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This monograph is one of, a series developed for curriculum in higher ' L';

education which prepares personnel ‘for emplgyment_in_local,_statgrand o o
- regiomal’ levels of Employment and Training Administration programs .
_ of the U.S. Department of Labor.. This publication 1is unique  in that _

-« . it describesiz simulation game rather than. a regular university course. .
' The game 1s tended to represent the major aspects of employability ' o
_ programs and surface a number of - issues related, to qhe organization, '

> .management, and delivery of services in employment and iraining
SRR programs o : ) -~

\ . ————— O
: . The simulation game was’ developed by Jean L. Eastele and;David P. . T
. Meyer,*“ faculty members in Oakland University s School of ;ducation. ’
S |
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\\ ' evaluating our curriculum effectiveness. Thank youw . \ '
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' PIPELINE: AN EMPLOYMENT AND TRAINING SIMULATION B

P ' .o

. 1.0 INTRODUCTION - =~ - e
The idea of Pipeline began as an effort to introduce’ those  who
_ : . were unfamiliar with Employment and Training programs to some of - . -.
<=+ - the essential procedures and difficulties inherent in such . S
ot _programs.  We thought that some "gAmple game" might - serve to '
o instruct potential service deliverers and program managers in
.'fa dramatic and active manner.. ) e

However, simulating an employability system,as complex as those Coe
. currently. established turned out to be mo easy task. This is R
. - -especially so when two persons, one having expertise in the céntent _
' : (Employment and Training programs) and the other in. game design, - -
e ‘attempt - to unify their efforts. Thus, Pipeline was developed using -
- Q’ o7 a "dual design“process. When a single designer develops a simula- -
Fr . . tion game, the process may be seen as both an art-—an unstructured
. .process which uncovers a model previously held at the implicit o
S " level of consgiousness (Shirtd, 1976); and as a science~~a careful.
' C " ,abstraction of elements from reality to build a model rationally
o ‘selecting ‘the elements Fo simulate from the model. _ -
jm’“ The. "dual design process,. howeveg, used in designing Pipeline was
© quite different. . The first step was to formulate a model repre-
e sfnting a typical Employment and Training Program. Thus, the
R ~ game design partner had not:only to léarn about Employment and
-~ Training programs, but also had to visualize each componient in
relation to all the others. - This had to occur before. any. attempt
at simfulation could even begin. And due to the complex social.
o context in which Employment and Training programs occur, certain
T . limitations had to be imposed upon the model before -it became
: unmanageably complex. The content design pdrtner, meanwhile had
to learn about simulations, and the effect the limitations imposed
on ‘the model would have, always guarding against discarding a
cracial component. R .

DS

" Then the simulation design partmer had to design ways of simulating
components, not only as igolated elements, but as an articulated -
whole. ' At each step in this process, the content partmer applied

» ‘ 'the criterion of accuraty in component representation. If a ‘A
S . - .translation didn't measure up, it was modified and in some case

T . _discarded.

- Finally, ‘a long series of trial runs before a variety, of auddiences.

was carried out with the codevelopers running the simulation
”jointly. Feedback on these trials was gathered through evaluation
- forms (Appendix A. 1), supplemented by discussions with participants
~ and observers. Numerous rule and component changes were made so - -
- -~ that eventually the Pipeline aﬁmulation in its present form emerged,

» - 1t was, in retrospect, as all creative events, an exciting and
: 'challenging process. *

Tl

<7
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2.3 MDTA: Landmark Legislation._

OVERVIEW “OF DEVELOPMENT OF EMPLOYABILITY PROGRAMS

2.1 Socio-cultural Forces

.
g

L In the yenrs following World War II, a number of social and

.economic forces were at ‘'work which would lead in the 1960's
to a new and national approach to problems of unemployment.
These forces included'

1) Increased migration of . Zz;kers from rural to urban areas,
following a declining nd for farm labor due to rising
farm produétivity. N

2) Increased labog/ﬂ\ pa ticipation, especially by women _'

: pursuing continuous king careers. _ _ .

3)V_A surging tide of technological change which accelerated
worker productivity to a level ofjincrease one-third
' greater per year than’ before the war. o~

'b4) A post—war baby boom which predetermined youth employment
- 'problems beginning in the early sixties.. : -
‘jS) The GI Bill resulting in a huge demand for education—-
which was required by increasing technology and compe-. ,
tition in the labor market. :

6) Minorities -awareness of and insistence upon their fair.
share of the American dream: education, housing, public

,accommodations and most of all, jobs. :7_ .

2.2 Early Efforts at Reducing Unemployment

n

faced with rising unemployment in enengl, as well as high -,
“'structural unemployment for selected worker groups. But that:
administration was unprepared r action to combat:disorders
prevalent in the work arena. . Congress acted by default--
timidly and misdirectedly with the Area Rehabilitation Act
of 1961, which was designed to aid limited pockets of unre-
lenting depression.

-’

e N : A .
Despite opposition, prestigious witnesses such as the Chairman
+ of the Federal Reserve Board and the. former Chairman of the
" Council of Economic Advisors opined that there was no lack
of jobs (!)--the Manpower Development and Training Act of 1962
was passed. - Its first emphasis was upon youth, to counter- '3
burgeoning youth unemploymeént, but. later poverty ahd racial °
.,criteria were added as the shape ‘and size of_theéggggiem 3
" . became apparent. MDTA, as it came to beé called, alilfgred .

n

- . e o ’
. PN . . . Lo Y
L ) . L R

When the Kennedy Administration took hold-in”l96l; they were -

-«
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'remedial basic education, orientatiOn to the world of. work S e
dccupational and personal’ counseling, supportive services, _'
- work ekperience ‘and vocational training to incredsing numbers
R - 5 4 chronically unemployed. ‘under-employed and- disadvantaged =
o *° labor market’ entrants. ~At first nobody was certain what -
‘'services to offer, but those’ mentioned formed the core of
L, a wide spectrum attack on unemployment and poverty?in this
R country. during the 1960 s. . .

2 4 More Legislation S o T "
Other 1egislation supported these eﬁgorts toward a more egali—
tarian society: the Civil Rights Act of: 1964;. theijcational
‘Education Act of 1963 and the, Economic Opportunity Act of 1964
and finally an Amendment to the Social Security Act of 1967.
These special population groups- were identified and supported
in their efforts to ‘'improve their. employahility.- The Work

) Incentive Program (WIN) sought to. assist Welfare recipigénts
to, break out of the cycle of. unemployment and disadvantage. T
The Job Corps was designed to assist urban: youths to atquire:
job skills in.a quasi-miiitazy environment ‘away fro@ the cities.‘
V.. The Concentrated - Employment Program focused’ on specific‘ _
L geographic target areas of high unemployment. The. Neighborhood
o Youth Corps offered work experience and the chance to earn -
money, often for thé first time, to poorayoungsters across the,
ce country, in both summer programs and during the regular school

+ ~ year. Head Start, Public Service CaTeers, Operation Mainstream i
and Public Employmént Programs (PEP) supplemented these other
" ) vefforts for special client groups.. ' _ .
2.5 Core Services o B "_ _ o ¢ -

~

.- - 'In these years through trial and effort, a core of-services was
: developed which is still typical of emplqyability programs .under
. the Comprehensive Empléyment and Training Act (CETA) which: '
v ; forms the carrent 1 gislative mandate for employability ser—
vices to the poc'*x.'-‘)e . _
These services are based on the. theoretical bias that‘the Tt
individual poor or unemployed person can becom ;employable'

through the changes in the ability to compete for jobs through _
the application of certain, services. The programs are not -
N designed to chanfe the nhmber of’ employment gpportunities, '

which is .considered the province of economic and fiscal policy,
except incidentally through on-the~3ob training ‘contracts with -
-employers, and in some cases subsidized employment.. Essentially
the process 1is one of working on the digadvantaged client rather
, than on the employment environment. . . L e e
. o S ‘
Consequently, a typical employability program 'has evolved I
“which may be characterized by progresslon through a number of g- ' ;
stages: o : . S A o

La-, \ . . . : ’\ , . .“‘..



f"'zl' _' . l)tHOutreach.’ Suitable clients for the kind .of program being _; s
’ -+ mounted must bé located and induced to enroll. - " ,

. : : - o 4 R D
: Zi,fIntake._ Clients have ‘to be enrolled in thé‘program so as. to:
> & '~ .obtain its benefits (stipends, remedial. édrvices, ete.). _f.x;
. At this point program’criteria for admittance are applied p(‘
. often preference is given to certain categories of -unemployed, b
‘ . . persons: . veterans,: racial minorities, heads of house bld,f _ _
o ~— welfare recipients, ‘and. youth. ;geed and- feasibility 3??;5 : '\Q
coT - L intake concepts. : 7 o " N P
. . ‘. e ' c/'“ ’ !
ST 3 Assessment: Enrollees (as they are néw called) go through.x\ e
. . e » “some Rprocess by which program officials can determine the- o
.~ . " . barriers to émployment which must be removéd and the abilitics_ -
R . which may be capitalized upon to forward- enrollees to employ- ¢
> > - - ment. -Standardized tests especially validated For disadvan- C
. . -~ - taged groups. may be used, ‘or interviews, ‘reécords and. case ' '
St "histories employed’to evaluate the enrollees“ empxpyment
-, -potential

(O __.l

4) 'Counseling,and employability planning' "Enrolleges- are agsisted‘j 57,
PR o ‘ . by ‘tragned specialists to enter into a plan of perso) i& :
- . .- vocational/educational development which considers‘t'T program
o S . 'resources, their own psychological/economic/social-needs, “ e,
L 7" .and the possibilities of the job market. This agsistance i
T T - usually continues as long as the enrollee 1s- associated. witﬁ .
. . the program, in both individual and group seasions.

_ 5) Vocational training and remedial education. Assuming the enrollee
ro o has limited or no occupational skills and/or'limit basic edu-
L e cation (reading, wiiting and math), most. programs- er -coursest .
o to give enrollees a marketable vocationaﬁkskillﬂin o; reasonable"
&« %o«77 . time, and basic educational skills to alloy,them tor profinmfrom
S such training and to ‘move" up, ‘once employbd. ;\,g. S

~

. 6) uSupportive services. Given the Severe disadvantagement\of¢zﬁny
- employability program clienﬂb4_it is nec@ssary to assist’‘th
- with other medical, legal, psychological and !amily sérvices.
so that.they may’ continue in the program without catastrophic
environ,ental disturbances.' - ‘ :_nr» - -;_ D AN

-~

e i -
D
!'.. 7

* .7 »Job dévelopment. As an enrollee moves toward the end of the
o employability process, the program‘finds it necessa;y to.‘f%-
sist in a variety of ways to insure that a job is obtained
_zinsistenb with the individuil's goals and -traiming received ™
, . in the program.: Job: development thus intvolves contacting and"
- S influencing employers, matchinésenroll es to the available i
. 0T job openings, negotiating with empl ers- concern referrals,
: ' : o preparing enrollees for JOb intervi ws and follow g—up qni4
those placed. L Lo .
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3.0 SIMULATING THE EMPLOYABILITY SYSTEM - , . . ..o ..r o = L

B ) . JTE R S S

‘3.1 Sequencing ' o _ 7
This similation is designed tp represent the main- features of

e .~ current -employability programs through environm tal constraints
o and a step by step progression- through ‘the prog phasee by a
majority of players. Certain institutional aspects of society

. - iﬁ are broadly represented which tie in to 'the nature. ‘and/ clientelle

of the employability program (e.g. the welfare system, ‘in .its -
- broadest sense, including - unemployment ‘insurance and some parts
of Social Security). ,Events in ithe .game are seQuenced much as
‘they are in.real life, th utreach and recruitment 0ccurring
first, assessment next, then employability planning, then
skills acquisition\and finally job deVelopment and placement.

L4

. 3 2 Selection of Variables e B -‘-‘_ o ;,5 -1 | R

The variables which theodesdgners of Pipeline have selected
for representation include:” L s

T\}i;;?he social condition'of unemployment B 1 /ii. i

2) The inherent need for’ money to survive .,t'vg

3) A limited number of options for acquiring money, which
~are:’

a ',
=0 . .

-

‘(. , - opportunities
<~ ) 4 ’

) . bD-,Alternative money earning lifestyles, outside the ‘
. . job market f ) S ; ‘
. _ _ 6 | _ oo : o
: . 2 ¢) Income maintenance’ programs “such as Welfare, Unemploy—'
' ment Insurance, and Social Security

. . >
Te .

, ' ,4) Work, career fields and skill levels ch " | S

- i 5) The job market, including aspects Ff‘entry,,productivity,
' o ST ~ promotion and dismissal. ’ W oo

- ¢ s ‘
3.21 Unemployment S B fi" e

All players, save seven who have special jobs ~begin as

L unemployed" i.e., they have nothing to do, and no ’
' _ money, but have been.informed that money will be needed

.. ’ . to survive and that therxe are three-options for acquiring

o R § - Furtherfore, these unemployed ‘have been identified -
by badge as belonging to one or more of the following
groups: -veterans, heads of households, youths, minorities.
Such membership affects how players will, be treated by

s . those with ‘special roles.., L

..

\f\,: - ...'_.‘

a) " The Pipeline systen, representing employment training 7_

o,



3 22 Need for Mbney - e f' .

- o

. o _." At certain intervals during the simulation, players are
- . ~ required to pres“r~a buck to .the Game Overa Director in
. order to survive. These collections are pfeceded by "two
 minGte warnings," with the effect that players must.increase -
their efforts to obtain money, creating heightened interac- .
tion. L S

. ' . . . . \ -
- v " . X - : . .

A

A) Option 1: Pipeline System\ ‘

LA

: Lo j _ ' o Lo ;
_ : ) ) The Pipeline system consists’ of three segments, each .
. © . - managed by a "gatekeeper' with duties peculiar to the .

system. Gatekeeper I is charged with recruiting and * :
enrolling e ‘nemployed keeping to certath. quotas.of St
' group members. Gatekeeper I also administers a -,
simple assessment which determines the une loyed per=- ™~
“son's career field. Depending on the gnrollee s response,
one of three different colors of construction paper 1is given,
- representing different career’ fields.

Gatekeeper I1 receives enrollees from Gatekeeper I, imparts
"knowledge to them, and evaluates, their learning according .
to a simplified version of. Bloom s taxoromy (1956). Three
boxes of collage materials-are avsilable for each of the
.career fiel rom which the: enrollee may ®oose. The . -
'lowest level boxes contain newspaper clippings and are
representative of learning at,a memory or descriptive .level.
The middle level contains colpred wrapping paper and repre-
. sents a more complex type of learning which includes an
interpretive level of thinking. The highest level containg
~ colored pictures, ribbons and cloth and represents learning
- : - Jat its most complex evsluaqiye level.
Gatekeeper III operates the final stage of the Pipeline
~system, assisting enrollees to plan to use their mdaterials
‘to best effect .and arranges for them to enter the labor
market by" negot'ating with Collage Master, who represents

- In addition, the Pipeline system has a Pipeline Supervisor,
whoge responsibilities are to assist.Gstekeepers to
‘coordinate their efforts, to see that they carry out their
duties, to answer their questions and to eyaluate their
work.

B) Option 2:' Alternative Liiestyles :

Players may opt to Q)lay cards with the Chance Master as a

means of earning ‘money necessary to survive. This is
. e risky as are the real life optioms it represents‘ self
" S ;employment street hustling, "dropping Out or
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f.C)_ Option 3: Income Maintenance . ' T

Players who are not selected by Gatekeeper‘L.or who don t
wish to enter the Pipeline system, or who can't or won't
<gamble may choose to get money from the Head of the Circle
who represents varicous income maintenance -programs, such as
Welfare, Social Security or Unemployient Insurance. The
lines to see Head of Circle are,generally long; the red
tape is’ oppressive and the monetary: awards slim for those
who ‘choose this avenue. Players in the Pipeline system
receive priority attention from Head of Circle s¢ that thpy B
“are sure to survive, a repreoent;tion of stipends pcid
‘enrollees in Employment and Tiaining Programs. - k

Work Career Fields and Skill Levels ) -,
g~ ‘

Work is representéd by the activity of collnge waking which

- offers a unique combination of creativity and structure

symbolizing work in an intriguing’ way  (Cabianca, 1972). Collage
making. requires a piece of construction paper and materials

for gluing to it. The color of the construction paper ig used*
to represent hree) different career fields; the qualiy$ of

the collage mé rials represents different .kill levels.
A

~-

.

The Job Market . C/

Those who pass through the Pipeliﬁe_system; having acquired -

. .collage making materials may move into jobs in the world of
work, each of which is represented by a chair at a work table.

Collage construction paper color must match th; <hair color, so
that shortages or surpluses may occur in certain career fielda._v

" The »job market is under the control of the Collage Master who, -

representing employers, hires workers to fill empty chairs,
evaluates their work and pays them. If the work of the collage

. makers’ iahunsatisfactory, they may be dismissed and sent to
' a recycli

g area to await another opening. If their work is
very hood. collage makers may be promoted to larger tables
having the  most pictorially attractive magazines with which
to work. In general, the ratio of ptromotion slots to entry
slots is 1 to 3; and the number of entry jobs is about 1/4 the
total number of players so ‘that competition for jobs ia strong,
just as in the current labor market.

» . . - .
. . .
| -
>
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4.0 GAME PREPARATIONS .

In order to direct a bimulétioﬁ game it is important that the game

facilitator engage 1in .both long and short range preparations.

The sections which follow are arranged to ﬁacilitate this process.

4.1 Matetials Needed for Pipeline

One good slzgd room or classroom (A very large room is ideal.)
One roll of adhesive or masking tape g oo

Forty pieces of 8 172" x 11" yellow construction paper

Forty piecca"of 8.l/2" x 11" pink éonatruétiod paper -

~)b Forty pleces of 8 1/2" x 11" _light blue consttuction paper
. '_ _ One deck of card% . _ -7
One pa}r of dice = _ o -

Approxlmately 100 -poker chips

Apptoximately 100 hucks or play money (one-dollat b{lls)
One collage of twenty—one pictures: seven pictures which are
predominantly yellow, seven pictures which are predominantly
pink, and seven pictures which are predominantly light blue

Three pictures which show people in a complex but rather
‘ambiguous situation '

-

Ten containers, preferably shoe boxes . e

Twenty pairs of scissors

Seven bottles of. 3lue or paate with amall wedges of paper on .
which glue or paste may be placed and a box of Q-tipss

.Forty queltionnaites using cQ\ format foundin Appcndix A.2

, Collage materials, ranging from vcry ordiuary matetials to
. ' . highly atttactive materials .

e
: Foqpy badgea ‘
| Half a dozen magazines having colored pictures
- ' . . .
- Four mngic markera--one of red. one of green. one of blue and v
one- of purple - , _ <\
' : Half a dozen peirs of gloves ' . T

»

: 1g



4.2 Room Preparations \
‘A good sized room or c¢lassrqom is needed in order to accommodate

the variety of spaces and artifacts of Pipeline. Following the

design showmn in "Room Arrangement' (Appendix A.3), place seven \
" desks, three tables and three chairs in one part of the room.

Tape a yellow piece of construction paper to the four pileceg of
furniture clustered to the left; tape a pink piece of canstruction

paper to the three piegsg of furniturd clustered in the middle;

tape a piece of light b nstruction paper to the three pieces -
. : of furniture clustered to the right. The preceding preéparations
l . ass that approximately 20-25 players will participate excluding
| the Gatekeepers, Collage ﬁaeter, Pipeline Supervisor, Head of
' - Cirtle and Chance Master. JIf fewer players participate less

debks are necessary. ' ‘ . *

¥

Following the section ehtitled "Room Arrangement,'' tape adhesive Py

~ tape or masking tape on the floornaﬁerever a line is Indicated. “

. Somewhere in Territory P, tape the letter '"P" on the floor. 1In )
the space called Gatekeeper I, tape the Roman numeral "I". 'In the. °
space called Gatekeeper 'II, tape the Roman numeral "II". In the .
space called Gatekeeper III, tape the Roman numeral "III". 1In

" . Territory R tape the letter "R" and in Territory H tape the

Raas letter "H". 1I1f you haven't already done.,so, remove parts of ‘the

' tape separating Territory R from Territory H. "In the space called
Isolation tape the letter "I". : .

-In the center of NO TRESPASSING. to the left of the Pipeline. place .
- ~a box of bucka or play money one-dollar bills.\ .

" Samewhere in.Territory P place a deck of carde, a pair of dice and
o approximately 100 poker chips. .
Somewhere in Getekeeper I place approximately thirty piecee of
8 172" x 11" yellow construction paper, pink construction paper

and light blue construction pap Prepare a collage of twenty-
, - one pictures--seven picturés which are predominantly light blue,
seven pictures whtich are predominantly pink, and seven pictures.
\ which are predominantly yellow. Place the collage in Gatdkeeper I. ‘
. ~
- Somewhere in Getekeeper II place three picturee vhich shQw people
' in a complex but rather ambiguous situation. One of the bictures
should be attached to a yellow piece of constructior papér; ons of
-~ ' the pictures should be attached to a pink piece of comstruction ‘
paper; one of the pictures should be attached to a light blue
. () plece of construction paper. Below each picture a few sentences
‘ _ should be printed or typed. The sentences ehould in some way,
, ) enlarge upon the meaning of each picture. .
Somewhere in Gatekeeper II place nine containers which are marked
-1in the following manner: Level I written on yellow constxuction
paper, Level II written on yellow construction paper, Level III
written on yellow construction paper, Level I written on pink
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-construction paper, Level II written on pink construction paper, &. . . °
" Level III written on‘pink construafion paper, Level 1 written on, light
- blue ‘construction paper, Level II vritten on light blue construction -
. paper and Level III written on light blue conmstruction paper. In all
s simplest most, ordinary types of' collsge
- materials. In all Level IT containers place more interesting-types e
of collage materials. ' In 11 Level III. coutainers place the most '

o Somewhere near the thrge cables place a half dozen-magazihes having
. N colored pictures, several bottles of glue or paste .and pieces of .

in Appendix‘A.2. ( nlimited duplication of questionnaires 1is
permitted.”)

4,3 Badge Preparations

In order to prepar badges, it is impprtant to know approximately how
many players there will be, excluding Gatekeepers, Collage Master, : ‘
Pipelina Supervisor, Head of Circle, -and Chance Master. When the _
numbe of players has been estimated prepare badges in the following e
- manne o N
1) Separate 15% of the badges at the beginhing. Do not mark
on these. - - : S

T2) of the aining badges, mark them using the follovingfperéen-
‘ tages ~ T
3 . ) . »

a) 302 of-the badges should be_marked‘withfone blue Yine;
b) 152, of the badges should be marked with one green line;’
c) 102 of the badges should be marked with one purple line; and".

. d) 5% of the badges ahould be marked with one red line. -
- o {At least one of the badges with the red lines should not
: - have any other lines on the badge )

In adiltion to the player's badges, prepare one badge for each of
the séven job. descriptions: Gatekeeper I, Gatekeeper II, Gatekeeper 1IT
Collage Master, Pipeline Supervisor, Head of Circle and Chance Master.

L]

R X




-elin- has many rules which emerge during the game., At the beginning,
the game facilitator has reldtively few rules to explain. .
X of the rules are the seven job descriptions which must be |

L thorough‘y learned by seven volunteers shortly before the' actual game -

\ ! Welc-we to Pipeline!‘ Each of you has been given a badge. ‘You
‘ are r;quesfed to wear your badge at all times during the game.

Pleas_ g0 now to Territory P._ v o : _- X _ .
' Thé obj;ct of the game 18" t8 obtain bucks in order to surviveT’ : ;.3,.
Bucks axg .obtained in three ways. First, bucks are obtai y S

Arough the Pipeline, obtaining the- supplies and- materials _ :

?\to make collages, and securing a chair or table so that ‘ wl
you can make collages. The second way of obtaining bucks is by. - - '
going -to Head of Circle. The third way of obtaining bucks is by

. remaining Territory P and going to Chance Master.f '

s .

. Since I. know ‘that it will take each of you a few

" minutes to obt.\ a buck, you will be given approximately twenty
minutes of . "fred play before you have to start: paying your way.

- 'After that time, any player unable to:pay his/her way in the game
will die. You may be. asked to pay several times during the game.

You are not permittrd to travel from Territory P unless you use "

the ‘access 1ane to. see Head- of Circle or you are invited to enter < .’

the Pipeline by Gatekgeper I. Playetrs in the Pipeline or in

Territories H or R may\ use the appropriate access lanes to see o

: Head of .Circle at any time. Players may also return to Territory P o
P -at any time during the g:ue. ' e . '

" Any player who 1is found in the NO TRESPASSING area will be sent to
Isolation. The game of Pipeline will now begin. -

5 2 Job Descriptions
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have been players. ' The game‘faci itator may ask for volunteers
or simply ask seven persons to ass me these jobs.  All this should

plans. L _ i \ . R -v'_ N
. . ’ ‘ LI B TR PR A
. The seven job ‘descriptions should be prepared in advance so'that A
- they may be distributed to the seven persons who are::: Gatekeéper I A
o Gatekeeper II, Gatekeeper IIT, Collage Master, Pipelire Supervispr,;‘,~3,§f
-~ L ‘Head of Circle, and Chance Master. In addition, the seven persons LT e
o - SRR S S R SR
EMC : o - ) . ) _ L : o - Jy_. -
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0 5.22 Gatekeeper II
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should be given a badge so that everyone may know who they are. Gate¥
keeper I is given the following set of ingtructionms. B o

vl

t

5.21 Gatekeeper I

o Gatekeeper I is re8ponsible for. selecting players and inviting

- them to enter the Pipeline. If players do not-wish to enter
the Pipeline, you should encourage them but respect theiy wishes
if they decline. Gatekeeper I is responsible for selecting
players so that: . A : ' :

-

. a) 50% or over of the player s badges should be marked with
- one/blue line; X . 4 .
'hi”l302 or over of"the player s badges should be marked with
_—one purple line' \j . . St
'¢) 30% or over of the player s badges should be marked with
~one green ‘line;:

d). lOZ or over of the player s badges should be marked with
" one. red line.

~

Careful records should be kept as ‘each player is admitted to the
, Pipeline. The Pipeline Supervisor will want to see your records.
» . In particular, the Pipeline Supervisor will ‘be checking to see
. that you are. selecting players with respect to the preceeding
gpidelines. ‘ .

After you have selected some players; ask-eachsdf them.to’study'

B
P I

carefully the collage of pictures. 'Ask each of them in turd, to

select the three pictures which they like the best. Using the
three pictures which they have selected, decidemwhich of these
.colors is dominant: yellow, pink or light blue. Give each
"player the color of. construction paper. which corresponds to the
- dominant color in their top. ‘three picture selections. If you
are undecided, you might ask | the player to rank order his/her
three favorite pictures. o - .3

Before players -leave your area, tell them" that they are now

eligible to go to Head of Circle and obtain a buck automatically
without having to wait in line.

Players with construction paper are eligible to continue on
through the Pipeline to Catekéeper II. oo

’carefﬁl reoords should be kept of the color of the construction
paper which is given to each player. The Pipeline Supervisor
will want to see your records.

» v [-'

\ I ' !
Gatekeeper II will find three pictures, one of" which is attached
- to-a yellow plece of construction paper one of which is attached

. "’
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to a pink piece of construction paper and one of which is attached
to a‘’light ‘blue piece of construction paper.; Under each picture

are a few sentences. Gatekeeper II is- responsible for directing *

a player s attention toward that picture which is attached tog
the gsame color of construction paper}which the player has chosen.
‘Say to each player, "TELL ME ABOUT PICTURE.'" - There are
threealevels of responses which play 8 may nake. '

LeveI I: Descriptive Level--at this level players will
S ‘ simply describe what they see, .
kevel II: Interpretive Level-at this level players will A
<0 . bring new meanings to the picture. For example,
B o players may express ‘'some hunches about what will
e " . happen next, what has happened or. how people in
‘the picture feel toward each otherr

: -
- : -

.~

Level III: Evaluative Level--at this 1eve1 players will
. C critique the picture in some way. For- example,
‘_players may say what 1s pleasing about the picture,
-how the picture could be better, or how they feel
as a result of -the picture.. r,.. .
Gatekeeper II will find nine containers which are marked in the
following manner: ,Level.l written on yellow construction paper,
Level II written on yellow construction paper, Level III written
on yellow constructign paper, Level I written in pink congtruction
paver. Level II written on pink construction paper, Level III
written -on pink construction paper, Level I written on light _
blue construction paper, Level II writtten on light bLue con~ . ¢
struction paper and Level III written on light blue construction
paper. In all Level I containers Gatekeeper II will find the
simplest, most ordinary types of collage materials. In all
‘Level II containers Gatekeeper II will find more interesting
types of collage materials. In all Level III containers; Gate-
" keeper II will find the most complex.and attractive collage
-materials. , ‘

Players who respond to the picture on a descriptive level are .
directed by Gatekeeper II to select six collage materials from
the Level I. container whose color matches the color of .the
player 8 construction paper. Players who respond to the picture
on a descriptive and/or interpretive level are directed by
" Gatekeeper II to. select six collage materials from the Level I
container and 8ix collage materials from the Level II container,’
A whose color matches the color of the player's comstruction paper.
- SN Players who respond to the picture on a descriptive and/or .
. - ' interpretive and/or evaluative level are directed by Gatekeeper
v I to select six collage materials from each of the three -levels
\ of containers whose colgr matches the color of the player s '
\ cqﬁitruction paper.

-
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-gBefore players leave your area, remind them that they are

eligible to go to Head of Circle and obtain a buck automatically
without having to wait in line. ST

Careful~records should be kept of the level of response which
each player makes. The Pipeline Supervisor will want to see your
records. :

Gatekeepér IIT - .= s -

‘GatekeeperfIII is resﬁonsible for working with each player as he/

she develops a plan for using his/her collage materials. Gate-
keeper III is responsible for giving constructive feedback to -
each player so that his/her collage materials can be displayed

A )

in the most aesthetically pleasing manner possible. Much atten— .~
~tion should be given to the originality and cooperation which

‘each player displays. When Gatekeeper III is satisfied with IR

‘the plan of a particular player, then Gatekeeper III gives to N

that player a pair of scissors and. sone glue or paste. q

Gatekeeper III is also responsible for négotiating with Collage
Master, telling him/her about the new player who is ready to
occupy any desk:>whose color of construction paper matches the
player's color of comstruction paper. When telling Collage

'Master about each player, it ig important to point out the:

player's ability to dé&velop plans for using his/her collage,
materials in addition to the quantity and quality of the actual
collage materials.""

If Collage Master is- impressed with your description of the player,.

he/she may ask to talk witH .the player in order to decide if the

“player is ready to ocaupy a chair. You may wish-to be with the’

player when he/she talks with Collage Master. In. that way, you
can be of assistance to the jplayer. ' S

Before playerslleave,your area,’ remind them- that they are eligible

- to go to Head of Cirt and dbtain a buck automatically without

having to wait in lin .

Careful records should be’kept of your work with each player, the
number of players.whom Collage Master accepts and the color of
desk which players gccupy. -The Pipeline Supervisor will want

ato. see: your records.

' Any player who is unable 'to secure a desk must stand in Territory

H. He/she shquld not be forgotten by you and every effort should - -

~be made by you to’ help. players in Territory H to secure a desk.

of the. appropriate color. Im ‘Territory H one or. more of the
players may have already occupied a desk. You are also responsible
for helping these players to secure a desk of the appropriate'
color.)
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5. 24 Pipeline Supervisor S N . - I

BN

5. 25 Collage Master .‘f

-

- - l
\ .
Pipeline Supervisor 1s responsible for establishing the criteria

* by which the record keeping systems of Gatekeepers and the

quality-of their work will be evaluated. In addition, Pipeline
Supervisor is responsible for assisting the Gatekeepers in" their
work when and if they encounter a problem. Pipeline Supexvisor
is responsible for establishing criteria by which Gatekeepers
are paid bucks. Pipeline Supervisor is also responsible for
payins‘G tekeepers in accordance with these crjiteria. ‘As sbomn
‘as” the ci¢teria have been established,’ Pipeéizé Supervisor A\
should c6hmunica£e this information to- the keepers. e
%, # N
Careful records should be kept of the bucks which are paid to
the Gatekeepers and the criteria by 'which Gatekeepers are paid
bucks.- The. Game Facilitatdr will want to see your records.

Coliage Master is responsible for negotiating with Gatekeeper III
‘whenever a player is'ready to occupy a desk whose color of

construction paper matches the player's color of, construction .

paper. Collage-Master may . simply ‘gecept ‘the player. If however,
- there are two or more ‘players. and only one appropridte desk is

. empty, Collage Master should consider the following riteria -

when making a choice. - B
a) -players with red lines pe their badges should be given
preference' _

b) *the quality and quantity of players collage materials.
© should be considered° -

-
M A

~cj ‘the ability of players‘%o develop plans for using their

collage materials. should be considered. (Although Gatekeeper
IIT well be telling Collage Master about their ability,
~ . Collage Master may ask to- talk with the players in order
to decide which player should occupy the chair.)
Collage Master is responsible for establishing the criteria‘by
which collage makers may keep their desks or may move ahead to

" the table of the appropriate color. e criteria shquld be

stringent enough so that some of the c liage makers do not keep
"their desks and only three move ahead. the app priate table.

Playersswho lose their desks should be given the following infor—
mation: :

Go to Territory R. .When or if there are less than two
people in Territory H, a player in Territory R may move
to Territory H. When players are in Territory H, Gatekeeper

-

IIT will help them to secure a-desk of the appropriate color.

w N -
. . .

| 21’
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e T _ ;Collage Master 1is responsible for establishing criteria by -
:Q;f"*”ffi‘V which collage makers at both levels are paid bucks. Collage

‘Master ‘is also responsible for paying collage makers in
accordance with these criteria.." o

] . - -& ’
o . ' follage makers who cdmplete a collage will present them to
» Collage Master. Collage Master will pay collage makers

. : . according to the criteria which he/she established. Collage,
. . Master will then provide collage makers with'another sheet of
.- vt constriction paper.. The color of the ¢ struction paper must
' N ;beqthe same color as the preceding 'sheet. Collage Master will
«“;v’j‘ algo provide additiondl glue or paste and magazines from which
TT~"" . to cut pictures. Collage makers at tablgs should .given the -
© . .. .most pictorially attractive magazines. L ) LA

= " ',Careful records should be. kept of the bucks which are paid
y -the collage makers, the criteria by which collage makers apé

paid bucks,, the number of - collages completed, the criterid by

, , which some collage jgkers move ahead to a table or lose tHeir
. L N desks and the criteia for- selecting potential collage makers.
- L 7The Game Facilitator will want to see ‘your records. - :

. 5.56 Head of Circle p . . _ o N o T

e : Head of Circle is responsible . for administering a questionnaire
to each player who wants one buck and has no collage materials.
(Questionnaires are found in the area.) Head of Circle is
‘responsible for establishing criteria by which players responses

> 'to the questionnaire will be evaluated. Careful records should
be kept of the number of players who receive one buck, the number
of “players -who get '"turned down', the total amount of bucks

_ given to players and the criteria by which players may be given .

- - " bucks.. The Game Facilitator will want to see your records.

Players who have obtained an;-collage materials have priority-
over the others: ‘ ' . ' : ‘

i - 1) they may go ahead “of the others in line,
,f .. 2) they may obtain one buck without having to respond to the
‘ ' questionn;ire. , » .

Plgyers who have no collage materials must stand in line to
receive a questionnaire, must- £111 out the questionnaire, and then
must stand n line again to have their questionnaires proceased.

Players who ve two oOr more lines on their badges or one red
line on their badges should. be escorted by Head' of" Circle to
Gatekeeper I. : '

v) p .';5:27"Chance Master = = : ' ,

4

: o ' Chance Master isiresonsiﬁle for encouraging players to shoot
o -dice and play poker. The rules for shooting dice and playing

SR ' ' 25




_ poker .should be. developed by -Chance Master, who has the.

~ to be developed by which they can play for free when they begin -
to shoot dice or play poker. A

3

-17-
authority to change rules at. any time. Sinée plafers will -
probably not have any bucks in the beginning, a gystem needs

2
S

Chance Master’ is- responsible for establishing criteria by which -

players can win bucks.* Chance Master is' also responsible for
paying players in accordance with these criteria. _ >

N
1.

.
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6.0 GAME FACIL,I.TATQR S RESPONSIBILITIES R R S S
. : R - * . & : ' ’
6.1 Before the Game B -

v
- R *n

directions very carefully and will prepare the artifacté‘and room
- in accordance with .these directions. About ten minutes before . v
" playing Pipeline, the Game Facilitator will select seven persong

_who will assume the jobs of Gatekeeper I, Gatekeeper II, Gatekeeper .

"III, Pipeline Supervisor, Collage Master, Head of Circle and

in advance._ru e

of his/her particular job description 89 that it can. be studied

-

Just before’ the game begins, the Game Facilitator should hand outu
. - badges to participants. Participants having blueé lines on their‘u
__“__ri“tﬂlitilbadges shouldnbe asked to weat: glcves durins the game-f

B LS Before playing Plpeline the Game Facilitator will study all written c

-

Chance Master. Each of these seven persons should be given a copy -

. | . 6.2 Beginning the Game

- To. begin Pipeline, the Game Facilitatﬁr will read the section
entitled "Game Facilitator's Introductory Statement._ The system
simulated by ipeline will then begin. - _ , ,V;fi’ '

A . N AR )
At the beginning of the game, the Game Facilitator will give Head .

‘ of Circle enough bucks for half of the players. 1In addition, the

s 0 Game Facilitator will give Collage Master enough bucks for half of

SN 07 'the players and Chance Master enough bucks for all of the players.

o 6.3 During ‘the. Game \
During the game, the Game Facilitator will examine the record
. 'keeping systems of Pipeline Supervisor, Collage Master and’ Head
« of Circle. The Game Facilitator should be ready to assist anyone
who asks [for help or. appears to be floundering with the ruies.-_
About two minutes before the Gamé& Facilitator is ready to- collect
"bucks from players, he/she should e everyone a two minute -
e warning Gatekeepers and players alike ' will need to pay a buck.

R W Ending P peline - :
- R S -
' The Game Facilitator will end.the game of Pipeline after at
.. ' .. least one~third of the players have had some opportunity to be
' college makers and when the interaction within the game appears
to be at a peak. This usually occurs after about an hour, though

- . ".the number of players and their-'unique characteristics <an affecﬂ»
this considerably ,
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Chance Master, could you L
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7 A Questions Usedl & g ot f )
- "f Afterfthe game of Pipeline has ended, the Game Facilitator 1. help L
people to step . ocut of the game and reflect hack upon their, eriencese
_The " questions whigh follow will -assist participants to do this in .
a-logical manner. ;q,\; | -
: o "‘\‘;" ‘ ‘ A} l S ) ; B
' ff 1) Collage makers, would you be willing to explain your collages"‘
Y or would Collage Master like toqtalk about the collages? -
‘\2) Players, how would you de“' ;}; your experience with Chance '
Master? o \f;wgg . "

ca

] your job ggscription -ﬁﬁow'did '

’ players react toward you “as a:result of ‘E‘dﬁties*you“were————“%ff .

expedted to. perform?

. ! ",

_How would you describe your.. experiencé'with Gatekeeper I? Did _ j&
“your, badge- seem to’ qgke a difference in your relationship with

' Gatekeeper 1?

;\ ""} .‘ [N
Gatekeeper I, could you re d your. job .description? How did
. players react tdward you as a result of the duties you were -
expected to perform?- You had a certain quota tc fill. Were
you able to fill it? What difficulties did you encounter as
you tried to reach your quota? ’

-~

How would_you describe your experience with Gatekeeper 112

Gatekeeper II, could you read your "job description? How did
players react toward you? o ) ’

o

How would you describe your experience with Gatekeeper III?
.

Gatekeeper III, could yeu read your job description’ How
did players react toward»you?
Gatekeepers, how would you describe your ‘experience with |
Pipeline Supervisor? : . - L

‘ i
Pipeline Supervigor, could you read your job description? Hdw
. did Gatekeepers react toward you?- - g
Gatekeeper III, how would you describe your experience with L
Collage Master? Players, how ‘would you describe your experience -
with Collage Master? : . _

. » .

Collage Master, could you read your job description? How did oy
Gatekeeper III and the playérs react toward~yqu? '7'° : oo, '

How would Jyou describe your experience with Head of Circle?

KR

C
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<

~21) Several of you were wearing .gloves during the game. ‘How: did »

=20~ - < ’ )

i . .
15) Head of Circle, could you read your‘job description" How‘did,
players react toward you? b0

15; s 3'»7'7"':'

LY -a‘ ‘v

.- *

' 16) Could someone descrlbe their experience in. Territories R or H? . .

N "::i

17) How many of. youogot~to -make: collages at a table? How did you

20) Seven of . you had specific jpbs during the game.3 Werefyou'

feel about thatc

.__..

e

l§)__Did anyone db\any ing during the game which mizht be °°n'."'

l

, -aware of what thers were doing during the game? _,“ o K¢

you feel about that?’ How did players react toward you?
Each aspect of the game is symbolic. qu example, the 11
on your badges stood for certain segments of the population. .
If you had a blue lLine, you were a minority; if you had a- ‘ \
. green line you were a youth; if you had a purple line, you

were a head of household; 1f you had a red line,’ yﬂp were '
a veteran; if you had no lines, you were not a member of any

"of these segments of the population. What might Gatekeeper I
represent in the real society? (Continue asking queétionsr»
_until the conversion from the game to an Employment- and :
Training Program is tade.. Since this game is to. be used ag /

a learning experience it is quite appropriate to add missing ‘
information.) .

o4

-23) How would you change Pigeline to make it more effective?. Are

7.2

: During the debriefing process aof Pigeline, participants are aaked

the weaknesses in Pipeline qonsistent with the inadequacies o
of Employment and Training Programs? : _ : ) )

-

24) Pipeline has been specifically designed to simulate an Employ—
ment and Training Program. Does the game apply to any other
programs or systems that exist in the real world? !

Evaluation of ‘the Debriefing Process

to describe their interactions with seven players who volunteer tO\I‘"“

‘assume one of the job descriptipns in. the society._ The seven - °
. volunteers read their job descriptions and’ then explain how par—

ticipants reacted toward them aé a result of the duties they were
expected to perform . _ o s ST

‘ Inevitably, some of the participants express. their surprise that so

much went on during the game. Participaats who spent most of
their time with Chance Master, for example, will he unaﬁbre of
the intricacies of the Pipeline and totally ‘unaware of the
frustrations and satisfactions of the collage makers.’ Many times

-~ o

A4 . | . ’ ’ N S e . ' N
) .
. . . _ 45() - - K s
- . . " " . v .
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Catekeeper,IIi will know more about Collage Master than about

Gatekeeper I. All of the'Gatekebpers'usually‘complain that -their

'work keeps them”so busy they don't have time to communicate among

themselves much less learn the job descriptions of persons such

~as Head of Circle. Unless 'Pipeline Suﬁervisor 1s unusually compe-

tent, he or, sie attempts to supervise the three Gatekeepers. without
a gomplete und standing of their job descriptions. This,_ig>turn,
leads™tpo grumbling among ‘the three Gatekeepers.

"When asked how to improve the game, participants cite problems ‘of
'communication, isolation, misunderstandings, and inappropriate

‘Job behavior- as key concerns.. When assisted by the game facilitator,
participants .are able to focus on a typical model for an Employment

~and Training Program. They begin to understand that Pipeline works

only as well as the people--all the people--who participate in the

. game."l'hey begin to see that Pipeline, with its job. des::riptions
- and choices, helps participants to assume true "ownership" for
. their actions during the game. In the end, participants understand

something of the nature of the system as’ it is supposed to operate
and that it rarely actually operates this way ‘due to. people problems

»

~

-

u\\

£) *~

4



| \; 8.0 CONCLUSION ‘ -

8.1 Summary .
Pipeline is a simulation which was designed by two codevelope;s
whHo pooled their knowledge of both content and methodological .
processes. Its simulated components were developed to function
. together in the same manner as the components of an Employment and
Training Program. The constraints of the.game allow participants
to assume ownership for their actions during the game. This
- responsibility for one 8 actions is the key which assists par-
ticipants to locate problem areas and pose solutions.  In the end,
participants move from a gimulated setting to a better understanding
_  of the real problems which exist within Employment and Training

n Programs. * L (P\t~7
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'8.3 Evaluation‘ . ' o "f_ : o ?_ . -

~ =

“

The Pipeline simulation game was evaluated using Dukes and Waller 8
Simulation Game Exercise Evaluation form (1976) using four key items”
(Appendix A-1, #5, #22, #24 and #25) to measure Accuracy, Plausibility,
- Value and Relevance. These ‘items are key variables in the evaluation
model deVeloped by Dukes and Waller. o A S

. «":;.. - Accuracy refers to the degree to which the game represents
S the model of reality that it mirrors. :

, - Plausibility refers to the subjective reactions. ‘to the game

¢ by the players--akin to "credibility" insofar as' the game. ‘
takes cognizance of the players' experience and capabilities.

. . A -

. ] - . ’ N [
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=" Value refers to: the degree of overall quality that'
characterizes the: game. ' -‘ B N

« - .Relevance refers to the degree of relation that the
. IS exercise has to the concerns of the plaYers.' "

RS

Each variable was rated on -a 5 point scale on a granj total

of 183 subjects (N's vary slightly from item to item due to

the failure of a few subjects to rate all items) Grand means )
and standard deviations wére: '

. o s sD -+ N |
! .. Accuracy: - 4.08 1.00 179 3
e Plausibility: - 3.98 R 177
Valae: - 4.00 1.06 . 182
' Relevance: - . 4,08 ., . 1.01 181"

' Unfortunately normative information on the Dukes and Waller
instrument 'is lacking save reliability coefficients (Robinsen's A's)
of QZ’for Accuracy, .90 for Plausibility, .94 for Value and 86 for

Relevance (N noﬁ;reported) e .

Further analysis of the scoring of Pipeline on the Postgame Question- ‘
naire reveals the evaluations tended to be higher as work experience
of the evaluators increased (Table 1) . . n

4

awork S .rAccuracy Plausibility [ Value ‘|| Relevance

’ .Experience : N Mn |} N Mn || N - Mn N Mn- -
;iélsfchan 1 year 1 6| 3.67 . 6] 3.50- || 6!3.83|| 3.67
léslfeare=4ﬁ 78| 4.13- 78| 3.95 g1 3.93 | 81 ‘albo

~ 6-15 years j‘v.:' 71| 4.00 70| 3.90 || 71| 3.99|| 71 A

N -.over 15 years' L 20 4.10 19| 4.06 13 4.32 || 18 423

v _ , . see

A i TaBle:l : scoring of Pipeline Participants Lg\gth of w°rk Experience

2 . -~

There was also a tendency for participants with speg_ﬁic job roles in

. B .the game to rate the game higher than those who portrayed the unemployed
L B . (Table 2) ' , _
: Accuracy‘ 1 Plausibility - Value- Relevance
| 4 N Mo [ N Mn ||] N Mn |[|[N Mn
; _'j"Uneﬁployed" role ' 133 |4.07 || 130 3.86 136 | 3.70 |[135 3.92 .
S Specific Job rolée 44 A.L&-' a3 feaar ] sa a2 |f aaf sz
Q L k . M i = ) . .
i£1KU:‘ o Tahle l Scoring of Pipeline oyspecific and UnemployedrOIG

2_'9-;‘
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A random selection of 3 males and 3 females from each samﬁle“group-
- (N=21) revealed very little: difference in game evaluation on. the

. basis of sex (Table 3). o _ 4 . .

| Accuracy } 'Plausibility || Vakue Rekevance

Male || 4.10 | 3090 |l 4.00 4.14

o i een
"3

- Female 405 G 395 |7 4.00 4.19

‘Table 3 Evaluation Means of Pipeline by Sex , - e
It is worth noting further that the game was rated highest (group mean)
by the one group which was employed in &n employment and training
program, under a CETA contract. All of these participants were

direct service deliverers or first line supervisors (Table 4).

_ Aceuraey '  Plausibility . Value ' . Relevence~'
N. - Mn . N Mn N - Mn N, Mn

22 | 4.68.

26 | 4.23 22 | a3l 23 | 4.6

-

Table 4 Pipeline Evaluation by "CETA Employees

In the absence of additional statistical analysis, these data cannot
- now be interpreted for significant of any differences. When such :
_statistical analysis has been completed, the authors will be able to '’
make inferenges about the game - ‘based on statistically detrived data.
L Meanwhile-these data are offered without claim of significant dif-
' : ferences between means of various group samples. h

v
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APPENDIX A.1 - | L T
PIPELINE EVALUATION FORM e .
g Monograph #10 -° S
« . PERSONAL INFORMATION N
| .1 T I : - - , . ‘ . e {v
Sex: __.Male -/ | Age: - under 21 - 35-50 o
. ' ' ‘ ' 21-25 51-65 o
—Female ‘ - 26-34 - over 65
Schooling: i Freshman - Work Experience:
___§3i:g$ore ' none __ 6-15 years
-~ ———Senior ‘ . under 1 year 16 .25 years
- Graduate , . - 1=5 years T over 25 years
Post Masters . ' '
'EVALUATION OF A STMULATION GAME | . *
‘1.' What role did you play°
2-3. How would you. rate the 1nstructions of the game? '
- , .
E Clear : o Unclear
' Easy to . o _ SRR : Hard to -
Understand e _ Understand )
o ' -
o 4. How would you rate the accuracy with which the game represents the model '
- of the reality it is attempting to represent’
’ Accurate . -'.: : VLf-j Inaccurate
Representation ' """ Representation
‘ . 7\‘ _St ‘How would you rate the length of time the game takes to reach its
2 - objective?. o : :
Tod Long . B - _ Too Short
« -6.”’What is the relation between strategy and outcomes of the game?
»Relation ' - o a : Relation - _
Determined . " Not. Determined ‘ '
o (non-random) __ L . .- (random) o




(R

T In the-gamé how often do better strategiles lead to more'deSirable ootcomes?

- .

Always , e . : Never

8.' To what extent does the game allow participants ‘to employ alternative,‘
' strategies’ o _ , .

» . High Extent > __ Low Extent

9. To what extent was the game fun? -

High Extent ' : t ' " Léw Extent

'10} To ‘what extent does this gamerallow particip nts to draw upon -
: knowledge acquired in other ways? ﬁf o T

>

Large Extent Small Extent

-

11. To what extent does this game allow participants to extrapolate i
from their own experience to the exercise’ :

- High Extent _ K ' -Low Extent
_ : - : L
+ 12, To what extent do all participants in’ the game receive the same experiences’
High Extent . ', _ Low Extent

v
e

lﬁ, ‘ To what extent do time distortions interfere Jith smooth functioning Wfd

of the game?
N

' Large'Extent ' —__- Small Extent
; 14; .To what 'extent are participants required to engage in activities which
© ' ; seem. unnecessary° S

” s

Large Extent a ] ___ Small Extent

f',e.15- TO what extent is the game appropriate for students at this level of
‘ . scholastic exper1ence° Lo I ‘

Too Elementary > Too Advanced

Apout Rightu -

‘5gi6g -To what extent would this game be appropriate for participants who
have not had experience with simulation games’ :

"x

g;*' Appropriate —— . _ ,I Inappropriate

Please rate the game in each of the dimensions below-;'

17;, Plausible Coo-S . Net Plausible
' §18 ' Realisti_c' R o _ ’Artificia].. ~
‘19} ’Vaiuabie:i-i. : '~l : _ _ - . Worthless:
20. Relevant‘.h..ff - iff . S Irrelévantf
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APPENDIX A.2

Ouest;qnnaire .

- If so,-how many? _

* If so, what are their colors?

2. Have you been invited to enter the'Pybeline.by Gatekeeper I?

If you we?e invited to enter, wﬁy did'ydu-deciine?;

3.. How. long have you been in Territory P2,

4. Did you spend any time playing cards or shooting dice while in

.- Territory P?

)

5. Have you evéf‘éeen sent to Isolation?

f' If so, what were the circumstances?

If so, how long did\you stay‘inﬂIsolatipn? . S,

i
e
!
'3

6. Dofyou_eventually*wgnt-to:egter the Pipeline?

-
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APPENDIX-A.4 . .
 MONOGRAPH EVALUATION FORM
4" Monograph #10
(Your Name) g ; | : R (Title)
o i : : e .
‘ ‘ ‘ T - . A oSt W S S
(Institution) | : - ! ,(Depaptment)-
(address) — — . "(Phone)
How. did yoh;aeqﬁire this moﬁograph? S
.- c g

" One of our goals is to have peOple use or apply the monograph contents

in some way. What are ‘the''(a) immediate or, (b) long—range useg you may’
have for this monograph’ : .

& o«
FOR ACADEMIC INSTITUTIONS
' hd : ’ Lo '. .4 . . .
In what,degree program or concentration might you utilize this monograph? -

e

| FOR AGENCIES AND OTHER ORGANIZATIONS:

- Would this monograph therein meet some of your organization s
training needs? Please explain. R : i -

.



L

~.

.

6. This monograph was designed around a systems model for instructional
- planning. Did you find this to be a helpful format?

. 7. OPTIONAL COMMENTS:

IfC ¥ou are interested in critiquing the instructional contents of the'
monagraph w% ‘would appreciate your comments.

‘“\5'4.
‘ﬂi”i . ‘
)
(4
) N
’ L 4
- AY
.
1
e e
> .
‘Signature R R ] - . Date

Please réturn as soom as possible. - . - = -

»

- TO: Mary L. Otto, Director
- : . Manpower Institutional Grant
‘ b School of Education
. ' Oakland University
Rochester, MI 48063

e L o Phone: (313) 377 4171




