l6 For example, '"students do not simply learn about
the balance of power; . . . they experience it.l7 If a game is not iso-
morphic with reality, if it does not, for cxample, accurately represent
| the behavior that is characteristic of a balance of power system, ‘€

: that is the intent of the simulation, all is not lost. Gamers would
point out that the researcher, or the properly prepared and guided
student, may learn.as much or more in critiquing the game, comparing it
to reality, and then engaging anew in a model-building or refining

process.t

Perhaps more important than the discovery, verification, or ine
culation of social facts and principles through simulation games is the
development or discovery of skills or hypotheses regarding decision-
making, manipulative, and in!-:.ciive behavior. With regard to training
uses, this relates to what was said earliur concerning t! . socialization
of the participants in games through rezlistically increasing their
sense of ef{icacy. That sense largely derives from player-perceived
acquisition of new skills. Many reporters would agrce that such skills
are actually acquired. For example, in the case of the Carnegie Tech
management game (admittedly more explicitly designed for training
decision-making and implementing skills than most games):

o « « the participants became more sophisticated about abstracte
ing, organizing and using information from & complex and diffuse
environment. Also, they became better at distinguishing between
valuable and trivial information, and finally, they becime more

15. Clark Abt; "Twentieth Cenéury Teaching Techniques"; The Faculty,
XXX; August, 1966, p. 2.

E 16. Sarane S. Boocock and James S, Coleman; "Games wi-h Sinmulated
Environments for Soclal Studies"; Depariment of Social Relations,
| Johns Hopkins University, Baltimore, Maryland; n.d., p. 15,

17. Nesbitt, p. 32,

18. Western Behavioral Sciences Institute; "An Tnventory of Hunches
~About Simulation as Education To0ls"; .o, La Joiia, California;
1965, p. 1.
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effective at coordinating information and actions between the
scparate functioas of marketing, production and finance.l9

If the above testimony is not too unrepresentative--E. O, Schild
would say that it is not--and if Nirness an¢ Hehinson are wight that
the coming age will be one of the Juiiinance of the profes:ional decision=
maker, then the learning of decision-making and implemeanting skills may
be the most important educational outcome achieved through simulation
gamcs.zo Similarly, the opportunity to observe the application of
decision-making skills in different situational contexts may lead to the
most important and valid research applicatioa of simulation games.

Whatever facts, principles, strategies, or skills may be discovered,
tested, or learned in games, these occur with ~ higher probability of
perception or retention than in the case of siui.lar items of knowledge
and insights obtained through more traditional teaching and research
techniques. According to Andrew M. Scott:

e o o the chances are that information acquired while the indivi-
dual is under stress and is emotfonally invclved is likely to be
internalized more fully than information acquired mors casually.21

Unless a researcher is a player, however, this benefit is only indirectly
obtained through the critique session mentioncd earlier.

Previously, we mentioned a few tentative differentiations that can
be made in the literature concerning the relation of learning and
research outcomes to participant characteristics. A few observations
might be made at this point with regard to variations ia participant
types. The needs and the levels of motivation, socialization, knowl-
edge, and skill of both students and the practitioners differ vastly.
Beyond certain limits. as yet undefined, some games would thus seem to
be appropriate for one group but not for another. Simulation game
enthusiasts would claim, however, that the limits are fairly broad, and
that one of the truly outstanding and unique features of simulation
games in education is that the; "equalize or compensate for differ-

19. Carlson, p. 43.

20. E. 0. Schild, "The Shaping of Strategies," in Boocock and Schild,

pp. 143-154; Burgess and iobinsom, pp. 245-243. -

21. "Simulation and National Develonment'; University of North _
Carolina, Dept. of Poiitica. Lcience, Caapel alil, N, C.: 1965,
. 14,
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1 ential studeat status or background and expericnce."zz £ach student

L. .. the oppostunity to order info.-ation im the particular way and &t
the uarticular level it makes scnie to hime. As Ronald C. Klictach of
instructional Simulations, Inc., pucs it

e o o information in similations 13 not provicded in any form, in
any sequence until the participant jis ready tec do something with

tt.

By contrast, wher a teacher lecturcs or writes a syllabus he is
saying, "Tais is the best way to learm this subject.” :

H

When games are used for social science research, on the other

| hand, some groups would be appropriate for one game or one research aim
but not arother, aand the limits may not often be very broad. For
example, advanced students and practitioners might be desirable to
r~plicatrs real-world social systems, while the uninitizted, with tkeir
“unchanucied" minds, might be preferable to explore hypothetical social
&rrangeuenis, : i

And all of this at less cost! Or at least so some enthusiasts'
would have us believe. Time, facilities, money, and personnel are all S
claimed to be required in not swuch larger, and in some cases smaller,
arounts than is the case with traditional techniques used for t=aching
and research in the same substance at the same or a lower level of
effectiveness.2% But, surely, simulation games cannot be as:good as
all that. : ‘

Disadvantages

A carcful search of the literature will produce a list of dis-
advantages which is, point for poiant, a mirror image of the list of
advantages. To cite a few #xamples, most accounts of simulation games
report that the participants were intensely interested in and motivated
by the experience, but some teachers who have tried the technique

22, Carlson, p. 121.

23. Ronald G. Klietsch; "An Introduction to Learninz Games and
Instructional Simulations™; ii:cccuctional 3iiv..ations and Co.,
ivev. gt , Minnesota; 1969. . -

24, Carlson; 'Description of the Program of Tustruction for Use with
the 'Internationcl Reiatl o Slanl lica®, Pe ~vv; Geley, Po 2
and other sgourceas.
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roport that a number of students experienced only horedom.23 Despite
asccrtions in the literature that the game partici: ~nt is soclalized to
become an active participant in socilal proccsse:r, one may find cone
tradictory imprcssions to the cffect that "the dunger arises that
gomes==most of which wmirror political and econosic institutions as

tiiey are--may encourage quicscent and conformist actitudes,"20
Although enthusiasts stress the integration of knowledge and the
systenic perspective achiaved through gaming, other reporters claim
that the student or researcher either is inculcated with a grievously
incorrect perception of the real world system,27 or that no systemic
perspective 1s achieved at ‘all: 'students do not discover structural
relationships in the simulate, they memorize them.¢® Some commentators
would disagree with E., 0. Schild's assessment of the efficacy of
simulations in training participants for political decision-making:

The competitive aspects of a . . . game . . . do arouse motivatior
and belp sustain effort. But they may also deiract from long-term
learning by teaching students to play conservative strategies .
instead of experimenting with new approaches, to eamphasize short-
term profits within the game context at the expense of building
and trying to achieve long-term strategic plans, and to let
anxieties about relative performance and grades interfere with
efforts to learn.29 =~ .

The disparity in reports of the supposed advantages and disadvane
tages of simulation gimes cries out for explanation. Our review of ithe
literature on gaming in the classroom and laboratory suggests three’
possible factors, any or all of which might provide that explanation.
Fizct, reports of educational experience with simulation games are
generally unencumbered by objective date. (Researchers, attuned to the
scientific method, seem less ofien prone to be this casual about the
technique,) The principal substitute in support of claims advanced in

25. See Bermard C. Cohen; "Political Gaming in the Classroom," .
Journal of Politics, XXIV; May, 1962; pp. 371-372,

26. Carlson, p. 173.
27¢ Ibid., po 176.

28. Nesbitt, p. 42,

29. James L. McKenney and ¥illiam R. Dill; "The Effects of Team Ag=
signment and Ficaily So- il oo Studenml At 0 aad Lcarning,ﬁ
in Simulation Games and J~-r=‘ros ad, oo « Boccock and

E. 0. Schild; Sage Publications, Inc., sovilay halls, California:
1968; p. 230. ",
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fovor of simulation games 1s logical deduction froam theorics of learn=
iar. Thesc theorles maimi<in, for example, that miniivation is a ncces-
sary prerequisite to learaing «ae chat tangibie rovard or puaisiment
canences motivation. Those who o :iieve inm the utility of gawing reasom
tact the rewards or punishmoii.s wiich games provide are morc immediate
and taugible than those proviu:d ti.c studeat by tradiiional teaching
wathods, and they then go on to conclude that simulation games produce
gredater motivation than fraditional teaching techniques, and hence are

better learning tools. -

In defense of those who rely upon deducti-a arjument to support
their claims, we should point out that cmpiricali Lciic necessary to
provide zn objective answer are not so easy to comstruct as one might
f£irst believe. What 1s the proper test of acquire ' knowledze? Every
teacher has struggled with that question. We arc fairly confideat of
our ability to devisc tests which measure factual knowledge, but less
confident of our ability:to test for knowledze of concepts or the as-
similation of theoretical wc.':15, the more frequently claimed outcome
of games. Employing the usual methods for testing social science
knowiedse thus mzy bias the results of a closely controlled experiment
designed to measure and compare the knowledge acquired through gaming
with that acquired through traditionzl teaching methods in favor of the
latter. Is there a fair. test .of conceptual or theoretical knowledge?
To have the student restate the definition of a concept, he has memo-~
rized may not really test his understanding of that concept in use.
Yet, it is the latter which the experience of simulation games is
supposed to contribute to the student's education.

In rescarch, a related problem arises: can one ever be sure that
the elements relevent to:a conccpi or tae variabies acting within a
systen are present? Replication of a historical cvent or condition
may be possible in a game as a check but this does not mean that all
elenents or variables acting to produce that event or conditiom in the
real-world are present. 3

Some empirical studies have been attcupted in educational applica-
tions, most treating simulation &t the sccondary school level, For ;
the most part, these tests have concluded that no significant difiex=
ences exist between the knowledge acquired by the control group sub=
jected to traditional teaching methods and the knowledge acquired by
the group exposed to a simulation gamc.3o Still, one should be cau~
tious in iaterpreting théese results. Perhaps the ‘a0 difference
findings were the result of an inappropriate test of the kind des-
cribed above., :

30, See Nesbitt, pp. 41-42 and Carlson, pp. 171-172,
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If new empirical studies have been accomplished, how do advocates
of gaming justify their position, other than, im the care of educa-
ticial uses, by deduction frui: lcaraing theery? Tie usual justifica-
tion takes the form of a sublective evaluction. In cducatioan, tecacne
ers incorporate a game in tiiclr ccurse anc obscrve tne game's effect
upon the students. This type oi appraisal generally is accomplished
in conjunction with an end-of-course questionnaire administered to
students in order to discover their subjective judzement of the gaming
experience, The teacher then concludes that the "experiment" with
simulation was a success (or a failure) and cites appropriate "typical"
commentary from the questionnaire as evidence. Researchers who have
used games and reported favorably on the results usually have experi-
mented with the method in conjunction with other techniques. Perhaps
in so doing they have attemptcd to guide the course of events in ths
game to correspond with the results derived elsewhere, and have con-
cluded that games "added significantly,' but usually no more than
heuristically, with their usual research task., This method of evalua=~
ting the utility of simulation games leads us to a second explanation
for the confused picture presented by the literature on gaming in the
classroom and the laboratory.

Reports of the actual use of simulation games tend to fall into
one of two categories--very favorable reaction or very unfavorable
reaction. In terms of quantity, most accounts fall on the favorable
side of the ledger. Bernard C. Cohen has suggested a reason: for this.
He asks 1f possibly those who direct games and conclude that the ex-
perience was worthwhile might have approached their evaluation with a
preconceived bias in favor of simulation. Lacking objective criteria,
such individuals may see in the simulation only "the evidence which
confirms their wisdom in conducting the exercise."”3l A favorable pre-
disposition toward gaming may bias not only reports of results but the
results themselves. The effect of games in the hands oi the enthusiast
may be impressive, but the ‘average teacher may not be able to produce
the same kind of results. Similar reasoning might explain the reports
of unfavorable expericnces. If the experimenter begins his evaluation
skeptical of the value of simulation games, his bias might both adverse-
ly affect his conduct of the games and color his subjective judgment
of results. ' :

If the above chain of reasoning is sound, the subjective nature
of most evaluations of the utiiity of games couplad with tiae tend-
encies to cffect learning and research outcomes in the manner of a
self-confirming hypothesis and then to read the cvidence tarough the
tinted spectacles of preconceived bias provides the second factor
which might explain the conflicting reports of classroom simulatiouns. i

31. Cohen, p. 371.
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There 1s still a third explanation. Mozt teachers zad recearchers
W0 nave experimented wicih the sinmulacioa tecur. i« heve et dir.ct,
per.onual experience with only one, or at wost ..o ox Lairce, diiferxent
v s of games; yet tie scop~ of ¢ ~ir couclu..ons oarrnily clain ox
i oy application to all ;- -5, bLailereni gai~a. uvnver . way bhave
wilicrent learuing or recearch ouicomesoe In isct, we suwpect that this
would make a better initial assumptionm than the epposite, that all
sinulation games no matter what their structure have the same influence

upon outcomes.

. Having criticized others for asserting conclusions about the
~clative worth of gaming on the basis of imadecuate cisirical data, we
shall now proceed to make the came error. Simulation has been done at
the Academy for over five years., We have not yet used games in any
systematic research effort,” nor have we made a systematic investigation
of the teaching value of the games we play., We have only personal, sube
Jective judgments to offer about the utility of games, judgments of our
students as well as ourselves.

Our experience suggests that simulation games suffer from three
serious weaknesses. First ic the lack of control which the tezcher has
over waat is learned during the gax: or the instructor would have over
certain kinds of variables-worth investigating. Iu caucation, we are
satisfied that the majority of piayers learn the “right" lessons from
the game, the lessons we intendcd them to leara. But now and then we
discover a student who has learncd the "wrong" lescoms, Traditional
teachiag methods .nclude making certain that students learn the "right"
lessons by telling them explicitly what the 'right" lessons cre. While
simulation games are supposasd to be a superior tcaching techunique in
that the "right" lessons are discovered by the student himcelf through a
Process of trial and error in the ginulated world, at times the simuiated
world, like Frankenstein's monster, develops a will of its own, takes
off in a direction uniatended . its author, and begins to zpew forth all
sorts of '"wrong'" lessons. When this occurs the teacher bas a difficult
time "correcting" the learning experience of the stucdeut. After all, if
it is true that living through thc expericice of a simulated world plants
& lescon more firmly in the minds of a student tiin coes reading about
that experience, then it is'true that 'wrong" J:ssons muy be planted
equally deep during the play of a game. In research, ncedless to say,
it is even more difficult to corrcct the ".rong" lessons than in teache
ing, in that one is less certain what the "right" lessons ar-. Overly
countroliing to ensure the 'risi.t" icssons may simply be &n exercise of
irsuring self-confirming hypoiicse:,

arran~ing student or subject .= - 1.5, ¢l o L e nlze,
and <.z physical setting cequirca L[0T & Jamce WO tiviv Wao ckiOa Lae

The second disadvantage ve have encountcred fn the problem of
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irtues of gaming these are minor problems. They claim that "simula-

tiu\u do not r.ulve the v * «. lacilities or equiy.ecat beyond what is
praszac in alnout every sclooi oY x*gt can borrow&d or fabricated by
rcuvxkyukul gtudents and ‘teachers.”% For other: imuiation can be a

comp Lichited procedure rcﬁvirtn space and equi; mcat."33 We stand with
the latter group. :

It is true that if 8tudents and teachers are sufficiently wmotivated
to try « simulation, the necessary time to conduct play can be found on
weckends and evenings if schedules will not permit play during regular
class hours. It is also true that imagination and ingenuity can go a
long way in adapting existing physical facilities to what igz required
in order to play a particular game, Nevertheless, these matters take
considerable .ime to arrange and must be counted as a lizbility in using
the simulation technique.. Furthermore, we chould ilike to ciress that
physical arrangements are: seldom if ever ncutral in their effect upon
the game, Whatever phycical arrangcments are chosen introduce a kind
of artificial geography into the structure of the game which the experi-
ences of others as well as ourselves have shown bear important
consequences 34 P

The third disadvantaﬁe of simulation games is the cost of gaming
in terms of the teacher's:or re¢scarcher's (cud sometimes the student's)
time, Here again tl.-ce is disagrcement., Some who experimented with the
technique conclude 'aat "lar er numbers of students -can be taught
effectively with no increase in staff, "35 we disagree. Our experience
with games Las becen that it is quite expensive in terus of the indivi-
dual supervisor's time and in terms of the supervisor-participant ratio
which games require. During the play of the game, the supervisor must
monitor events, make on-tlerspot rulings unanticipated in the design of
the game, and oLherwise act as a judge and final authority as to how
the game rules are to be interpreted and applied. As mentioned
previously, it takes time- to maicec the necessary physical arrangements.
Between periods of play the- game supervisor is oftea engaged in perform-
ing numerous calculationsfof:results.

32, Hall T. Sprague; "Uiihg Simulation to Teach International
Relations”; WBSI, La Joila, Caiifovuia; n.d., p. 114,

33, Burton, p. 4.
34, For example, see Coheé, P2. 377=378.

35. Burton, p. 4. i L
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0f course some games are more demsnding of the teacher's ox
rescarcher's time than others. A carciulily constiucted powe which has
uoon refined and "debugzed' by vay of sevoral zreplications misht be
i .2 with ease by one persou, Corpriers can redoor the € nocese
surg to keep books and make computsciuns, but may rco.ult in trading one
Lyoc oo coot for another, -

Conclusions

dvance conclusive propositions on the
basis of this working paper. We hove no ilcwm conciusions Co state at
tiis time. We have only vaguec Luachcs &bout the v. lue of simulation
games in teaching and research, and cur hunches tell us that something
of value is there., Final'answers must await the crp rical research in
which we ourselves are enga"cd waich would encourage others to undertake,

It would be presumptious to

[ RS

Our present rescarch,cfforts include the development of a cuestion=
naire to ba distributed to thosc mcmbers of the academic comaunity,
government agencies, and private research or;anization we can identify
as having had experience with simulation games in the social sciences.
This questionmaire will provide survey data which will ba used to rxefine

a descriptive typology or*simulation games, their applications, their
C1rcum,tance8 of use, and.their uszrs., By menns of this questionnaire
we also intend to survey hamcrs concexrnla, theilr subjective and, where
poszible, objective assessment of both the absolute and relative advane
tages and disadvantages of the gaming techmnique.

Ve seek more than deécriﬂtion. Ve plan to use the dzta scrnered
from the survey effort to relate the descriptive charactericiics
mentioned above to learning and research outcome experienced by the
respondents, which we will take to be a reprecsentative sample of the
gaming universe, Our ultjinate aim is to identify indcpendent and
dependent variables relating to the use of simulation gawrss, to infer
causality, and to establisly norms for gsie use L. sed oa tie infercaces
tuat we derive. In partiCUlar, we hope to be able to point out the
opportunity costs and bencfits of the use of simulation games in areas
of social science teaching and reseavch alrcady at least adequately
dealt with by other techniques and to identiiy absolute costs and
benefits in areas in which no other adequate tools exist.

WVhy do we set this task for ourselves? First, we are subjectively
convinced of the value of gomin~ fiowm our owr < ricnce nexe at the

Academy. Second, even if we wora convincod 1y e arguments of the
skestics and the dcbun&ers,:w“*hh, Lo szemz ¢ i, we have been, we
might still feel the present il "L+ . woriwui.c. & one disappointed

experinenter with simulation gam:s wrote seven ycuws ago:

¢
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. « . an enterprise which requires such a heavy investment of
time, effort, and resources as i:l: Coes, ousnht to uave a
predictably high return. It would be hous Lo clala that such a

. 4o b HEZA T PP | - am -
roint has Leen reached ~% the present time, . Eaougl one can go
a ntap further ard arguve (it i will r er o ~h rrcli a point
unless there is furth-v 'ev--wvimencalis. .’ wvi.i, or, ror nioperly,

development of, the tcchnique. (italics added)3©

All the votes have not been cast on the question of whether or not
simulation is worth it alls We hope to make the v.ilot bDox available,
While there may be only a small chance that simulation games will
eaventually provide the break hrough they promise, wc are convinced that
the potential returns mak¢ 1: worihwhile to take that risk.

L

36. Cohen; p. 380,

i3
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