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INTRODUCTION

Games can be an exciting supplement to a well-organized curriculum plan that
will enhance the learning process and create a positive image for any subject matter.
Games should not repilace time-tested traditional teaching methods but support them
in their objectives of increasing learning.

TYPES OF GAMES

" Games are flexible but highly structured tcols that require the use of formal
paraphernalia. There are three broad categories of games, as treated in this text
including: ecard games, board games and activity gomes.

Card games are the aimplest type of games and are effective in introducing
single terms, or a few related terms, or as a review of those terms. The major ex-
ception is the flashcard which provides the learming or review of a vast number of-
concepts in a short pesriod of time. Flashcards can be very valuable, but aince they
do emphasize rote learning need the backing of experience oriented activities.

Card games tend tc be shorter in play length and may ceed to be utilized more than
once to maximize their effectiveness.

Card games usually focus in on individual terms or a small group of related
terms. There are three typea of card games based upon their objectives: matching
card games, point csrd games and indirect card games.

Matching card games, like "Sucker! and "Resource Dominoes', involve matching
terms with examples of the term or matching specified seta or cstega;iag of terms.
Matching games are rela‘ively easy to play and provide a basic review of a given
concept or term.

Point games, such as '"Paperwork" and '"Farming', are more complex. The major
goal of these games is to gain necessary points and become the winner. This often
invelves a variety of different mansuvers.

Cards may also be used indirectly as & tool or learning device to enrich the
experiential learning of a group without the need for travel or extensive equipment
aids. Unlike the other card games, the indirect use of cards as in the "Money and
Barter' game, can only be done once since achievement of the learning objective
destroys the mystique of the play. The debriefing sessions berome critical to the
complete function of the activity.

Board games may be used either as a review or intvoduriion of broader concepts
which can include a variety of related terms. The inclusion of sdditional terms
tends to make board games a little more complicated and time consuming. Primary
grade teachers can narrow the focus of a board game to prevent it from becoming too
complicated for young children, as in the sample of '"Our City" which has both a
primary and intermediate elementary version.

Astiv;ty games tend to have a specialized focus that may be either very broad
or specific in nature. There are two major types of activity games: puzzles and
imagination exercicges.

Puzzles require very specific learning skills and will prove most effective
as a test or review of material already covered in class. Crossword puzzles, hidden
message puzzles, and acramblers may prove to be a refreshing changs from the tra-
ditional test for both the teacher and pupil. They ave normally utilized individually
formaximum impact. Imagination exercises are unstructured both in directions that
are provided and outcomes expected of the learner. They are most valuable in helping
students discover the decision-making process given a specified set of cognitive in-
formation. Imagination exercises, such as "Feople in:-Space" or "Supply and Demangd"
may be used as an individual exercise for homework or classwork. These exercises
may also be utilized with flexibility in small group settings where interaction be-
tween students is desired, or in large group settings where pupil teacher discussion
is to be encouraged. g




ADVANTAGES OF GAMES
" Games have many features that make them worthwhile learning tools.

Games, particularly teacher-made or teacher-modified ones, can provide in-
dividualized formats to meet precise instructional needs. The board games provided
in this text have an expressly designed feature called quiz cards. Teachers may
place questions on these cards that come directly from their lesson plans. Students
will review selected material any time they land on this space. Since the quiz
cards must contain the answer, the player to the right of the cne landing on the
square must read the questions.

Games are also enjoyable and exciting for students and will create a posi~
tive attitude toward any subject matter. Teachers who frequently use games realize
that they modify student responsiveness to more traditionsl teaching approaches.
Games establish a relaxed atmosphere in which all types of learning and discovery
Prosper.

Well-designed learning games attempt to reflect realistic life situations
in a manner that is more simplified and easier to grasp. This includes an emphasis
on decisicn making even in the most structured of games. Educational theoriests
bhave long praised the superiority of experiential learning and, in many cases, a
good game or simulation is the omly practical way to provide such experience in our
mass audience, nighly structured school settings. Children who play games will be
able to practice the decision making process both as individuals and, in some cases,
in a group setting. Games also provide immediata feedback relative to the success
of our decisions and encourage the exploration of alternatives. For this reaszon,
games prova most effective u1th repeated exposures and debriefing.

A major advantage to card and board games, in particular, is that they all
bave strong similarities and are not difficult to learm if properly initiated.

Games frequently share a similar objective, to gain points or make money. While a
few gamee in uhis temt, such:aa Miseouri Resocurnesy emphasiZze .cooperation, moat
games value competition and have a winner who earns his/her position.

Mcast games are student~directed learning units which are played in small
groups, usually two to eight players, within a thirty to gixty minute time frame.

The length of play takes most games very adaptable to the typical time constraints
eastablished in the classroom.

Games cultivate substantial secondary skills, particularly in math and reading.
Children experience courting money, adding or subtracting points, simple percentages
and reading as well as following written instructioms.

Teachers need to be aware of some of the problems asscociated with using
learning games snd to compensate for them in order to maximize the learning exper-

jence.

A major problem with games is that, while most children reapond eagerly to
gariing, some students will not enjoy games. Some students may be too shy, too
nyperactive, too slew, lack imagination or =skills, or aven too intelligent to play
a particular game. All children should be encouraged to participate but occasionally
soma accommodations may be necessary. The teacher can minimize disinterest by
properly orienting students to play the game and by choosing games that. are both
apprupriate and challenging without becoming taxing or threatening to the student.

The simplistic nature of most games can become a disadvantage, particularly
in work with very bright students. If children are bored by a game, then it is not
sufficiently :hallanging to provide a learning axperience. While the games in this
text provide age and ability guides the teacher must use his or her professional
judgment regarding the value of a game in a gpecific situation.

Board games require the use of small delicate pieces that are frequently
loat or misused. The materials presented in this book are reproduceable, reducing
the cont of mich losses. Teachers should closely monitor the use of games to prevent
undue loss or destruction.

The fact that most games must be played in a small group setting limits their
scope and utility. These limits are overcome if gaming is part of a vibrant
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curriculum that includes numerous learning techniques and materials.
~ Games are most effective with elementary age children since older students
may have preconceived notions about the appropriateneas of a game. The games that
prove successful with older students must be sufficiently sophisticated without
being too complicated.
Games can be *Time consuming in terma of the p:eparat;gn needed to create the
proper atmosphere, in developing the gamea and game pieces, and in actually playing

the game. These ready-made games can reduce the time needed in preparing the game

pieces, usually without sacrificing the individual character needed to suit specific

curriculum requirements. Educators must decide if the motivational and learning

value of a particular game is worth the class time consumed in its use and development.
Some object to the fact that games are too structured and do not place encugh

emphasis on individual imagination. The structured nature of games makes them a

valuable 133:3125 taal but aggin they shauld bg m;xed Hith other tools that develop

af the gama. Taaehera éan avoid Dvar—emghaalslng campgt;tivenags by praperly setting
the mood in the preparation phase of the play aud in the follow-up debriefing.

There have been few attempts to systematically explore the learning potential
of gaming. More research must be done in this area of curriculum development.

Some teachers may fear or mistrust games and these feelings can only be over-
come through experimentation and use. In order to be effective, debriefing skills
mas*t be improved along with skills in working with small groups. The biggest threat
to many teachers in using games is th@ student-directed nature of the activity.

Rigid time schedules, unmovable furmiture, and unrealistic behavior expactations do
not provide a good atmosphere for gaming or other experience-based learning techniques.

GAMING IN THE CURRICULUM
) Gameas Era‘frgquantly designed for use with small groups of pupils. The games
can be set up in two basic patterns.

The small group-large class set up allows the entire class to play a game at
onceé. It has the advantage of easy preparation and povides a good atmosphere for
debriefing. This pattern is most useful when the game is either acting as an intro-
duction to a specified unit or as a review session. This game pattern also makes it
possible to keep on a set time schedule and structure the learning situation.

The instructional center organizatioa pattern takes advantage of the repeti-
tive learming factor in gaming. Teachers may set up a series of learning etationse
throughout the classroom; one could emphasize gaming, another creative writing or
artistic projects, and another research. These centers could be open during home-
room, recess, lunch, study halls, before class, and during class when atudents have
completed a test or other classwork early. This approach makes good use of otherwise
dead time to promote or review instructional materials. Students must become famil-
iar with the material in advance which requires some introductory group exploration
in the clasarcom. Teachers may even wish to permit students to check materials out
over night or on weekends. Some teachers have used the interest centers as a reward
or incentive system for good behavior or excellence in class work.

Whichever pattern is chosen, games can be an integral part of an effective
learning experience.




24 undarstgnd that educatlcnal gamea are ae51gned “to be exclting learn;ng
o: : and it should be clear that students will be expected to answer questions about

zame =fter it is completed. Discuss the technical details about the use of games.
“‘éntg should be expected to handle the games with care by putting everything back
en they are finished and keeping the Interest center in order. Students need
‘ow when the games will be played and how much time is alotted. A teacher may
¥isl] "o have a schedule of usage and a sign-up sheet available.

Specific details abcut general expectation related to gamed playing should be

sressented to the class. All rules should be writter out to reinforce the students!
mefrories.

SETUP: The teacher should begin a discussion of a specific game by explaining the
!ﬁSJQE objective of it (i.e. to get the most money, collect points, or make certain
matches).

Next display thé game pieces and explain how they cautribute to the plsy. If

dlstuss them.

You should explain the learning objectives of each game and how it fits into
current curriculum activities.

Now the cless will be ready for you to read the directions to the game. Each
game that you prepare should have a copy of the directions included for the student's
information.

You may wish to answer student questions before the play begins. It is import-
ant to keep the set-up phase brief, yet informative.

THE PLAY: Each game comes with a complete set of instructions. However, the games
are designed to be flexible in order to suit specific needs and situations. Any
variations should be carefully explained. Some situations may arise that require new
or varied rules. It is best to allow students input into rule additions or changes.

Most of the games have been designed te fit a twenty to sixty minutes time
frame. The becard games and many of the card games can be timed to fit particular
scheduling needs since no tlue reference has been established.

—Debriefing: The educational benefits of any game are enhanced by discussing the activ-
ities of the play. The games include sample follow-up questions that should prove
useful in debriefing. You may wish to go over the objectives of the play and then
discuss them with the class to determine if the students understood those ideas from
the play. Related terms and concepts have been listed to help the teacher plan the
discussion and the use of games within the curriculum.

&,




Designing a Board Game

It is not difficult for a teacher to design a simple board game which will
focus in on one specific learning area and serve either as a review of or introduction
to that topic.

The first step is to select a general theme from which sub-topics and concepts
will be drawn (i.e. inflation, energy, budgeting, etc. ). The theme must permeate the
games play if learning is to be achieved.

The teacher is now ready to decide the general goals of the play. There are
two traditioral goals which are commonly used in learning games. The first goal is to
obtain the most money or points during the play and thus be declared the winner.
(Paperwork and Resources Dominoes involved stockpiling points. Tax and Economies
have goals of obtaining the largest income to be declared the winner.)

The second general goal is to complete some specified task, or be the closest
to completing that task, in order to be declared the winner.

In "Sucker", "Cover-up', and '"Nations'" the player is trying to either match
terms with examples or make speclfled sets or pairs of example relating to one term
in order to be the winner.

In "Energy'" and 'Missouri Resources' the player uses money to build up the
local economy (or provide energy resources) in order to win.

"GNP'" tests the players' understanding of the process of figuring the Gross
National Produet and of felated terms. There is no winner in the traditional sense.

Once you have selected a theme and decided the general goal of the play you
are ready to sketch the game board. You may wish to use the traditional rectangular
shaped board with five to seven spaces on the short side and ten to twelve on the long.
The sides adjacent to each other should have the same number of squares. Boards may
also be round, square, triangular, or otherwise varied in shape if that meets the
needs of the activity.

Now you are ready to begin filling in the squares with play instructions.

One space, meferably a corner if the board is rectangular, should be set aside as
the starting place for all players. .

Cards wlll enhance the play tremendously. Each set of cards should have a
slightly different focus and should be limited to two or three sets per game (taxes
provide an exception to the rule). Cards may: 7

1. Quiz students and reward them for their knowledge (Tax, Economics).

2. Increase or decrease income or points (Our City, Econcmics).

3. Present opportunities which challenge the student or change the course

of the play (Regulation, Economics, Energy). ,
4, Force the purchase of certain items to affect the play (Taxes, Our City).
5. Provide news headlines which affect the play of the game (Energy, Missouri
Resources).

Examples of each of these users of cards can be found in the gaming section.
Four to eight spaces on the board should be set aside for each set of cards. Desig-
nate a word or design to represent the specific set of cards. Each set of cards
should contain from ten to twenty-five cards each. It is advisable not to repeat a
card more than once in the dack.

The remaining squares can be filled in with by spaces which have universal
appeal:

l. Taxi stand -~ This space provides a ride to any other space on the board
for a set amount of money.

2. Jail or City Hall - This space can infliet fines or result in the loss of
a turn.

3. Tax = This space inflicts a tax on the player.

The other squares should relate to the general play and give specific direc-
tions to the participants. A variety of examples have been provided to help in the
design of the board and the content of cards and other materials. Often these objects




can be easily adapted to original games developed by the teachers-
In designing a game try to simulate a realistic situation as much as possible.
Realism is important to the value of the game as a learning tool.




Games: Macroeconomics
Name: Tax

4 to 8

To familiariarize students with the various taxes used to pay for public
goods and services.
Related Terms and Concepts: Progressive tax, regressive tax, valus—added tax, sales
o i - tax, income tax, excise tax, property tax, specialty
taxes and income.

Currency: $100; $500; $1,000; $5,000; $10,000 and $50,000

Goal of the Play: The winner is the a & who has the most income left at the end of
the game and has made 21l of the required purchases.

IhefElgz: Each student begins with $50,000 in cash. Roll the die and move the cor-
- rect numbar of spaces as shown on the grid. You MUST stop at each of the
e : eight end squares even if you do not have the exact roll,

' I and follow the instructions on the game board. Each
player mus* purchase the basic necessities (home, food,
car, and miscellageaus gaada) and pa? the required taxes.

astians.

Iucky Card - This gives special financial situations that may help you get through the

) ] ¥ear with some money left or may cost you money.

Question Cards -~ These cards ask questions. If the person landing on the space

- answers them correctly, there are rewards paid. The person to the

o right should read the gquestions aloud. '

Tax Cards - Tﬁesg cards provide information on taxes along with special problems and
- prospects for the player.

Note: This game only shows the tzx side of governmental activity. Follow up discus-
sion should present the many services and goods provided by state, local and national
governments.




LUCKY CARDS: (TAX GAME)

Receive tax rebate from Pay Tegal fees of $500. Spend a turn at the
state income tax of $1,000. hospital.

Receive a gift from the DoubTle your charity contri- Go back 3 spaces or pay
mall. You do not have to bution. $1,000.
stop and make a purchase.

i Won hog calling contest.  Buy 2 grocery items from ; Move ahead 4 spaces and
t  Collect $500. © Sam's grocery. ¢ receive $500.

Pay moving expense of $100 | Win $3,000 in free food ~ | Receive $1,000 rebate
and pick a new house (pay | coupons for use at Sam's i from auto dealer.

the difference if you | Grocery only.
already have a home) ‘

You have won the

I

s e b 1 i
|
1

won court case. Receive | Go back to the rental Frish swgépgtaké%‘
fine refund of $1,000. i square and pick up a second Collect $2.000 after
(After legal fees) i summer cottage. taxes.

|

|

|
-
(.




eive tax rebate from
tate Income Tax of $1,000,

w

Receive é gift from the
mall you do not have to
stop and make a purchase,

and collect $500,

Win Hog Calling contest

Pay moving expanse of $100
and pick a new house {pay
the difference if you al=
ready have a home),

Win court case and receive
fine refund of $1000 after
legal fee's.

Double your charity contri-
bution,

Buy 2 grocery items from
Sam's

Grocery only.

Win 3,000 in Free Food
coupons for use at Sam's

~ Win the Irish Sweepstakes
and collect $2,000 after
taxes.

Spend a rurn at the hosp-
ital.

$1,000.

Go back 3 spaces or pay

Go ahead L4 spaces and re-
ceive $500.

Go back to
square and pick up a
ond summer cottage.

the rental

sec-

(surep xeL) spaep Ayonr




OWN-VICTORIAHN HOME $6,000 | OWN-BOX HOUSE $250

v ]

OWN-SPANISH VILLA $750 RENT-GHETTO APT. $175

RENT-STORE APT. $200

;

4

&
(XV1) FHOH

S Y |
) . 7 7 Em\ri 7$7l;30

VACANT DANCE
=g HALL $100




U.5.5.R. CAVIER--4700

1/2 STEER g

300 CORNISH GAMEY HENS

=20 >0

F

o

PHEASANT OF THE SEA TUNA
-=%100

500 SUGAR DONUTS--3250

(XV1) Shvs




FINGER NATL FILES--$250

1bkth CENTURY CHINA

BULL--
$9,000

50LB. BOX WHITLESS SAMPLERS
$100

(XVL) TIVM




CAMEL--3200 (WITHOUT: SAQD

FPURPLE CADILLILLYACK==

$10,000

TOY-0F-0TTO HUNCHBACK

3,900




(a sales tax on each
stage of production)

of $100 is imposed on all
items you buy in the
future.

of $200 is imposed on
all items you buy in
the futuare.

SALES TAX

of T0% is imposed on all
fature purchases.

EXCISE TAX

o ~special luxuries must
be paid on tires $100.

SIN TAX

on liguor and cigars
cost you $200.

Pay

{on all workers in the
family)

of $100.

Pay
SCHOOL TAX

OF $200.

Pay
PROPERTY TAX

on your home of $100.

Pay
PERSONAL PROPERTY TAX

{(cars and furniture)

of $50 per car and $150
for furniture.

OF $200 for telephone

Pay
UTILITY TAX

|

ks

of $500 for telephone
and electric use.

GASOLINE TAX

FPay
I

of $500 if you own a gas
driven vehiele

ay

QFITS TAX

o g

WINDFALL

OF $1000 on excessive

Pay
IMPORT DUTY
OF %100 on all goods
you receive from now on.

(HWVD XVI) SQEVD XYL

O
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Gasoline is taxed by
which of the follov-
ing: state, local,
federal

(voth state and local

8500

to control business

What 1s proposition
131

(a law to limit

Is the U.5. Export
Tux progressive!

(by law we have no
export tax)

$300

What is a publican!

e

(taxing and spending

llame & progressive

tax?

(Lwcury or income tax))
$100

Spell "Fiscal Poliey"

$100

What does a Laffer
curve explain?

(shows that ineressing

tax rates can lover

tax revenue)

Social Security Tax
is distributed baged
on need?

(false; baged on
payment into the

systen)

$100

Name & regressive
tax?

(Roman tax collector)]

(sales tax)

e AT

Name 4 tay that acts
1ike a user fee?
(gasoline tax)

$100

What iz an exeise
tax?

(tax on "luxury"

items such as jewelry
and tires)

The largest source of)
local income?

(property tax)

$200

Who pays the Soecial
Security Tax?

(vorkers & employers |

$100

ALl sales tax goes
to the state!

(false; local too)

$100

f0

Name a non-profressive
tax?

(sales, property,
utility, exeise)

$200

What is a gin tay?

(tax on alcohol,
tobacco, or Dther_

ginful activities)

$100

state income is?

(sales tax)

$200

$500 R

Does Hotel-Motel Tax
act 1ike a Sales Tax?
(true)

$100

Gagoline hag a sales
tax?

(no--has & gas tax)

$100

o — *:iq

In & sales tax which
groun pays the largest
portion of their
income in tax: rich,
niddle, poor?

(poor-regressive tax)

What 1g 1 progressive
tax?

(tax that required'a
larger portion of
incone be paid by
higher income groups)
f100

The largest source
of Federal Income is?

(personal income tax)

$200

What kinds of workers
are exempt from
Social Security? .

(Federal Workers &
some state & local
workers) $100

Windfall profits tax
applies to all
industry?

(only oil companies)

100



PICK A HOME CARD
NOW PAY 10% OF VALUE

IF OWHED, $50.00 IF
RENTING

TO BLUE IRS AND PAY
$1,000.00

ADD §100.00 TO YOUR
NEXT PURCHASE

" ROLL DIE

$1000.00  REBATE PER

GIVE AND GET $100.

RECEIVE $350.00

PICK A CARD

YOU ARE BEING AUDITED

X

REBAIE

#




PAY 20% OF YOUR INCOME

$10,000.00

[OVER'S
mau_

e

ROLL DIE, IF EVEN MOVE
AHEAD, IF 0DD LOSE 1
TURN AND PAY BILL OF

sH TAXES OR
{E SPACE

PAY $100.00 ON NEXT
PURCHASE AT LOVERS MALL

TS

TAX

PAY $1000.00

IF You gefl
NUMBER

DN ODD
2 CARDS

TAX

PAY $200. DDT X

Y X"ﬁ@"

TAX

o
- IND
.fSCM)za.



Simulations

Simulations are beneficial learning tools that allow students to experience
realistic situations in a convenient classroom setting. There are two types of simu~-
lations: role playing and the standard simulation.

Role playing is a completely oren and spontaneous learning situation in which
the student is given only general instructions concerning his or her role and a back-
ground setting. Several students participate in the role play with a similar set of
instructions. Typically a role playing experience gives little or no information about
the actions of other participants. The goal of role playing is to observe the reac-
tions of students in a situation under which they have wide controls over the action,
and are influenced more by the deeds of peers in the performance than by specific
directions, which are usually confined to small index cards. Role playing does not
usually have much of an introduction, since that might influence the outcome unduly.
The debriefing becomes vital to the success of the role playing situations, out the
upstructured nature of the activity makes it difficult to provide more than a general
suggestion for questions. The debriefing is highly individualized to the specific
setting and situation under which it develops. Teachers must practice and experiment
with role playing since no two experiences will have identical outcomes. The role
playing situations in this text provide some parameters for play and should aid in
teacher preparation. )

The standard simulation is more structured than role playing situations with
the setting and backgrounds_more expressly defined. Student roles are confined to
specific personality characteristics within particular guidlines. The sir:lation
is much more flexible than a game with outcomes determined by a combination of factors
including role assignment, personalities, individual interpretation of a situation,
teacher direction and interference, and student attitudes.

Simulations place primary emphasis on oral skills and decision making. Some
of the simulations also require the use of written, artistic, mathematical and
reading skills.

An effective simulation reflects realistic experiences, but attempts to
sharpen the focus to specific terms, concepts, or ideas through its structure and
direction. The simulation may have paraphernalia (dice, maps, cards, money, etc.),
but they are usually designed to enhance the simulation or make it more realistic
and are frequently not vital to the activity.

The simulation has many positive attributes as a learning experience. It
presents real, rather than vicarious learning to the students which should reduce
dislearning. All ages find the simulation experience exciting and enjoyable if they
are appropriate to the groups' interest and ability. The simulations in this text
are complete and like most simulations require almost no expense to duplicate.

Simulations will accommodate wide variations in student ability and can te
redesigned for a specific objective or grade level student.

Simulations involve students in an experience-oriented discovery approach to
basic decision making that is both realistic and open to individual needs and cre-
ativity. Discipline problems are minimized during a good simulation and usually
carry over to other learning experiences which follow. Simulations place the em-
phasis on decision making within a group set, as opposed to competition and winning.

There are sovme problems which the teacher should be prepared for when using a
simulation. The emphasis on oral skills can cause some students to avoid partici-
pating in the action while others dominate the play. The teacher can reduce this
effect by a careful selection and guidance process that balances student involvement.
Student skills might be matched to specific situations although it is a good idea to
vary student roles in order to broaden the individual's exposure to varied exper-
iences.

Simulations are less teacher directed and more unstructured than many learning
activities, requiring more preparation in debriefing to maximize the potential »f
simulations.

Simulations have a drawback in that, unlike games, they must take up class
time since they require large group participations. This means that teachers must be
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careful when selecting simulation experiences. Simulations are rarely individualized
to meet personal needs, but the group interaction invelved is an important part of
the aggregate experience ofall people.

Simulation Procedures

HMost simulations have a short group orientation that sets the background in
which all decisions will be made. A variety of roles, often different in function,
require some small group or individual orientatioen sessions. These should be planned
to minimize the distractions they cause. Clear written instructions can prevent long,
oral sessions that place the bulk of the class in a holding pattern with nothing to do.

The simulations vary relative to the structure, but most contain timed rounds
with specific instruetions for each round.

Bach simulation or role playing suggestion contains several questions for the
debriefing session that should follow each simulation. With a little work in pro-
viding the proper advanced preparations and followup activities blended to create the
right atmosphere for a simulation, they will prove to be an exhilarating learning
experience for everyone.
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Simulation: Internatioral Economic Issues
Name: You've Got the Power!
Concept: World Foverty
Grades: Nine to University Level
Objectives: To help students recognize some of the major causes of intermaticnal
scale poverty including:
1. Rapid population growth
2. Lack of productivity and industrialization
3. Lack of skilled labor and poor educational opportunities
L. 1Income inequality
5. Increased spending on non-productive military hardware
Related Terms and Concepts: Decisjon-making, wealth, and economic goals
- This simulation requires an overhead PPDJEEth. The instructor may wish to
transeribe the script on tape, particularly if you plan to use it more than once. *

Phase 1: Selecting and Rating Economic Goals

First divide the class into national groups. Each group will be given a
nation's card with actual vital statistics. In this phase students will prioritize
the goals for their nation. Each group should select a president and recorder.
Instructor Reading #1
International Survival: The Developing Nations

You are the leaders of a developing or underde eloped nation of the world.

Your goal is to improve the standard of living of your people, and thus promote polit-
ical and economic stability.

You have five alternatives which you must rate from the most 1mpartant to the
least important goal. Flace these priorities on Sheet #l. Your goals are:
ngmate Economic Growth
o This means your people will have to make some sacrifices (such as using less
energy for personal needs, saving, increasing productivity, etc.). It also means
finding outside funding which will not be as available in a mation with a history of
political instability.

Political Stability )

Politieal Stability must be maintained to prevent military takeovers (so common
in the past), and both internal and external agitation. It requires using more funds
for the military that could have been used for economic growth. It also requires pro-
moting demorratic decision-making wiiich may impede the implementation of other import=
ant programs.

Reduei@g Pooulation Size

Population reduction programs are not popular because of rel Lligious and tradi-
tional attitudes, but current rates of growth are destroying most small economic gains
you as a nation have made since the 1940s.

Educational Advancement

New and improved educational and medical facilties will promote growth in the
long run but slow down short run progress. Medical improvements also cause the popu=-
lation growth rate to increase. An educated populace is vital if you are to have the
doctors, lawyers, teachers, and engineers to develop further.

Income Redlstr;butlan

- More even distribution of income and wealth is also important. You. like other
third and fourth world nations, have extreme inequalities of wealth. On an average S#%
of your people own 90% of the wealth. The wealth of your nation must be more evenly
distributed.

Now discuss and rate these. Give your highest a 5, then 4, 3, 2, and 1 for the
least important goal. The recorder should mark sheet #1 with your responses.

Keeping in mind your goals, you must make decisions that will further those
goals-—your success or failure will decide whether you will continue to rule or not.
If your scores fall below ONE a coup will take place and the remainder of the group
will select a new leader.

**Vital statistics for the nine nations listed on page 64 should come from a current
almanac and include GNP, literacy, ﬁanulatlon, exports, life expectancy, etec.
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Phase II: Decision~Making
(Read to Class) ©Bach group will now »e faced with a series of five problems
Hhi:h must be solved keeping the graupgé original goals in mind. The readings will

After each s;tuat;gn is read you may expose the upper portion of the proper
overhead. When the decisions have been made and recorded, then you may expose the
schedule. Allow a few minutes for the mathematics, then determine if the nation
retains its leaders. Remember all scores are cumulative (e.g. if you have a -6
in Round 1 carry that over to Round 2.)

S5ituation #1 involves the purchase c¢f military hardware.

The United States is offering you 1.5 billion dollars worth of military equip-~
ment, requested by the former govermment. Your relations with your neighbors have
not been good and political extremists, both right and left, have control of much of
the countryside. Your army i=s underequipped and some replacements are needed. You
have up to 20 years to pay this bill at no interest. You also need to decide whethsr
or not to increase military spending in general. Your choices are:

1. Purchase the equipment and inerease military spending by 10% with no

change in military size

2. Purchase one-half of the equipment over a 20 year period

3. Reduce the purchase to one-fourth and cut military spending by 10%

L4, Make only vital purchases of parts and reduce the size of your military by

20%
Before making a decision listen to what some of the citizens have to say.

Arﬁy Gegeralz "Our army must have this equlpments—natlﬁnal survival dewmands
it, with armies crowding our border ready to strike and terrorists bombing, shooting,
and kidnapping ecitizens for their own gains on a daily basis. Without this minimal
support no guarantees can be made."” )

Religious Leader: ''We cannot afford such excesses. One-third of our pecple are
starving g while another one-third are badly undernourished and have poor medical facil-
ities. These are the cause of our internal political pronlems—--solve those and you
won't need the guns."

Educator: "I am opposed to an inerease in the size of the army--the draft has
reduced university attendance dramatically. Those bright young people are our future
hope."

w

Now make your decision.
Instructor: Uncover the scores once all groups have made a choice.

Now that you have made your decision take handout #2 and place the goal numbers
(1 through 5) in the correct circles. Then check the selection you made on the issues
and put the numbers in that column. (Show an example.)

If you decided that growth was most important (#5), then stability 4, population
reduction 3, improved education 2, and income redistributionl, and you also selected
choice #1, then your sheet should look like this (show overhead #1) your total score
would be =3 for the first round.

Follow the same procedures for the other four situations.

Situation #2 involves the problem of population growth.

Note: Place appropriate overhead covering scores.

In your country live births per 1000 women are four times that of developed
nations; and even with a shorter life expectancy, wour population is doubling every
decade (and may be worse in the 80s if trends continue.)

Something must be done to prevent thls dramatic increase in population. These
are your options:

l. Educate people concerning the problem

2. Provide education and free birth control technology

3. Provide subsidies to families with two children if they will not have any

more kids.

4, Tax families for each child in excess of two

Se Free abortion-birth control clin
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families with more than two kids.
6. Enforced birth controls with no couples allowed more than two pregnancies.
This includes forced sterilization, penalties, severe fines, and public
condemnation for refusal to participate in the program.
Before making your decision, listen to what these citizens have to say.

Medical Doctor: 'We have already passed the critical point. If this nation is
ever to develop, we must take temporary emergency measures to cut our birth rate dra-
matically. One-third of our people are near starvation with thousands nylng each
year. We just cannot feed the increase and aid only postpones the problem.''

Religious Leader: 'We certainly have an .oiigation to inform our people about
the population problem. They are_intelligent, religious people who will take steps to
control family size naturally. Any proposal beyond this is tantamount to murder and
will be opposed by all moral men and women. Spend that money to feed the poor and en-—
courage the rich to share." '

Economist: '"Using taxes and subsidies should be enougzh to discourage overpopu-
lation.  Nothing should be done that imposes on the freedom of the individual."

Now deeide. (Keep schedule covered up until the decision is made)

Situation #3 involves foreign investment in your nation.

B Several major U.S. corporations want to open four plants in your nation with 50%
control by the corporation. You will be expected to provide land sites and 0% of the
funding for whiich the government will receive one~half the profits. This will reduce
unemployment by 23% and create a higher standard of living in your nation. These are
your cgtlans.

. Make the deal

2. Make the deal but ask for 60% of the profit
3. Give money to national business
4, Build state-run plants
5. Do nothing
Bafore deciding listen to these citizens.
Industrialist: '"We are opposed to this plan. The government pays too much of

the cost while receiving too small a share of the profit. It's not right for our
people to work to put momey into the pockets of American fat cats--give us the dollars
and we will build smaller industries, but it will 211 be home owned."

Anierican Business: '"This is a good deal for you. We are taking a big risk.
Many of the backers of this plan will not stand for any modifications.'

Now make your decision.
Situation #L4 involves education facilities.

The minister of Education has submitted a plan to upgrade your educational
system using funds set aside for econcmic growth. Additions will be made to your one
medical school and a new one will be built to serve the southwestern sector of the

nation. Two new universities will be built and others expanded if the full plan is

implemented. Your options are:
1. Build the new facilities
2. Improve facilities at one medical school and one university
3. Upgrade current state universities and the medical school
L4, Make no changes
5. Cut.expenditures for these facilities and use the funds for industrial

expansion.
This is what some prominent citizens have to say about your possible decisions.
3 Minister of Education: '"The future is our young people. Industrial growth,

better schools, better hospitals--all depend upon educated peaple to build and run them.
A small investment now will bring big dividends in the future."

Industrialist: '"Certainly these expenditures will stimulate growth in 20 to
25 years, but the crisis is now. That same money could be used to build factories
that could be producing in 18 months and provide thousands of jobs. Leave the future
to our children;j let's straighten out the present first."

Make your decisions.
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Sltuatlaz #5 involves decisions about income distribution in rour nation.
Tive percent of the people in your nation conmtrol 954 of the wealth (la=zd,
capital, =nd other natural resources). Even though 80 to 90% of your pesple f=rm,

less thare L% own their own farm. This is a major cause for political umrest. These
are your options:

1. Aid small farmers with low interest loans.

2. Raise inheritance tax on land which will free one to three percent o=f

the land per decade.

3= Reduce total acreage to 100,000 that one person may own. The formex

) owner will receive fair compensation.

b Reduce total acreage to 25,000 that one may own with reduced cmpensation.
S5+ Reduce total acreage to 1000 maximum that one may own with nocompe=sation.

Divide the land among the poor.
This is wwihat some prominent citizens have to say.

Coallege Student: "You are worried about riots in the universitie; ter—rorists
in the coountryside, kidnappings, etc. They wouldn't exist if poverty were elizni-
pated--dr—mstic measures should be taken now. Those fat cats deserve no cmpen=sation.
Thelr fatbhers have stolen from us for centuries.. The land, at least, shuld be taken
and giverz to the workers, the people."”

Le=wyer: The problem is certainly critical. We must not violate the rights of
some to p»rotect or improve life for others. I would support a;y measure that -=wwould
supply faair compensation to those who are asked to sacrifice.’

L=mndowner: 'Make loans available to the poor. Most of our farmers are will-
ing to sece11 our land for a fair profit, but force will not be tolerated.'

Ne»w make your final decision.

. Phase III: Wrap-up
It is advn.sable toe discuss the simulation. You should cover someof the basic

problems =f poor nations.
Diswssioon Questiong:

1. What =are the causes of world poverty other than those covered by thesimul=xtion?
2. Vhat =re some international solutions?
3. Do yo=a expect things to get better, worse, or stay the same?

Note: Tkre Schedule Goals are designed to fit realistic situations. Theteam" =
r==ting of goal will either lessen or strengthen the impace of more extreme
clkxoices. For example, if you selected choice #6 on Situation 2 ad Stability
wea s an important goal you would be hurt by that choice. The firstand
l=st choices tent to be more extreme opposites and will impact based upon
tize total goals choices.
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Handout 1

FACT SHEET
WORLD POPULATION: The world had its fim=—st billion people in 1500, It —*oockl25 years
to add another billien. The third bill=S on was added 30 years later by Z3.955 and the
fourth billion in 1975. It is estimatec—3 that one billion morevwill inh=abitthe earth
by 1983.

Poorer countries:

a) lack productive resources, particul==arly those of a high tecnology =—alibre (i.e.,
skilled labor, advanced tractors, meodern steel mills, etc.)

b) Have a low median age, which means #¥=here are more people under 18 wE=o all little
to national output.

¢) Have high birth rates but lowered desath rates due to modem medicine=.

d) Show an annual growth rate of .8% o= less on average.

e) Have 80 to 90% of the population eng=aged in marginally prodictive f=armiy.

[y

J0ALS:
Economic Growth - requires some ==acrifice in consumer gwds now: May need
outside help as well.

ljjiétiggl Stability - requires sE=rong military but should be cous=ledvith

increased demoaratic government ==and reform efforts.

Population Reduction = In order £=o0 enhance economic growth you m=st lring down

Improved Educational and Medical Facilities - Long run, economic well-being

Income Redistribution - Some effcort must be made to reduce incomee aniwealth
inequality. )

Decide the importance of these gc—als by placing 5 by the most imsortmt down to
1l in the least appropriate circles.
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Handout 3

Decision III: Nevwforeign Flar—=ts
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Handout 4
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Overhead 1

Situation 1 Options:

1. Purchase 1.5 billion in arms, inease= spending 10%

2. Purchase (%) 750 million in armsho e—hange in military size
3, Purchase (%) 375 million in arms cut spending 10%

L. Make only vital replacement purdises=s reduce army 20%

Schedule Goals - Purchase lrcEaase Purchase Only Vital Needs
all one—half one=fourth

Economis Growth -2 -1 o] +2
Stability +3 +1 -1 =3
Population Reduction 0 o 0 0
Eduecation -2 =1 *] +2

Income Redistribution =1 ~1 o 0
Situation 2 Options:

1. Educate-.. populace about the poplatieon problem

2. Education and free birth controliech=aology

3. Subsidies to families with only o k—ids

L, Tax on families with more than tw kie=ds

5. Free abortion and birth control lichneoliogy, incentives for sterilization
6. Enforced birth control

Schedule Goals 1 2 35 L 5 & -
Economic Growth o - +1 -2 +3 +4 +2
Stability =1 0 o =1 - =2 -3
Popalation Reduction =3’ =1 =1 41 +2 -
Edueation +3 +2 +1 o =3 . =3~
Redistribution +2 +1 C; 0 =1 =3
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Overhead 2

Situation 3 Options:
1, Make the deal with the U.5. businesses
2. Make the deal with your nation getting &6-O% of the profit
3, Give the money to national businesses
4, Use the monev and build state-owned/run ~ businesses
5. Do nothing

)
=
wn

Schedule Goals 1 2

}
Economic Growth +h +2 +

Stability -1 -1

r
+
[
1
4%

Population Reduction +1 o]

© o
O
+
\H‘

Fducation + +1 =1 -1

Redistribution #1 +1 =l =3 -4

Situation 4 Options:
1. Build the new facilities
2. Improve facilities at one medical school and one university
3, Upgrade current buildings
4, Make no changes

5. Cut educational funds and use to build pne=w plants

Schedule Goals 1 2 3 L 5
Economie Growth 0 +1 +2 +3 +4
Stability -1 0 0 -1 =2
Pepulation Reduction =3 =1 =1 +1 +2
Fucation +3 +2 +1 o =3

Redistribution +1 +1 0 o =1




Overhead 3

Situation 5 Options:

1. Aid small farmer vith low interest loans

2. Inheritance tax increase

3. Fair compensation, maximum farm size 100,000 acr
L4, Partial compensation, maximum farm size 25,000 a
5. No compensation, saximum farm size 1,000 acres

Schedule Goals
Economiec Growth
Stability
ngulatian Raduction
Education

Redistribution
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TALLY OF KATIONAL DECISIONS
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