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oddresses of publishers whose games and simulations, are included in
tile annotated list. Educators seeking new andlisefuf simulatibn materi-
als with which to ieach basic economic concepts. should find this
monograph a valuable tool..

F oreword

This publication reflects the continuing effort of the Joint Council ahd
the University. of Minnesota Center for Etonomic Education to keep
economic educators abreast of the latest noncomputep games and
simulations for teaching economics to elemeeitary and secondaty
school students.

, Since simulations and games have been widely accepted and used by .

Many edu6tors, this edition places less emphasikon the "how to do it"
aspects of classioom games than did previous editions. Also, the section
dealing %Oh-research on games and simulations has.bee condensed. It
now essentially consists of an annotated bibIiograft of recently
published studies of games and simulations. However, those doing
research in'this field should note that an extensiveannotated bibliogra-
phy of relevaiat unpublished research studies is available frorh the

. University of ktinnesota Center for Economic Education. The heart .of
this monograph is an annotated *list of games and simulations in
economics, and _the monograph closes with listini,s of other relevant
bibliographies, current journals, and newsleiters as well as the current

William E. Becker Jr.
° Associate Professor of Economics,

Indiana University .1

00,
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Introduction

'Classroom use of educational games and_sknulations it no longer in
its infancy. It has been nearly a decade since the first edition of..this-
bibliography was published. In education, yesterday's innovations often
lose populafity as fast as yesterday's baseball hero. However, this has
not Leen true of 'games and simulations..Following their introduction to,

ft precollege classrooms in the middle sixties, discussion of their educa-
tional worth .increased steadily. During the middle and late seventies
interest in 'the use of games and simulations consoiidated. Many
teachers riow use them, and new games are constantly being de-
veloped.

Because of the continuing popularity of games and ,simulations, the
Joint Council on Economic Education, recognizing its responsibility to
provide educators with up-to-date infOrmation on all facets of eco-
nomic education, has decided to isue'a third'edition of its bibliography
on the sbbject.

In September 1970, the Joint Council designated the Center for
Economic Educatien at the University of i1innesota as the national
depository fo; games and ,simulations in economic education. In the
years since, the Center has been purchasing and reviewing simulations
and games relating to economics.

Critris for Inclusion
The simulations and itames found in this publication *ere included (or
excluded) according to the follOwing criteria..

1. The simulation or game had to meet a working definition estab-
lished by the Cente for the terms,",educational simulation," "game,".

' and/or "simulation-game!' Literature in the field abounds with Con-
troversy over what is meant by these words. The developers'of this
project found the f011owing definitions of value: A

A learning ganiz is .a model of student interaction wAich.
usually involves a "winner," and the winner is a person who
has learned enough conient to win the. game. The game
essentially provides a, cojnpetitive setting for the learning of
subject matter.

Simulations are attempts tO model a portion of reality in:arr

1
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artificial or simulated situation by reproducing the
economic, or po!itical processes of particular systems of social
interaction. Students assume roles in the sYstem and try to
understand how the system operates by participating in it as
members, not as observers.

A simulation-game is a combination of these Models that tries
to use the role-playing features of simulations for learning how
a system op.erates and the competitive nature of games to
enhance student motivation. Most exercises available and
mentioned in this publicatitm have both oi these characteris-
tics. mik

2. The exercise had to involve the use of economic behavior, goals,
and/or concepts. This gave our project a very broiad range: some of the
games and simulations are restricted entirely to simulating economic
behavior; others deal with problems or concepts in ecology, urban
planning, and history. No matter. how diverse the range of subjects
covered, the games and simulations selectetl involve, at a minimurri,
'decisions about allocatioris and actiohs in response to scarcities of
supply. This criterion allowed our Project sufficient breadth of Purpose
to serVe a variety of Jeaching needs as well as. sufficient narrowness of
puipose to give the publication a central focus.

3. The game or simulation had to be applicable to thanyeducational
situations. Although this volume includes exercises primarily for the
elementary and secondary levels, some can be used in colleges'as well.
Business management games and advahced undergradua'te or graduate
level simulations were exkluded.

4. All the exercises inclUded had tc, be commercially and/or publicly
available. This was the most stringent test. In most other bibliographies
and publications dealing with games and simulations, many, of the
exercises are, unfortunately, not publicly available. In many instances,
the exercises do not ever become available,therefore readers begin to
doubt the credibility and usefulness of reference documents.

Undoubtedly, this project has ended with some errors of oMission.
Much excellent,work is done by individuals and schools that never
receives publicity and that is nev/er exposed to the outside world.
Moreover much is written and published but never widely distributed.

How to Use This Publication
Following the present introduction, Chapter 2 deals with constructing,
selecting, and using games in the classroom. After a brief statement on
how to make the most effective Use, of games and simulations, there is a
bibliography that tells readers where more detailed descriptions may be
fiound.

ChaptOr 3 provides a summary of findings and annotations in cuirent

2
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rese on instructional games and 'simulations in economics and the

. M4ted social sciences. This section can be useful to any eduCator, but
shoUld be of .greatest interest, to anyone wishing to conduct research.

Chapter 4 tontains an annotated,list of all currently available simula-
tions and games for theteachirrg of economics and related topics that fit 1
.the "Criteria'for Inclusion." This is the 'heart of the present publication.-
Each Annotation gives the title of the simulation/game; and its source,
subject matter, grade level(s), approximate playing time, Cost, numberi of participants needed, as well as' description of itt procedures'and
objectives.

. i
Chapter 5 lists other published games and simulations, bibliogra-

phies, and journals that address themselves to questions about games
in/I-Simulations. It also gives the names and addresses of Rublishers

,--- and/or distributors of the educational games ind simulations men-
tioned.

We hope that this publication answers a real need in the field of
economic education. We recognize that the use and availability of
games and simulations in economic education will continue to change.
Consequently, we intend that this publication, particularly.the bibliog-
raphy., be revised every two or three yeari to reflect these changes. We
also hope that re-aders will provide us with the names,and producers of
additional simUlations and games as they learn of their existence. Please
send the relevant information to .

Specialized Center for Games and Simulations fn Economics
University of Minnesota
1169 Business Administration Building
271 Nineteenth Avenue South

.
Minneapolik, MN 55455 .

ci
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Chootiing and Using
Games and Simulations
for Teaching Economics

Simulations and games may be new to some teachers. Many may not
know how or wheh to use them, what can be gained from their use, or
how to expect a class of students to react when.participating in such In
activity. While the Center for Economic Education at the University of
Minnesota was engaged in this project, a number of helpful guidelines
or insights.about these matters Began to stand out,

First of all, what is educational simulation-gaming and what can it
accomplish? Paul Twelker has made the Tollowing statement about the
potential of simulation in learning: "Simulation is .a means for letting
learners experience things that otherwise might remain beyond their
imagination, a means to practice skills safely and without embarrass-
ment .. ."

In order to gain maximum benefit from the use of simulation-games
in the classroom, teachers must realize that games and simulations
requi 4! as much or more teacblr preparation time asslo most other
classrbom techniques. They also require a change in the teacher's
classroom role, careful svganization, and clear, instructional objectives.
Games and simulations are not helpful in isolation; they must be used in
conjunction with other activities in a carefully planned curriculum unit
in order to be most effective.

The procedures for using simulations and games can be grouped into
four steps: (i) teecher preparation, (2)4student orientation, (3) playing
the exercise, and (4) review session.

7

Teacher Preparailon
Teacher rireparation:is 'probably the most important element that

, determines the-success of a same or simulation. The teacher must have
enough understanding of the activity's objectives, its procedures, its
pressurek and problems, .and the frustrations encountered in the
experience in order to operate effectively`as umpire, coach, provoker,

4
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sympathizer, leader, arid final authority. The teacher must switch roles
with flexibility and insight in order to keep the exercise going. A
teacher Must be well prepared to fill all those roles, which often require
not involving oneself in the actual play.

The activity selected should be congruent with the objectives of the
curriculum unit being taught. These objectives shoutd be explidt, well
thought out, and closely articuiated with the materials, media, and
method under consideration. Remember that games and simylations'
represent tools of instruction; by themselves they are no better or
worse than anyJother such tool. They should be used °only when the
teacher has determined that the game or simulation represents the
most desirable means to the instructional end.

After making a decision to employ a game or simulation, the teacher
should first play it with a practice group. Such a.group may consist of
friends, fellow teachers, or even one's family. The characteristics of the
practice group are not very impottant; 'the "dry run" experience is
trucial. It can expc4e the teacher to some or the confusion and
difficulties inherent in 'doing such activities. If it if: impossible to have a
dry run, then tine ought to try "walking through" the activity in his or
her imagination. In doing so; the teacher should: carefully read the
teacher and participant ma ilals; try to iniagine what confusions may

ready ro deal wi.th the possible confusions.
ially in the initial rounds of play, but with
rarely insurmountable.

arise among the students; b
Problems,always arise, espe
adequate planning the9 ar

jt
Studel Orientation
The ,students should be familiarized with the demands that will be !
placed upon them when they participate in the exercise. Atter the
teacher has given them a general introduction, they should, read the
participant manuals. If students are-unfamiliar 'with role=playing activi-
ties. time should be devoted t6 explanation and practke. If they seem
confused abcut the cqmplexities involved, give them reassurance, but
do not'spend much time trying to make all the directions and circum-
itancett crystal clear. That generally only creates more confusion. The
Jest way to understapd a game or simulation is to play it and work out
the problems as they arise. After the first round or two the participants
should ,kra,p the idea of the play without difficulty.

Playing the Gathe
The _teacher should, circulate among the students throughout the
activityot2serving, listening ,to pegOtiations, offering suggestions
when appropriate, and providing encouragement. The teacher must
also keep track of. time. The organization of time, the m ,ement from
round to, round, and insistence on behavior consistent yith the rules-of
the game are very important in most simulation-pme Strict attention

5
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s'hould be giv, to these. pr d iral details; Some students may
consider games as synonyttou ith "having fun,"and the teacher must
be prepared to link the futyith the education.

What should the .tea r if he' or she overhears an inaccurate'
judgment or observes participant responding in a way which will
probably .prevent the student &mit reaching the goal of the exercise?
Generally, a teacher should refrain from interfering. It is an inherent
quality of most games and simulations.that poor judgments are likely to
result in poor performance. Generally, players should learn by them-
selves or in their relations with other players that there are more
appropriate.strategies than those they are pursuing. If incorrect judg-
ments ar6 hot pointed out during play, there should always be an
opportunity, to discuss those judgments and behaviors in-the review
session that follows. The- reason a .teacher should not respond to all
errors noticed is preciselY to allow the players to get some of the factual
,ipformation confused. If the primary objective of the teacher is to
present only t ccurate, factual information, then there is little reason to
usesimuktions ard games.

It is important to remember that using simulations and games in the
classroom will invariably raise noise and activity levels. These exercises
require student interaction. Teachers will, have to decide what noise
levels are approprjate (students still have% to be able to hear-other
players), but they shduld not expect rki"rticipants to play in passive or
whispe-ring tones. If that -does happen it probably indicates that the
activity' is unsuccessful as a learning experience.

It is wise for both students and teachers to remember that the poet
Coleridge/. requested his readers to make a "willing suspension of
di.belief" while reading his poems. This is quite appropriate advice for
p;irticipants in simulations and games as well. All such activities are
necessarily dictortions of realityusually because of oversimplification.

'.As with all models, it is Impossible to simulate fully and accurately an
entire economy, system, .or problem, for many of the complexities and
variables are simplified or;even eliminated. As one participates in many
4iich activities it becomes easy to see their limitations and distortions. A
cynical approach can easily be used to rationalize not taking the

, activity seriously or questioning its usefulness. One must "suspend
. 'disbelief" and accept the activity on its Own terms and objectives while

participating in it. It is later, ih the review session; :hat the game or
simulation can be criticized in. terms of its internal consistency, its
interest to prticipants, its ability to meet its objectives, and the extent
to which it distorts reality.

Review Session
Review sessions are crucial to the Use of any game or simulation. Thai is
the time for parti.cipants to reflect upon and to draw conclusions from

.

6
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their experiences. QUestions of the following nature 'ire generally
appreciptiate:

What strategies did you use?
which strategies were most successful in accomplishing your goal?
Why were soirne strategies Successful while others were less success-

' fui?
What- concldsions (or inferenCes) can you make concerning the
operation of \thi4 3ysteM in real life? .

Do yaii think his activity was realistic? What other experiences have
'you had or o served that would verify your OpiniPn?

obt, How vitotilld y u change this activity to make it more realistic?

After studa2nts have played aukcl discussed an exercise, especially if
they enjokd the experience, thq-imay want to develop their own
simulation 9r game. This is often a very rewarding, although potentially
frustrating, experience for them. Adivity of this type usually requires
stUdents to use rjnient material and modes of thinking consistent with,

all categ,:.- ot Bloom's taionomy of educational objectives. Just ashteachers
offen claim that they have never learned anything as well as .

they did when ihey ha'd,oteach the material, designers of games-"even
amateurs.at ittypically feel thatdeveloping such activities is a valuable
learning experience. This niay be one rsason why many of the learning
objectives claimed by many simulation-game designers have never
I.een, verified by research. What the developers claim can be learned'
from playing the exercise may, in reality; be learned only from the
profess oi designing the exerCise.

If in reading this chapter sqme readers begin to develop.the nagg ing
sitspicion* that this discussion is not a ridging endorement of educad
tionui games and simylations as the only answer to all teaching Pr'ob:
lems, their critical reading antennae_are working well. To repeat.our
previou$ advice: although the games andlittufatLons in this publication
are an extremely useful qnd interesting part of thei n -learning
experience, thee, are onlj, effective as part of a total plan and wi her
suppqrt , i.e., other materials, other activities, other media:and a we
prepared teacher.

ANNOTATED REFERENCES

Choosing Games and Simulations
Abt-. Clark C., Senous Games: Wits, pa and Science of Games That
Simidate lite. New Yqrk: Viking'Pres3;; 1970. l

fhis book is written for the lay public in an effort to explain 'the
uws of educational games and simulations. It concentrates almost
excluSively on the work done by the'Abt organization. The book

13 7
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\ contains a series of anecdotes and suggestions but has no bibliog-
.:

raphy or references.

Abt;, Clark C., "Why EducatiOnal Games Win eonverts," Nation's
Schools, 80 (October 1967), 92-93 and N. .

This article suggests that educatiohal games and simulations mai,
offer achievement and motivation gains at costs less than those of
Iternative instructional methods. Techniques are defined, exam-
les are given, and hypotheses are made suggesting why simula-
ion games improve teaching efficiency.

Adams, Dennis M., Sirik ,tion Games: An Aporvach's to Learning.
Worthington', Ohio:Charles A:Jones Publishing Compahy, 1973.

The hook is a concise and practical guide to the understanding,
design, construction, and, use of simulations, games, and related
experiences for learning..

Aticinson, Fiancis D., "Designing Simulations Gaming Activities: A
Systems Approach," Educational Technology,18 (February 1977), 38-43.

The article presents a two-stage model for designing a simulation
game. The first stage, consisting of five steps, clarifies objectives
and determines whether a sifnulation approach should be used.
The second stage (steps 6-17) outlines the development prqcess
for a simulation game.

)

Baldwin, John D., "Influences Detrimental to Simulation GaminV`The
American Behavioral Scientist, 12 (july-AuguSt 1969), 14-21.

it is the premise of this article that stpdents learn best from
simulations which require them to develop adaptive' behavior
appropriate to coping with the simulated enviionment. The au,
thor contends that many educational simulatrons are biased by
structural defign or'i administrator effects.

Ball, Howard G., "What's in a Game?" Elementary School Journal, 77
(September 1976), 42-49.

The article provides a brief introduction to gaming,and simulation.
The introduction is follenved by an assessment inventory. The
inventory is divided, into nine basic categories and each category
contains a list of statements used to, assess the instructional
effectiveness of games.

4

,

Bjur, Wes "So You Want to Try a Simulation. Game?,Here are 'Getting
Underway' Suggestions," Simulation/Gaming,' 4 (March/April 1977),
4-6. , . (7

This ticle focuses on practical sugg,estidns for the game director 1

8
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in each of several stages: Preparation, The FaceOff, During Play,
Debriefirig and Follow-up.

Boocock, Sarane S., "Changing the Structure of Secondary 'Educ ion
,with Simulated, Environments,", Educatiorial TechnOlsogy, 7 (Fe uary_-1968), 3-6.

This article describes three rructural defects ih seandarY educa-'
tion that tend tc; discourage learning and discusses hok4'simulation
games can directly attack these structural problerps' in the secon-
dary,classroom.

Boocock, Sarane S. and E. 0. Schild, eds., Simulation Games in.Learning.
BeVerly Hills, Calif.: Sage Pubhcations, 1968.

In this book the adthors provide a ."progress resort on recent'
Otinking and firiclings" in the area of simulation samess"ed as'
teaching devices. They collected a series/of papers and research
projects that represenred the state of /the art at the time of'
publication. An extensive bibliography is also provided.

4

Carlson, Elliot, Learning Through Games. Wasbington,, D,,C.': Public
Affairs Press,1969. 1

This book.explao . how strategy games are being used by gt hools,
business firms, laLor .2nions, and others to achieve a wide range of
objectives. It provides Inklmation about the Use of games as
learning device at eie e.:Yientary, secondary, and college levels.
Emphasis is placed or, now games permit both academically.
talented ,:nd slow leame. ; 'so discover for themselves principles-
that govern social, poitical, and economic situations.

.Cassel,ltussell N., "i,..cructional Gariiing ,and Simuation," Contempo-
,rary Education, 45 (Winter 1974), 100-105.

The article provides a brief historical perspective On 'simulation
gaming and outlines twelve basic principles. It also, contains
several applications of gaming for school use.

Coleman, lames S., "AJademic Games and Learning," NAASF'
February,1968), 62-72.

This paper describes the unique, attributes 4and objectives of
academic simulations. Specific attention is given to structure and
goal formulations. A similar article describing the use of simulation
games developed at Johns .Hopkins tinivcrs2y.can also be found in
'a'earning Through Games," NM Jouinal, 5 (january.1967), 69-70.

Columbia Broadcasting System Films, Games Futurists Play. New York:
McGraw-Hill Book Co.: Inc., 1968.

This 26-minute color film int,roduce, viewers to the methods of

Aci 9
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role-playing while trying to solve future social problems. V' ers

observe two simulated situations.

Duke, Richard D., Gaming: The future's Language. New. York: Sage

I Publications, 1974. r

The central thesis of thk book is that gaming is a new form of
communication emerging suddenly and with great impact. Section
II eiPlores gaming as a communication form, and Section III
examines the design and use of games..

0, Easterly, Jean L., "Model Building for Simulation Games," Educational
Technology, 19 (Jaupary 1978);55-57.

The article is a brief summary of the gat:9e design process which
uses the game Decisions-as an exarnple.iThe emphasis is on the
importance of developing a falid model of, a real-wrld situation
and th en translating that model into an effective simulation game.

Ellman, Neil, "Before the Simulation Fails: Avoiding Potential Pitfalls,"
The Social Surthes, 68 (Nbv'ember/Dec, mber 1977), 251-253.

The artide gives ten suggestiqns for troubli-shooting a simulation.
. Emphasis is placed on teacher planning as the most effective way

to avoid failure.
. , .

Frick, Kathleen U., "Information Sources on Instructional Simulation/
Games from A to 7," Improving Human Performance Quarterly, 4.
(Spring 1975). 175-180. . .

This artide is a brief bibliograplq of 'sources on instructional
simulations -and games. The sources have beert screened with the
idea that eaeh should be readily usable bY the majority of readers.

Frith, Greg, "Choosing Games:. Not on Easy Task, but These Fifteen
Principles will Help," SimuIation/Gamitt&--3(Nowember/December
1976), 10.

The article's stated purpose is "to better inform the prospective
consumer as he or she attempo to select an appropriate game."
Fifteen criteria.fOr game selection are listed.

Gillespie, Judit'h A., "Analyzing apd Evaluating Classroom Games,'
_r_.Social Education, 36 (January 1972), 33-42.

0 This article provides guidelines for teachers in deciding what
garbes should be used to teach students. The criteria or guidelines
identify the games' problem, choices, moves, rules, organization,
and conclusifrms as crucial variables that can be analyzed. and
evaluated by the teacher in making his or her judgment. The
article explains the analysis in depth And uses specific examples of
how this analysis is applied to the evaluation of a game concerning
voting behavior.

10
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6Ienn, len .D., "S'imulations in the Instructional Sequence," .Social
-Studies, 681)anuaryjebrtlary 1977)7 23-26. fie." The article proposes several ways in which a teacher nett use a

simulation in a social studies unit. The'ptirpose of the strategies is
to permit the'teacher to think critically,about kow and when a
simulation may be used efficiently.

.

Goodman, Fred; d:Mini-System 'Exercise Is Dropped into the Public
Domain by Goodman," Simulation/Gaming, 5 (January/Fee Nary 1978),

This artide describes a simple simulation game that is designed to
illustrate some of the features of a system that works a bit like the
world works. It demonstrates such complexities as the confusing
relations among parts; the-difficulties of distribution, the negative
aspects-of what appear to be positive actions, and the difficultyof
setting goals.

.

Gordon, Alice Kaplan, Games for Growth: Educational Games in titse
Classroom. Palo Alto, Sciense Research Associates, 1970.

This book exartlines the origlin of games and their curreni uses.
It contains snecific descriptions of some available games and sug-
gestions on hoW to use them in the field and .ineludes a bibliog-
raphy of available games for use in secondary and elementary
classes.

Greenblat, Cathy S., and .Richard 0. Duke, Gaming and Simulation:
Rationale, Design and Applications. New York:. John Wiley and Sons,
1975.

This book -attempts to integrate theoretical aspects and pragmatic
4interpretations of simulations and games. It inclusles over thirty

articles by pioneers of simulation and gaming. There are four
major divisions, of the booloPart one is an overview'of the nature
and iationale of simulations and games. fart two deals with game
construction and design. Part three explores the uses of simulation
and games for edutation and ftaining. Part fou'r examines new'
areas of application. A bibliograPhy, guidelines for recording
game information, ,and a frarnework for evaluation are also in-
cluded.

r

Gunn, Angus, ",Educational Simulations,",in Focus on Geography: Key
Concepts and Teaching Strategies, edited by Phillip Bacon. Washington,

National Council for the-Social- Studies, 1970.-
This chapter describes simulations available-for use in' teaching
high school geography, reviews research on the effectiveness of
educational simulations, and ,summirlies the advantages and
disadvantages of using them as teachingochniques.

7
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Horn, Robert E., The dulde to Simulations/Games for Iducation and
.cLaining, 3rd ed. Cranford, NJ.: Didactic Systems, Inc., 1977.,

This guide contains descriptions of over seven hundred simula-,
tions and games for all fields and levels'of eduCation and training.
A discussion of its preparation and rationale is givon in'What Is It
You Want to Know," Media and Methods7 (October.197d)>42-44. ,

Inbar, Michael, -and Clarke SA 'Sto11,-7Gaiffel 3ind1.earnint,"- . .

. change, 1 (1970), 53-61. . .

The authors present a selected review of research pertaining to the
. effects of natural and eddcational games on the participants. They

point out the paucity of empirical findings in comparison with the
quantity and rope of theoretical advances and suggest lines of
research that seem potentially fruitful.

Inbar, Michael, and Clarke S. Stoll, eds..Simulation, and parning in
Social Sciences..New York: The Frce erest,1972.

This book primarily deals with simulations and game deign. It
generally describes the anatomy of simulation gaming from its
origin to the present. The design and construction phase is well
described through case studies of theactual constructidn prOcesi
by well-known simulation developers. Additional .design theory
complements the case study discussions 'and facilitates personal
game creation.

Maclean, Rupert, "Simulation and Games, with Particular Reference to
the Teaching of Econothics," Progrithmed Learning and Educational .

Technology,.13 (Iuly 1976), 12-17. !.

The article's aim is lo indicate some of the imost friiitfill.areas in
economics where simUlation can be-usefully adapted and to
specify the 'types of materials ivailable in this area for use within
the Classroom. a

4

McFarland, George, "Stretching;.Bending, Breaking Rules: How to Deal

with Cheating in Games." Simulation/Gaming, 3 (Novernber/Decem-
ber 1976), 19-n.

The article gives guidelines for dealing with cheating in games. It
gives alternative strategies And conditions under which the strate-

gies should be employed.'

MOskoviS, L. 'Michael, 'Simulation Revisited," nie ealarice Sheet, 52
--(November--1970);- 104i-106. .

This article discusses how the use of behavioral objectives and
r

simulation might improve instruction in business education
couries.

a
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Persons, Edgar, "It's an.Old Game in Vocational Agriculture," American
Vocational Journal, 45 (Sepjember 1970), 34-36. .

, This article describes some of the simulations currently in use in
the field of vocational agriculture.

Pinge, I., "Simulated Games and Learning in Economics," Narration,13
(March 1974), 6-11.

The article gives a brief rationale for the use of simulated gaiheiin
economics instruction and then four games which may be used:
The Stock-Exchange GaMe, ECONOMIC SYSTEM, The Market
Game, and Economax.

Rfatsf,"John R., Simulation and 5ociety. BOston: Allyn and Bacon, 1969.
This book discosses the entire field of simulation. It deals with
theoretical underpinnings, philosophical and methodological
considerations, research in the field, historical background of the
subject, and.the various uses of simulation.:

Rogers; Virginia M., and Marcella f. Kysilka, "Spujation Games: What
and Why?" Instructor, 79 (March 1970), 94-95.

This article gives a description of the -alternative uses of simulation.
gaMes in the elementary classroom.

Shirts, R. Garry, "Simulation Games: An Analysis of the Last Decade,"
Piogrammed Learning and Educational Technology, 13 (July 1976),
37-41. This may also be found in Simulation/Gaming, 3 (September/Oc-

. tober 1976), 5-9.
This article attempts to identify trends, problems, and poteniial for
simulation games. it examines the research, theoretical criticisms,
practical problems, marketing, and the future of simulation gam-:,
Mg. ,

Shirts, R. Garry, "Simulations, Games, and Related Activities for Elemen-
tary Classrooms," Social EdUcation, 35 (March 1971), 300-304. ,

In this article the author describes four elementary games (queen
Anne; the NASA Game, Explorers, and the Community Land Use
dan,se) and makes several suggestions on how elementary teachers
andltudents could construct their own simulations.

Social Studies Curriculum Center, Carnegie-Mellon University, The
Market GameUse of a Simulation Game. New York: Holt, Rinehart &
Winston, Inc., 1968.

This 30-minute black-and-white film demonstrates the inquiry
_ _ _

method of teaching social studies through theAge of a simulation
game from the Holt SOcial Studies Curriculum, edited by Fdwin
Fenton.

I .1 9
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Stadsklev, Ron, Handbook of Simulation Gaming in Social EdDcation
(Part One: Textbook). Birmingharn: Institute' oI Higher Education
Research and Services, University of Alabama, 1974.

This is Part One of a two-part book. (Part Two is a directory of
games and publishert). The handbook is intended as a textbook. It
consists of a collection of readings by experts in the field who
addr'oss the questiarm-Wiiati-i-Why?, How? in relation to simula-
tion gaminr..

Stadsklev, Ron, Handbook of Simulation Gamirig in Social Education
(Part Two: Directory). Birmingham: Institute of Higher Education
Research and SerViCes, University of Alabama, 1975.

Part Two of the directory is intendei to answer the qu stion
"where?" It lists over 250 pages.of gaffles appropriate forf use hi
the social studies. Each listing includes source, grade, time,tiartici-
pants, cost, and a brief description. In addition there is-a-Cul-is-
reference rlatrix which allows the user to_inderitify games by
subject area, grade level, and coi_ThErdiiectory alsoIi5ts gaming
centers, research, and bibliogfiphies.

Stopp, Peter, "Understanding and Evaluating the Use oi Simulations,ind
Games in Schools," Programmed Learning and Educational Technology,
13 (July 1976), 29-36.

The article takes the point of view that it ,is valUa o identify
what teachers are doing in the classroom. The auth. r attempts to
identify and analyze ,the factors educators should consider 'in
evaluating simulations:

Sullivan, James J., "Tholconomics Laborgoryi, UCSB," Simulation and
Games, 1 (March 1970), 81-91.

This article .is a description of an economics laboratory which
makes-extensive use of time-sharing computer systems in assisting
students better, tO relate economic theory to actual economic
experiences; it, allows them tà formulate their own economic
models and to conduct simulation experiences.

Linsey, P. 1., and' D. Unwin, Simulation and Gaming in Education. New
York: Barnes et Noble, 1969.

. Various -types of games and simulations are described ancf.ana-
' lyzed in this book, .4 well.as the advantages4af simulation and the

use of computers to create and control simulation and-gaming
models.

Thiakarajan.-SivaSailam,-"ed.,-"Current -Trends-in:Simulation/Gaming," .

Viewpoints, 49 (November 197.3). 100-103. -

-Thk entire issue of Viewpoints is devoted to simulation/gaming in

14 .
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th social4";tudies. The followins articles are included: "Realities of
Sirrilation/Gaming" (V-ix);:"Illinulaticib/Gaming as a New Teach-
ing 'Technology," Henry P. Sims Jr. and. Herbert H. Hand (1-8);
'Sim\ulation and Roleplaying in the Social Science Classroom,"
JOhn'\!. I ovell (9-20); and "Designing Simulation/Games in Social
Studie. Judith A. Gillespie (21;28).

Thiagarajan, Sivasailam, Design, Development and ValidatiOn of In-
strucsional Gaine.s. Bloomington: Center for Innovation in Teaching the
*HandiCapped, IndianaYUniversity, 1971. (ERIC ddcument ED 111 136,
available from Social Science Education Consortium, Inc., Boulder, CO
80302.) .

The paper aoplies.the programming process to the.production of
instructional \games. The process consists of seven steps: task
analysis and sOecification 'of objectives, design of criterion mea-
sures, designing the game, editing, develOpmental testing, valida-
tion testing, ancl\developing the instruction manual.

\

Thiagarajan, Sivasailam ed., "A N;3ecial Issue on Games and Siynulat
tions: Part I: Theory, ReSearch, and Design,".improving Human Perfor-
matwe Quarterly, 4 (Fall 1975)..

The entire issue is devoted to simulation gaming. The article by
Cathy S. Greenblat, "The Design . of Gaming/Simulations"
(115-125), and the one by Harold D. Stolovitch, "Formative Evalua-
tion of Instructional Games" (126-137),.are particularly relevant for
those who are interested in . games and simulations in social
studies.

Thwgarajan, Sivasailam, ed., "A Special Issue on Games and Simula-
tions: Part II: Applications, Trends, and Resources," Improving Human
,Performance Quarterly, 4 (Winter 1975).

The entire issue is devoted to games and simulation. The article by
Robert E. Horn, "Trends in Simulation Gaining" (16r-174), gives an
overview of the trends in simulation game development. The
article 1)1, Kathleen B. Frick; "Information Sources on Instructional
Simulation/Games frdmis to Z" (175-180), is also informative.

Thiagarajan, Sivasailam, "Technique: Keep That. Delicate' Balance,"
Simulatkin/6arning, 4 (September/October 1977), 4-8.

This article gives practical suggestions for the game leader. Thia-
garajan points out that the successful game feader is one who can
maintain th-e delicate balance between such *apparently opposing
etenwnts as carrful planning and intuitive implemintation, deci-
sive judgments and flexible performancr, etc...

ihk, Leslie U.. "What Is.Simulation?" American Vocational Journal; 45,
(Septemi:er 1970), 20-22.

15
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This article is a nontechnical explanation of simulation as a
teariling technique and how it can be applied to vocational
education.

Towler, John, Lisa Montgomery, and Judi Ward, "Simulation Games:
How to Use," Instructor, 79 (MarCh'1970), 96-97.
. Strategies and suggestions are offered to assist elementary teach-

ers in designing games for their courses or to adapt existing games
for use in their classrooms.

Tracy, Neal 'H., ed., "Simulatiorband Gaming," The High School Journal,
.7 (April 1974).

This entire issue is devotpd to simulation and gaming. It inOudes
the following articles: M. Eugene bilipm, "Trends in Simulation"
(265 272); Lewis E. Cloud, "Using Simulation Materials, in Socirl
,Stuthes Instruction" (273-277); John E: Harrington, "Linguistic
Enrichment and Simulation. Sttategies for Teaching Social Studies
Concepts to the Cultui fly Disadvantaged: A Revjew of the
Research" (78-291); William W. Joyce, "Selecting, Evaluating, and
Designing SimUlation Games for Middle School Social Studies
Classes" (292-311); Raymond E. Glazier Jr., "Gaming as a Vehicle
for Reflective Thought" (312-316).. and Karen C. Cohen, "The
Game of Empire as. a Tool for Thinking", (317-328).

Twelker, Paul A., A Bask Reference Shelf ,on Simulation and Gaming.
MOnmouth: Oregon State System of Higher Education, 1969.

_This._asanotated biblibgrarihy includes an extensive-listing of the- L- -
literature Ind organizations which deal with educational.simula-
tions and gambs. For a more comp'rehensive bibliography. by
Twelker, see also histructionaidimulation Systetris: An Annotated
Bibliography, Corvallis, Oreg.: Continuing Education Publications,
1969.

Unwin, Demuc, ed., "Special Issue on Simulation," Programmed Learn-
ing and Educational Techndlogy, 13 (July 1976).

This entire isSue is devoted to-simulation. Of particular interest are
"Simulation and Games, with Particular Reference to the Teaching
of Economics," by RuperA4aclean; "Understanding and Evaluat-
ing the Use of Simulations and Games in,Schools," by Peter Stopp;
and "Simulation Games'. An Analysis of the Last Decade," by
R. Garry %Ins. The ifiue also Includes five short simulaticin
exercises by Pat Tansey.

Wing, Richard L., The Production and Evaluation of Three-CoMputei- - -
Based Economics Games for the Sixth Grade. Yoiktown Hc;ghts, N.Y.:
Board of Cooperative EdUcational Services, 1967.
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.

This book giyes an extensive description .of the development of
three computer-based games, (Sumerian Ganie, Sierra Leone
Game, and the Free Enterprise Game). It contains a rationale,
examines related research, defines objectives, and provides tests,
for esaluation. Detailed bibliographies on computer-aided in-
structionand games are also presented.

Using Gaines'and SimUlations *----

Attiyeh, Richard E., ".Policy MIng in a Simulated EfWironment," in
Recent Research'in Economics Education, edited by Keith G. Lumsden.
Englewood.tliffs, N.).: Prentice-Hall, Inc., 1970.

This article explains and discusses the Macroeconomic Policy
Game developed by .the author. The equations determining the
model, the computer program, and collegiate student behaviors
are described in tietail. Suggestions for alternative classroom uses
are also provided. For discussions of earlier work with this game,

. see F. T. Dolbear, R. Attiyehf and. W. C. Brainard, "A Simulation
Policy Game for Teaching Macroecoriomics," American Economic
Reieiew, 58 (May 1968); and Richard Attiyeh, "A Macroeconomic
Modet foi.thetlassroom," in New Developments in the Teaching
of. Economics, edited by Keith G. Lumsden (Englewood. Cliffs,
N Prentice-Hall, Inc., 1967).

Boocock, Sarane S., !'Using Simulation Games in College Courses,'.'
Simulation and Games, 1 (March 1970), 67-77.

This article discusses the merits. and 'alternative ways in which
iiinulation games have been used in classes on urban sociology
and social psychology.

Bower, Richard S., "Computer,,Time-Sharing and the Teaching of
Economics," ip Recent Research' in Economics Education, edited by
Keith G. Lumsden. Englewood. Cliffs, N.J.: Prentice-Hall, Inc., 1970.

This, jiaper describes the use of computer-assisted instruction in
the teaching of 'college-level economics at Dartmouth College. A

. specific description is given of the rise of managerial economics
simulations and of two simulation games, GLOOM and MACRO.

CherryGlmes, Cleo H., "Simulaling Inter-Nation Relations in, the
Classroom,".in'Internation4Dimensions in the Social Studies, edited by
James M. Becker and Howard EV Mehlinger. Washington, D.C.: Na-
tional Council for the Social Studies, 1968.

, An 'explanation of the concept of social simulation is developed
and is illustrated w;th a description of Inter-Nation Simulation. An
earlier article describing Inter-Nation Simulation and its impact on
students' attitudes can be found in "DevOlopthents in Simulation

.17
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of International Relations in High School Teaching," Phi Delta:
Kappan, 46 (January 1965), 227-731.

:

Cohen, Karen C.,' "The Game of Erripire as a Tool for Thinking," The
High School Journal, 7 (April 1974); 317-3/8.

The purpose of this article is te indicate ways in Which productive
thinkirg based on a game experience can be enhanced. The Game.
of Empire is used as an illustration Throughout. A

Garrison, Lloyd., "Using Simulation Sets in High School Accounting,"
The Balance Sheet, 59 (October 1977), 74 ff.

The article gives some guidelines for the effective use of sim0a-
tion. sets. Suggestiorr for motivating, using guideposts, and evalit-
ating are included.

6eier, Charlene, "Prqject IN/VEST: Insurance SimulatioiS Insure0.earn--
ing,"*siness Education Forum, 32 (February 1978), 15-19.

The article ,is a detailed description of the use of a work-flow
model office developed to replicate job positions commonly
found in the automobile inSurance industry.

GuetzkOw. Harold, PhiliP Kotler, and Randail L. Schultz, Simulation in
Social and Administrative Science. Englewood Cliffs, N4.:.PrentiCe-Hall,
Inc., 1972.

,In thiS volume the authors compile a series of overviews and case-
examples of simulation in social and administrative science. Essays
on general simUlation Models, theories, and methods in a varies,
of fields. of social an'd administrativ,e scienee,are also included.
Actual case-examples of 'simulation support the essays. These
examples pthain to economic decision-making, psychologicar
behavior, political processes, urban affairs, arçJ municipal budget-
ing.

Humphrgy, Doris )., "Review of Siarpower," Simulation andtames, 1
(December 1970), 449-456.

The author,describes. classroom use of and playe., reactions to the
game of STARPOWER.

Jandt, Fred E., "'Kingscity' Is Factory in Classroom with Emphasis on
Communkation," Simulation/Gaming, 4 (May/June 1977), 14-17.

The article describes the use of Kingscitya simulation which was
modeled after the GM Lordstown facility.

Johnson, R. G., "Sirnulation Techniques in Career, Development,"
American VoCational Journal, 45 (September1970);.30-32.

This article describes how job experience simulation kits provide
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students"with opportunities to experience several different types
of. jobs. ,

Joseph, Myron L., "Game and SiMulation Experiments," Journal of
.Economk Education, 1 (Spring 1970), 91-96.

This article gives a review, of various experimental role-playing
market games at the college level The rote of the computer in
such simulations is also discussed.

Joseph, MyronLanabllip Saunders, 'Illaying the Market Game,"!in
Recent Research in EcOnomics Education, edited by Keith a Lumsden.
Englewood Cliffs, N.J. Prentice-Half, Inc., 1970.

This article describes alternative strategies and techniques for
maximizing the classroom effectiveness of the Wheat Market
Game. For other discussions and uses of this role:playing game,
see Myron L. Joseph, "Role Pl4ying in Teachirig Economics,"
Atherican Economic Review, 55 (May 1965), 556565.

1

Kelly, Robert, "Turmoil: A Simulation Game Dealing witkInternational
Oil Trade," Social Science Record, 23 (Winter 1976), 16-19.

The author describes a game which was created to help students
understand the compkxities of the international oil trade. It was
designed for use by ninth-graders but should be appropriate.for
grades seven through twelve.

Kourilsky, Marilyn, "Econolnics through Fable- Simulations," The Ele-
mernary Schobl Journal, 74 (December 1973); 149-157.

This article rePorts a study which was clOne to assess the level of
sophistication at which fourth-graders could learn specified eco-
nomic concepts through the Use ota fable-simulation method of

. instruction. It gives a fairly detailed account of the use of fable
simulations.

Kurfman. Dana G., and Ina M. Phillips, Using Siinulation to Involve
Students, Boulder, Colo.: High Schbol Geography Project, 1970.

This booklet is a High School Geography Project teacher training
kit in the use of educational games. SaMples of games used in the
High School Geography Project are 1Sresented and discussed to
familiarize teachers with the use of such exercises: '

Lumsden, Keith G.2'The Promises and Problems of Games and Simula-
tion," Journal of Economic Education, 1 (Sprir/ 1970), 85-90.

This review article discusses the impact of recent games in eco-
nomic education ,on the behavior, learning, and attitudes of
stud ,at the collegiate level. The Wheat Market Game, devel-
opeq Myron Joseph; the Macroeconcomic Policy Gatile, devel-
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oped by Richard E. Attiyeh pt aL; and the microeconomiccornpu
er simulation games developed by Richard. L. Schmalegsee are all

. reviewed and described in this article. A similar review liy Lums-
At den can also be found in Recent Research in Economics Education
'(Ellewood Cliffs, N.J.: Prentice-HA, Inc.; 1970)...

rI Maidment, Robert, arid Russell H. Bronstein, Simulation Games Defign
and Implementation, Columbus, Ohio: Charles E. Merril) Publishing' Co., 1973-.

,

This book provides, the reader with a concise description of the
4. e.o.dcteristics of simulation games. The authors provide a histori-

cal background for garoc-playing and address themselves to the
question of what is learned thrOugh games..An actual game,
Pollution Control, is included in the bobk and much of the book
revolves around the game, spinning out a step-by-step, systematk
approach to game processes, intricacies, and constructk -

.
.

Miller, 'Richard A., "Oligopoly ,and Merger: A Simple Classroom
Game," Journal dIconomic Education, 2 (Spring 1971), 142-150.

This article explains the use of Duopoly and Six Suppliers in
teaching college students about fundamental butiness behavior in

-. oligopolistic markets. The games illustrate the oligopolistic charac-
, t-eristic of ",mutual interdependence." The games and. student,

. rea ,,ons are described in detail.

Nelson, Warren L, "Simulation Review:' Ghetto,". Simulations and
Games; 1 (September 1970), 341-345.

This article 'describes the reactions cA sixth-grade students and
teachers from inner-city schools to'the game Ghetto. .

f
Neubeck, Kenneth J., 'Economk Inequality and,. Cultural Values,'
Teaching SociolOgy,14 (January 1977), 167-176.

a., The author describes a game 'which he has used in teaching
college courses in introductory sociology, social.problems, social
organization, and social skatification. The purpose of the game is
to make students aware Cif the.. relationship between cultural
values and inequality.

O'Gra4, James P., and J. Michael O'Reilly, "Mock Negotiations: A
Labor-Management Experience," Journal of Business Education, 52
(January 1977), 1810-181.

The article describes a tame,That is used in an introduction to
labos relations courses in junior college. The authors -suggests
certain procedures and groun'd rules based upon their own expe-
rience.

20 4,
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Shelly, Ann C., "Total Class Development of Simulation Games," Social
Education,.37 (November 1973), .687-689.

This ortide summarizes and evaluates a developmenlal model
whic'n has as its purpose the designing and validating of materials
and procedures for use in teaching groups of college students how
to Create original simulation gamt:s. The author describes the
"model for simulation game develdpment" in detail mnd con-
cludes from survey data that it has both the flexibility and sti ueture
necessary for classroom use.

Swerdlow, Robert,M.,."Money Is tke Motivator," Man/Society/Tech-
nologY, 37 (Febru-ary 1978), 14-15.

The articledescribes the use.of a simulation.that focuses upon the
eleMent of finance in the industrial model. It wa r. designed foruse
within an industrial arts laboratory.

Tanner, Thomas, "Teaching,abotit ,the Nuck:ar Power Controversy by
.Simulation," Social Education, 44:1 (November-December 1977), 588-589._

The article describes a 'simple 'Simulation which can be used to
. teach about the ,nuclear power controvers.y. A bibliography of

useful references is included in the artidp.

Wentworth, Donald R., "An Ev.aluation of the Use of the Marketplace
Game in Junior Colltie Econqmics," Journal of Economic Education, 6
(Spring 1975),

This Aide describes the 'use of the game as an initructional tool..
The evaluation.involves a comparison of:the name tei hnique with
moie traditional classroom methods.

P
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iimwissmonv

The Evaluation of
Instructional Games
and Simulations

Tile research on simulations and games in economics and the sodal
sciences has been disappointing. After more than ten years and over
hundred Audies basic questions such as: Are simulation gameseffective
means of teaching factual knowledge? Do simulations develop"thinkitfg
skills?. Are simulation games good motivators?. Can simlitions be
effective in changing attitudes? largely remain unanswered. Any an-

. swers yve have are quite tentative and lack suffident empirical support.
r In fact the only conclusion thit can be drawn from most of the basic

inquiries into questions such as those just listed is that some tend to
supportthe effectiveness of games and simulations and some,do not.

, Criticisms of the research aie not new. In the 1974 edition of the
present 'publication, Lewis and Wentworth wrote: "Most of the re-
search which has been accomplished in the field is suspect because of
inadequate testing proceduh's and researdo design, use of unsophisti-
cated 'statistics, and inability to determine important variables" (p..71). A
host of the later reviews are n% more encouraging. For example,
Twelker, (1976) comments: "More research has been conducted, but
there seems. to be just as much disagreement about what-simulation/
gaming' does, and how best it does it. One problemis that much of the
research is less than adequate with yespect tb its design and execution."
Reviews of the literature by Reiser and Gerlach (1976), lieitzmann
(1976). ,Ilunter arid Clark (1977), and Shirts (1977) all contain similar
statements. .

awry seem to be four fundamental problems that contributwo the
lack of successful research efforts. First, as Shirts (1977) points out, most
Of the research has been done on a small scale. Such research alMost
inevitably addresses only thoSe problems which a're easiest and cheap-
est to investigate. Second, there is no standard vocabulary tO define and
des( Ohe simulation games and the independent and dependent vari-
ables that are at work in them. Third, testing procedures are inade-
qu:ite, and the nwasurements emplo,,d do not seem sufficiently
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sensitive td the outcornes of games and .simulations. fourth, design
flaws such as-lack of randomization, halo and experimenter effeds,
undefined treatments, and lack of control of variables such as time
afflict many snidies.

This 'chapter contains bibliographies of research studies on gaming
and simulation. The first section lists reyiews and critiques of the
literature:The rapid increase in the number of stu,dies has in turn-led to
the proliferation of reviews. The second section annotates the studies
'themselves. Due to the large number of studies in existence and their
uneven quality, we decided to include only published.research results.
,However, an extensive annotated bibliography containing over one,
hundred unpublished references, of which two-thirds are doctoral
dissertations', has been prepared by the Minnesota State Center for
Economic Education and is available to interested persons at nobcharge.

4*

Reviews and Critiques of the Literature
Coombs, Don H., compiler-, Simulation and Gaming: The Best of ERIC

(August1976). ERIC docurrient* ED 126 891. .

Cruickshank, Donald R., and Gerald M. Mager, "Toward Theory Build-
ing in the Field of Instructional Games and 'Simulations," Prograrp-
med.Learning and Educational Technology; 13 (July 1976), 5-9.

_Edwards, -Stephen D., The Use of Descriptive Studies-in Simulation
Game,. Research (November,1975). Ed 115 67.

Heitzmann, William R., Social Studies Simulations and Attitudinal
Change: The Research Findingst(November 1976). ED 133 251. _

Hunteri.Robert, and Richard E. Clark, "Simulatidn/Gaming Research,"
Educational Technology, 17 I ily 1977), 44-46.

Reiser, Robert A., and Vernon Gerlach, Resc'-rch on Simulation
c.imes in Education: A Critical Analysii (April 1976). ED 122 831. Also
available in Shortened format in,Educationd Technology, 18 (Decem2

- her 1977), 1318.

Roberts,. Nancy, Simulation Gaming: A Critical Review (1976). ,ED 137
165.

Schran, Henning, and Dieter Kumpf, vEnvironmental Games in the
united states: A Review of a Decade of Confusion-" Siinulation and
Games, 3.(Decernber 1972), 464-476.

Shirts, R. Garry, "Simulation Games: An Analysis of the Last Decade,"
Programmed Learning and Educational Technology, 13. (hily 1976),
37-41. Also available in Simulation/Gaming, 3 (September/October.
q76), 5-9.

I lit dot uments are available from the Social Science federation Consortium, Int.,
( () HO 402.
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Twelker, .Paul 'A., "Examining the kesearat Evidence oft Simulation/,
Gaming," Improving Hurpan, Performance Quarterly, 4 (February . .

1978), 97-104.

Wentworth, Tionald R., and Darrell R. Lewis, "A Revielid Researth an
Instruction4 Games and Simvlations, in Social Studleilducation,"
Social Education, 37 (May 1973), 432-439. An adapted version of ,this
review appeared in the 1974'revision of the presenep ublicition.

Annotated List of Published*Studiason Social
Science Clames and Simblations

Alten, Layman E., Robert W. Allen, and James C. Miller, "Milirar4h4d
dames and the Learning of Problem Solving Skills: TheAVFF'N PROW
Example," Journal of Educational Research, 55 (September 1966), 22-25.

go This study examingd whetherlearning a game like WFF'N PROOF
aided in the development of more general problem-iolving'skills.
The California Test of Mental Maturity was used .as a pre- and
postinstrument. As 'compared,with a control group of Junior high
school studenti, the experimental grOup showed a highly signifi- .

cant change in the mean nonlanguage lc) score. A t-test analysis'.
was the,statistioal technique employed. An analysis of differences
between boys and girls indicated diet virtually-all of .the main
experimental differences were contributed b bo 's but that b
simply retaking the test the *girls changed al st as Much as the
boys. changed from exposure to the logka1 his result could
pot be explained.

Biggs, W. D., "A CoMparison of Ratiking and Relational Grading
Procedures in a General Management Simulation," Simulation and
Games, 9 (June 1978), 185-191.

The purpose of this article was tO ,compare multidimensional
objective criteria performance results when ranking and relational
approaches are used. Data were colleded froM student 'firms
which were dividet1 into two industries in the business policy
course using the game Ternpornatic IV (C. R. Scott Jr. and A. J.-
Strickland Itl, TernpomaticlMinagement Simulation [Boston:
Houghton Mifflin, 1975]).' A total of 98 stUdents-were
Each team was evaluated during each period using both- -The--
relational and ranking grading system. The authors conclude that -

the relational approach is superior to the ranking approach since
the former points up the magnitude of differences among corn-
peting teams and thereby provides more information. The authors
also indicate that reliance 'on mechanically generated scores can
lead to questionable grading practices.

Biggs, W. D., and Paul S. Greenlaw, "The Role 'of Information in i
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Functional' Business Gime," Simulation and Gerios7 7 (March 1976),
53,64.

The basic objective of this stiidy was to examine the impact of
vrying amounts of information on decisions and performance ifl .

FINAtIStM1P.-. S:--Greenlaw Wyjnati,:+!Thereithinif------ -7--
- Effectiveness Of 'Games in Collegiate Business Courses," Simula-

,

tion carries; September 1973). Thirty-two-teams were divided into
groups *A, B, and C. Group A received minimarinformation, Group
B' moderate information, ,and GrouP C extensive information. 'A
one-way analysis of variance was .used to inalyze the data. The
results indicated the teains playing FINANSIM wlth" varyin
amounts of information can make similar decisions through
game play. However, the results also indicated that simitatity
decisions does not necessarily yield similar performance. t.

. ,

Blalock, R..0., apd D. Brenenstuhl, "Rolef-Preference and Vested
. 1

Interest in a Bargaining Environment," Simulation and Games 9 (MarCh.
1978), 53-65.

EigFity students 'in an undergraduate wage andialary administca-.
tioh course were assigned to management-labor roles in a bar-
gaMing simulation 'based upon. their preferences. Four types of
groups resulted: (1) Congruent Management, versus Congruent
Labor, (2) Congruent Management versus Incongruent Labor, (3)
Incongruent Management versus Congruentlatgn and (4) Incon-
gruent Management versus Incongruent Labor. Four hypotheses
'addressing the relationship, of thest conditions to attitudinal
change were tested. Results were inconclusive although* they
indicated That assignment on the basis of previous attitudes tended
to be influential in affecting the attitudinal change of the partici-

.

,
pants.

Brenenstuhl, D. C., "Cognitive versus AffectiVe Gains in ComPuter
Simulations," Simulation and Games, 6 (September 1975), 303-311.

The purpose of the study was to examine the' affectkie and
cognitive gains of .students using the computergame The Execu-,,,
tiye Game. Two sections of a sophomore-level management
course served as subjects in the experiment. Frorn'the results of
this experiment it can be concluded that the simulation experi-
ence 8isplayed some cognitive benefit to the stdbents when used
as an adjunct tool. There were significant diflerences in attitudes

4 between tFle groups.
a f

Cabell, D. W. E., "The RelevanCe of a Management Game," Simulation
.ana Games, 5 (June 1974), 1017211. Pl

This study examined Niro hypotheses: (1). that the degree of
specialization within the.group;structure is significantly related to
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gudent perceptions of relevatice and (2) that the leader's style of
interacting with student specialists is signiiicantly jelated to stu-
dent perceptions of relevance. Relevance is defined, as student
perception of the relationship between their activities, decisions.
and- interactions in- theLgame_and_those_ dutiesAecisions,
relationshiOs which they, expect to be present in the real.world.
The originol sample consisted of 216 male and female upper-.
division students who were taking courses in business administra-
tion. Sample. size was reduced to 171 students because some
students failed to turn in questionnaires and some groups did nol
have the required six students. Neither the specialization nor
leadership style variables were shown to be significantly related to '

the students' perceptions of the Managementiame,as an opportu-
nity for gaining knowledge about the decisions and relationships
whiCh 'a manager would encounter in ttie real world. i

r

Calkins, Ralph N., "A Computerized Model of Exchange as an Aid to
Tekhing Price Theory," Journal of Economic Education, 1 (Spring 1970),
97-103..

This study evaluated the effectiveness of .a computer-assisted
instructional model of exchange as an aid to,teaching students in'
college economics. In a specially constfuctecl test, postscorel for

. the control group were significantly below those for the experi-,
mentargroup. Exposure to the computer model seemed to be the
best expration of the superior pTfro-fmanceof the experimeffil
group, although there were other variables inftuencing the results.-

Carranza, E.. ''An,Assessment of. the Star Power Game," Simulation and
Carves, 5 (JuneN74), 219-221.

A validity assessment .of-the game STARPOWER by. means of .a
questionnaire, administered to students who participated in the
game was undertaken in May 1972. There was a total of twenty-five
respondents. There were thirty-eight items descriptive of both
"pOsitive" and "negative" perceptions of conflict between groups'
arising Qut of 4 scarcity of resources environment. A "Routine
Percount" program was used in this exercike. Percount provided
frequency distribution tables of the thirty-eight items of the
questionnaire. Generally, responses to questions indicated that
conflict betvieen the groups in tlyis *sample was due to (1) a
perceived abuse of power, (21 a pekeiVed arbitrary imposition of
rules and.policies by one group, and (3) a perceived Inequitable
and unjust distribution Rf resources. In' sum, 100 percent of the
respondents believed that some' useful knowledge about the
generation of conflict can be attained from the game STAR.
POWfR. In addition, with nine out of twelve items descriptive of
relationlsbetween the gameand our society, 50 percent and above

3
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perceived that conditions of conflict within the game were reflec-
tive of conditions in society.

Chartier, Myron. R., "Learning Effect: An Elperimental Study of a
Simulation Game and Instrumented Discussion," Simulation and
Games,-3 (June1972), 203-217...

This study attempted to determine what effect linking discussion
with simulation pmes had upon cognitive and affectiye learning
outcomes. Six cogn:tive learning otitcomes, ranging from simple..
to 'complex, were measured io dete*Ile the degree and type of
knowledge learned. Attitude measUres Were used to quantity
learning in the lffective dchiain. Simple analysis of 'Variance
coupled with Durican's new multiple range test for unequally
'replicated Means was used. ,The study indkated that the proce-
duKe of coupling simulations with 'cliscussiOn did not provide
sig1 ificant chahges in content-learning outcome but it did signifi-
cantly influence affective learning.

- ad,

Cherryholmes,, Cleo H., "Scae Current Research on Effectiveness of
Educational Simulations: implications for Alternative Strategies," The
American Behayiiqral Scientist, 10 (October 1966), 4-7. .

The-author revieWs six studies involved with testing the effective-
ness of educational simulations. The reYiew indicates that only one
hypothesis was validated: students report moreinterest in simula-
tion activities than in more conventional classroom exercises.
Learning and-attitudinal changes resultingsfrom simulations maY
hot Lle .as great as claimed. The author suggests some alternative
strategies for using educational simulations: (1) have studenti
design or revise an educational simulation; (2) have students
attempt to validate the theory of the game with real-life data.

Craig, C. S., and A. Brown, "Spatial Diffusion Of Innovation:. A
Gaming Approach," Simulation and Games, 9 (March 1978), 29-52.

Graduate ,business students at Ohio State 'University played the
New Pioduct Marketing aame (PROMAR). Follow up interyiews
designed to determines player itrategies as 'well as number of
outlets opened per time period and outlet Thcation were ex-
aniined. The purpose of the study was validation. The authors
wished to determine whether the relationships observed from
game play Were consistent with accumulated empirical evidence
and theory in geography, marketing, and regional science. The
evidehce did support this conclusion.

DeNike, Lee, "An Exploratory Study of Cognitive Style as a Predictor o(
Learning from Simulation Games.". Ph.D. dissertation, Kent State Uni-
versity, 1973.

27
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The purpose of this study was to'utilize the cognitive style theory
of Hill to determine whether any cognitive style elements are
related to learning from simulation games. Twent0our fifth-
graderi participated in the Bow and.Arrow'Hunting Game and the
CrOssing Place Hunting Game. StUdent 'achievement was deter-
mined by calculating a gaM score. The cognitivestyle profifeswere
mapped a test battery provided by Oakland Community
College. The analysis led to several hypotheses. First, students who
derive maximum cognitive knowledge from simulation game
activities are likely to be those who (a) speak and listen well, (ii)
acquire meanirig from, sound, (c) empathize, (d) apparently are
influenced by their peers, (e) can .but usually do not exert their
individuality, and (f) reason according to rules. Second, stuaents
whwderive the least cognitive knOwledge can be described as-
indivOuals who (a) do not speak, listen, read, or write well, (b),
have )difficulty empathizing, (c) seem to be physically well-
coor4inated, (d) exert their individuality, and (e) apPear to be
infl nced by their .peers in a positive but minor way.

short report oi this study is available in Simulation and Games,
7 (March 1976), 65-74..r

DiMarco, N. I., and I. R. Hotfmeister, "Influence of Personality
Performance in a f inancial Management Simulation," Simulations d
Games, è (September 1977), 385-394.

2 Ninety-eight upper-level students participated in thi Financial
Management Decision Game (FINGAME) as part ,Of their course
requirement. Personality characteristicr were measured by the
Edwards Personal Preference Schedule (A. L. Edwards, Perso(ial
Preierence Schedule . (New York: Psychological. Corporation, .

1453), Personal .Orientation Inventory (E, L. Shostrum, EITS Manual
for the Personal Orientation Inventory (San Diego: Educational
and Industrial Testing Service, 1966), and the Roiter I-E Scale (1. B.
Rotter, "Generalized Expectencies for Internal Versus External

. Control of Reinforcement,", Psychological Monographs General-
ized and Applied, Whole No. 609, 1966). The study demonstrated'
no significant relationships between personality variables and
performance. I.

Dittrith, J. E., "Realism in Business Games: A Three-Game Compar-
ison," Simulation and Games, & (June 1977), 201-210.

The purpose of this paper. is to describe a research study in which a

comparjson is made of the perceiVed realism of three popular
computerized business management-games. Six classes of business
policy students in two universities were asked to provide percepr
tual data on the realism of the .computerized business matiage-
ment game which :they were currently using; A total of 203
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respondents completed the questionnaires. The findings indicate
that there is a significant difference in perceptions of realism and
.the learning contribuliorts of the games. -

Dooley,,B. I., "Research on the Market Game," in Economic Education
Experiences of Enterprising Teachers, editecrby Geordepawsori. New
York: Joint -CoUncil on Economic-Education,1969. Vol. 6 p. 70.

This study compared performances between fourth-grade stu-
dents taught with the Market Game, which was developed for use
in the University of Chicago Elementary, Economics Program, and
)ourth-grade students taught by? &conventional lecture method.
Although the adjusted mean score of the experimental group was
higher, no significant differences in cognitive performance were
found. However, more participation and enjoyment on the part of.
students using the game was observed.

Emery, E. D., and T. P. Enger, "Computer Gaming and Learning in an
introductory Economics Course," Journal of Economic Education, 3
(1972), 7715.

This article is an attempt.to evaluate three coMputer games. The
"hands un" access to a computer .or terminal permitted studentS
to play the game(s) at their convenience. The computer provided
immediate feedback about the students' decisions. The results of
the effectiveness 'of these games are based upon pre- and post-test
scores which tested simple application, complex application, and
recognition-understanding.- Significant-results-were-observed-in
performance when game-playing was used as a technique 'of
instruction as compared to customary teaching .procedures.

Fpnnessey, G. Ni.; S. A.
v

Livingston; K. J. Edwards; S. J. Kidder; and A. W.
Nafziger, "Simulation, Gamins, arid ,Conventional. Instruction:' An
FXperimental Comparison," Simulationand Games; 6 (September 1975),
288-302.

This article presents the findings Of an eiperiment that compared
the effectiveness of a simulation,,exercise, a simulation game, and
conventional instruction at the elementary and junior high school
levels. The subjects were 1,874 students in sixty third-, fourth-, and
eighth-giade classes in Catholic parochial schools in the Baltimore
area. Multivariate analysis of variance was conducted on each set .

of classroom Mean scores, The most strikint.feature of the results
is the small size of the differences aMong *the three, treatment
grcups. For ;0 practical. purposes, the three treatments were
equally effective.

Fisher,.iudith F., "Competition and Gaming: An Experimental Study,"
Simulation and Games, 7 (September 1976), 321-328.
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of
This study was directed to the heed for further research into the '
function of competition as a characteristic of educational games.
The effects of variations in competitive form on the cognitive _

learni ng outcome of an educational game were studied. The three
competitive forms were: one-to-one interpersonal competition,
one-to-lwo interpersonal competition, and one-to-one inter4
group competition.- TKe -expetTmentar- tfeatment uiiluiidTThe
Dictionary Game. A post-test-only control group design w'as
employed using ninety-six undergraduate students. Students who
played the game scored significantly higher on the post-test of
cognitive skills. Students in the one-to-two competitive format did
best. ris

Fletcher,, J. L., "The effectiveness of SimUlation Games as Learning
nvironments: A Proposed Program of Research," Simulation and

Games, 2(1971), 425-454. .

This article presents the need for sound evaluative research in the
area of games and simulations. Key problems in the structuie of
current game Models are identified and discussed with evaluation
in mind. A distinction is made between dependent and indepen-
dent_ variables and amethod of evaluation of proceis and content
acquisiton is discussed.

ranberg,-D.; .1. S. Stevens; and S. Katz, "Effect of,Communications on..
Cooperation in Expanded Prisoner's Dilemma and Chicken Games,"
Simu4on-attd-Ciamgune4975),-466-187.

forty-eight pairs of subjects each played sixty trials Of a, 5x5.non-.
tero-sum game. Half of the pairs were men and half were women.
Half the pairs played the Prisoner DilemMa 'Game while half
played Chicken. 'FUR had an opPortunity. to coMmunicate by
sending one or more of nine structured Messages after trials'15,30,.
and 45, while the other half took a break.with no communication
after thesame trials. The experiment was a 2x2x2x4 (sex by game
by coMMimication b); blocks) factorial design. Both game and
communication produced reliable and significant effects. A replt-
cation of the study was done. adding an Unstructured communica-
tion Condition to determine whether it was the structured nature
of the Communication which was responsible for the strong effect.
This .study involved sixty iemale sUbjects;.again the communica-
tion effect was large and highly ri.liable. ,

Groonw, A. 1., "Interaction Effects in Life Career Simulation: Sex and
Ability of Role and. Participants," Simulation and Games, 7 (September
1975). 112-.319,

the problem was to assess the effects of participation in a-simula-
tion activityLife Careeron high school students. The study

,
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examined theinteraction .effects of the individual differences,of
the players, of the roles they take, and of the teani partners. From
the eleventh-grade population of nine high schools in Regina,
Saskatchewan, Canada, blocked by sex a n d ability, sixteen stu-
dents per block in each' school were 'randomly chosen and
alternately assigned to experimental and control groups.,The data
were.- tested with a factorial design and a fixed effects analysis.ofi
variance. Since there was no increase in career maturity after the
simulation experience and since the experimental design had a

great giower to .detect small differences, it was conduded that if
the simulation We Career-did affect vocational development, the
measurink instruments did not detect them. Lack of reliable data
on the intervening variaPle role-taking was disappointing since
generalizations could not be made from the observed differences.

Hoffmeisterij. Ronald, "Influence of Personality,on Performance in a

Financial Management Simulation.," Simulation and Games, 8 (Septem-
ber 1977), 385-394.

1
This study is based upon the Financial Management Decision
Game by Brooks (L. D. Brooks; The Financial Management'Deci-
sion Game (I-jomewood, Ill.: Irwin, 1975). The subjects were 118
'college upperclassmen..The peisonality variables of achievement,
order, autonomy, and endurance (Edwards Personalf4eference
Schedule 1953), time coinpetence (Personal Orientation Inven-
tory, Shostrom 1966), and Locus of Control (Rotter I-E Scale '
1966)all three are fully identified in the entry for DiMarco and
Hoffrneister, abovewere measured in a combined question-
naire. Ninety-eight of the questionnaires provided usable data
Results of the study failed to support the hypothesized ritation-
ships between performance, (as measured by accumulated game
wealth) ard the personality variables.

Lee, R.'S. and A. O'Leary, "Attitude and Personal4 Effects of a Three-
Day Simulation.," Simulation and Games?? (September 1971), 309-348.

Thic study used a controlled experimentlo investigate the learn-
ing eifects, as measured one month later, of a three-day version of,
the. Inter-Nation Simulation. The participants in this experiment
were, high school seniors. The article .identifi S.. many positive

4'asfiumptions,regarding the -Use of games a'hd ti ulations in th4
classroom, describes-the.experimental desijgn use , pretents ac-
tual observations and discussions, and supplies the r ader with the
results of the experiment. The results Were et dinerb s and varied.
Generally this simulation generated a sig9ificant amount of reflec- `"*,
live thought and taught process and personality chlracteristics to a

high 'degree. 1 lw games did not. have a detrimental effect on
((Intent.
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Livingston, Samuel A., "Effects of a Legislative Simulation Garite on the
Political Attitudes. of Junior HigK School Students," Simulation gand
Games, 3 (1972), 41-51.

This is the report of two investigations of the effects of the. garne
'Democtacy on the politiCal attitudes of Junior high school stu-
dents.*The game focuses on the process of logrolling, which the
players,. assuming the roleof-congressmen-,--quickly-diseo+er to be
the Most effective way to satisfy their simulated constituencies.
The testing instruments were designed iv the investigator. The
population used in the study...were eighth and.ninth-grade stir-
dents from neighboring schools in Baltimore. The results indicated
that' students became more tolerant of 'congressional logrolling
after playing the game. No evidenCe was found .to indicate that
students had improved feelings of political efficacy or that their. '
interest in politics .changed. Finally, no correlation was found
betwben the changes in students' attitudes and their understand-
ing oi the game.

lloyd, John W., "Role Playing, Collective Bargaining, alithhe Measure-
ment of Attitude Change," Journal of Economic.Education, 1 (Spring
1970), 104-110.

This study examined whether attitudes are affected by role-playing
in a collective bargaining simulation and whether any change in
attitude is related to the role played. Students were given pre- and .

postquestionnaires on reactions to statements explaining labor-
management_conflizt; Chi cfprare_statistkal analysis was employed.

. The results were inconclusive. 1

Marston, Glenn .F., and Kenneth 'S. Lyon, "LeaTning and Attitude
Change of 5tudents Subjected to a Nation4 income Similation Game:
Some Further Evidence,"qournal of Economic Education; 7 (Fall 1975),
20-27.

The article'reports three studies done in 1970, 1971, and 1972 at the
Utah State University Center for Economic Education. The study,
Which was performed on a large introductory college macroeco-
nomic cthss, showed that poor students were penalized in terms of
achievement for having participated in the simulatir while very
good students Vpiared to have been aided by the simulation. The
1971 and 1971 studies used a matching procedure rather than
random assignment to experiment-al and control groups. Taken
generally, the 1971 and 1972 results would indicate that for all
levels of ability the students who participatbd in the ecOnomic
games benefited from their involvement, although'some of these
i:esults are not significantly different from zero at the 95 percent
level.

32
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Marstcr, Glenn F., 'Kenneth Lyon, and Richard Knight, "Learning and
Attitude Change of Students Subjected to a National income Simulation
Game,'in Research Papers in Economic Education, edited by Arthur L.
Welsh. New York: Joint Council on Economic Education, 1972,159-170.

The authors used a systematic statistical procedure to evaluate the
'effects of a national incor9e simulation model on student achieve-
ment and interest. Two experiments took place, one on a college
level; the other on a high sChool level. I nikith'experitnents- control
and experimental groups were used. The control groups experi-
enced the sarne teaching process except that they did not take part .
itt the.simulation experience. .

The results indicated that the conventional teaching method
supplemented by a national income simulation model iv neither
superior nOr, inferitir to the conventional method as far as under-

; standing of macroeconomics principles and interest in econoniics
is concerned.

1.

,

Marts, John A.,."Paying YOur Way: The Development and Evaluation of
a Perional Finance Simulation Game," Simulation :and Games, 8 (June
1977), 189-200.

The author describes the development and evaluation of 4 per- .

sonal finance simulation game. The game was evaluated by an ..
author-written aciovement test. Reliability and validity data are
reported. Student 'achievement was evaluated with respect to sex,
grade-point ratio, and socioeconomic status..,Stude9ts in the'study
did learn certain aspects Of personal finance and career awareness
f am ptayIngthegatine-regardtess-ofthet r sex, social-statut-grade.-

oint ratiOs; or whether or not they won the game. ..

, , ,\
. ,a 0

McK.eriney, James L, and William R. Dill, "Influences on Learning in
Simulation- Games," The! American Behavioral Scientist, 10 (October
1966), 28-32., . , . ,

Thi s study measured and evaluated the relative performance'of
-.650 \busitless administration students grouped into twenty-one
teams p:aying a college-level management simulation. The study
evaluated student attitudes, influence pf faculty on student behav-
ior, ary composition of student groups on team performance. The
results indicated that (1) studerks did not perceive their goals well
except \for the groups attempting to concentrate- on profit-
making; \(2) students did not evaluate their exPerience in depth;
(3) teams experienced in simulation did not do better than
inexperienced teams; (4) consulting by faculty was misunderstood
and resenied by students; and (5) differences in ability influenced
how ydell st\ udents played anunderstood the game. .

;

;1 9
\ .
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Remus, W., '.'Who Likes Business Games?" Simulation and Games '8
..(December 1977), 469-480.2. '

,tighty-eight undeigiaduate students in an introduction-to-
business course played the Executive Game, with each subject
acting.as an indepehdent firm. A questionnaire was designed to
measure the student's attitudes toward the game' experience. The,
auestionnaire data were analyzed in conjunction with data on
final team rank and return-on-investment (ROI). Results indicated
a strong linear relationship between final team rank and enjoy-
ment.of the game. High-ranking teams liked the game better.

Robinson, James A., tee F. Anderson,f Margaret, G. Hermann, and
Ribard C. Snyder,."Teaching with Inter-NationSimulation and Case
Studies," American Political Science Review, 60 (March.1966),. 53-6g.

This study compared the relative effectiveness of simulation and
ose studies-as supplemental units ,of study for undergraduate
political science 'students. Chi-square and t-test statistical tech-

. niques' were employed to analyze data on student altitudes,
student behavior, and Cognitive learning. No significant differ-
ences were found, 'but some indirect complex relationshipS did
exist and were identified. f

,

obinsbn, J. N., "Are Economic Games and SimufatIons Useful?: Some
Evidence. from an Experimental Game," Simulatfon and Games, 9

.(March 1978), 3-21.
An economic policy game was played, with teams from 228 British
schools. A' follow-up questionnaire asked six questions in a choice

. response format: (1) Did the players enjoy'the game? (2) Would
you like to enter again next autumn? (3) How .difficult did the
players find the game? (A) How did ybu use the game? (5) To what
r1ctent did you integrate the game into economrcs teaching?
,*and .(6) Have you any general comments on the game? An over-
whelming percentage of the responses to thesequestions was very
positive.

11

Schellenberger,, R. E., and F. G. Boseman, "Business Ganiing: An
Empirical Appraisal," Simulation .and Games, 5 (December 1974),
383-402.

14

'the purpose of.this research is to test hypotheses regarding the
perceptions of students toward management games as a teaching
aid, especially in the business policy course. A,second purpose is
tO test actual learning attainment. The sample included 74 students
in four sections of, the business policy course taken by graduating
seniors at Temple University. Students were randomly assigned to'
the control and experimental conditions, The control groups used
four cases while the experimental groups played the Executive
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Game. A qu.!stionnaire was administered to all groups during the
final class period. The questionnaire dealt with (1) interest and
mbtivation, (2) attitudes, ..and (3) perceptions of learning. Actual
learning was assesied through performance on a short case. The
results indicated no significant differences between the experi-

, mental ar.ct control groups on these variables..

Schi Id, E. 0., "The Shaping of Strategies," The American Behavioral
.Scientis:,10 (November 1966), 1-4.

TIN& study suggests that previous reseacch in games and simulation
has been inadequate because it measured the wrong variables.
Most variables previously measured are Unrelated to the kinds of
behavior needed for winning. The researcher suggests that simula-
tions shape student behavior by reinforCement (winning) and that
this is how games.should be evaluated, i.e, does the sittulation set
up contingencies which- reinforce effective strategies? The study
used four groups of secondary and college students playing the
Parent-Child Game. By computing gammasjor eactuound in the
game, the study found consistency from group to group in the
type of strategy used by players to win the game. Conclusions
indicated That the behavior of players was shaped by the structure
and rules of the game, not other influences, and that strategies.
learned1 in one game were transferred to another.

Sharon, S., and C. Colodny., "CouTelor: A Sjmulation Game for
Vocational. Decision-Making," Simulation and Games, 7 (June 1976),
193208.

The purpose of the stuuy was to ev ,luate the game Counselor with
respect to four hypotheses: (1) students will have a more differen-.
tiated craicept of personality, (2) students will be more aware of
the potenfiaily wide range of Occupational clooices, open to
people, (3) students w11 be aware of the temporary and alterable
nature of occupationat.decisions, and (4) students will be aware of
the environmenTal and _personal factors which- can ,influence
occupational decisions. The subjects were.students from the tenth
and ekventh grades in a voi..ational high school in Israel. The
game's effectiveness was assessed bv an open-ended question-
naire designed to elicit the extent to which students achieved the
objectives. An analysis of variance was performed on the post-test
data with the prete5t scores as a covariant. The significant increase
in the total mean score on the questionnaire for the e' perimeTtal
in contrast with the control group reflects the game's effective-
ness,

Silver. B. EL. Gtoup Success and P. rsonal ComMitment in Game
Simulations," Shnulation and Games, 5 (December 1974); 415-424.
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The study examined the relationships among group 'success,
achievement of personal goals, and commitment to group, The
subjectS were 52 students who were randomly distributed int')
three sets of four simulated groups each. The game-simulation was
a modified SIMSOC (W. Gamson, SIMSCSC: Simulated Society,
,Instructors' and Participants' Manuals [Newyork: Free Press,
19691). Subjects answered pre- and post-test quistionnaires. The
results indicate that the relationship between commitment to the
original group and the success of that group at achieving a
common goal is statistically significant, but that the relationship
between commitment to the original group and personal goals is
not; Another finding is that the failure of a group to reach a stated
goal may, under certain conditions, result in increased attraction
to a group. The main condition is that the failure is perceived by
the members as. arbitrarily imposed by an external source.

Stahl, Albert F., "Mode of Presentation and Subjects' Affective Reac-
tions to the Resolution of Simulated Problems," Simulation and Game,s,
1 (September 1970), 263-279.

This study attempted to learn how student affective reactions to a
simulatiOn might be affected by the mode of presentation of the
simulation. The Moodes Adjective Checklist (MACL) was used as a
measure of change. The statistical analysis used analysis of variance
and Mann-Whitney V tests. The Study indicated that the mode of
presentation does affect student attitudes.

.Starbuck, William H., and Ernest Kolrow, "The Effects of Advisors on,
Business Game Teams," Americah Benaviora! Scientist, 10 (November
1966), 28=30.. .

This study tested the consequences of adding advisers to tedms of
graduate students playing the UCLA Executive Decision Game.
Profit was used as a criterion for measuring the resultsof decisions
in the business game. Employing a t-test analysis, no significant
differences were found in pefformances between the control and
experimental groups. A regthssion analysis was used to test the
effect of time on performance. The results suggested th'at the
game might not have beeh played long enough for the superiority
of the experimental group to become evident. The advisers had
little success in making the game a laboratory for sophisticated
decision models, but they found the game an excellent medium
for reteaching -fundamental, concepts and for uncovering and

. correcting gaps in basic understandings. It was also found that the
imposition of advisers did reduce thellegree of perceived friendli-.

.ness in the teams', interpersonal relations.

Stemhler, William A ."A. Comparison of Effects of a Programmed
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Simulation and a Written History in Teaching Cognitive Information,"
1973,

The study addressed two questiOns: (1.) Can a simulation game
(designed and programmed to teach cognitive information) teach
mor e cognitive information than a more frequently used method
of instruction, such as a written 'history? (2), Will students of
below-group mean IQ usihg the programmed simulation display
gains comparaH9, to those displayed by students of above-group
IQ? The game . Written text were developed ..)y the researcher.
Subjects were 100 eighth-grade students with a mean IQ df 1.15
from a suburban school distritt. Subjects were randomly assigned
to the game and, written conditions. The study 'concluded that
when compared to a written history, the programmed simulation
proved to be more effective in imparting cognitive information for
students of both the high- and low-IQ groupings.

A brief summary of this study is available in Simulations and
Games, 6 (December 1975), 393-403.

Van Steenburg, Robert, and David Lauscher, "Effectiveness of a Short-
Term Simulation as a Teaching Device in Political. Sclerice Courses,"
Simulation and Games, 8 (DeCember 1977), 439-460.:

The study was desighed to assess the impact of an author-designed
simulation, Foreign Policy Decisioh-Making: An Exercise, on over
six hundred students in twenty-two classes. Two basic hypotheses
were studied: (1) Students Orttcipating in a simulation will reveal
more interest in such an exer'dse than in more conventional
activities; and (2) students participating in a simulation will reveal"
increased empathy for\he problems decision-makers confront in
foreign policy. Students were given an identical questionnaire
before and after participating in the simulation. The same ques-
tionnaire was administered to a panel of nine experts to determine
the attitudes of policymakers. The gamma statistic and t-tests were
used to analyze the data.'Results indicated that the role-playing
experience did generate changes in attitudes of students. The
attitudes moved toward those expressed by experts. Inexperi-
enced students demonstrated greater change than experienced
students.

Wentwbrth, Donald R., "The Effectiveness of a Learning Game for
teaching Introductory Economics in Selected Two-Year Colleges".
Ph.D. dissertation, ,University of Minnesota, 1972.

This study attempted to measure the influence of a commercially
available game, MARKETPLACE, on student achievement in eeq-
nomiCunderstanding, mudent; attitudes toward the instructional
process' and selected. economic concepts, and, teacher ,student
behavior in the classroom. The data were coliticted from a total Of
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149 students taking their first Course in economtcs at two junior
collegei.. Students were fandonily assigned to experimental and
control. classes with common instructors. The measuring instru-
ments used were the Test of Understanding in College Econpmics,
the Semantic Differehtial Attitude Scale, the Reciprocal Category
System, and the Equivalent Category System. Results.from the use
of regression models, factor analysis, and behavior observation
analysis reV'ealed that students in .the experimental class achieved
significantly lesS understanding in college economics, demon-
strated no differenCe in attitudes toward learning, and exhibited
no significantly.different learning behavior than did the Contriz4
group, with the exCeption of the actual time devoted to playing
the MARKETPLACE game. During game play the affective climate

-of the class became more positive and student involvement in the
learning process was more active but there was little or.ho carry-
over in this behavior to the_ classroom activities after the game
playing had concluded: .

This' study is also sOmmarized in Donald R. Wentworth and
Darrell R. Leivis; "An Eraluation of the Use of the Marketplace
Game in Junior College Economics," Journal of Economic Educa-
tion, 6 (Spring 1975). 113-119.

Wing, Richard L., "Two Computer-Based Economics Games for Sixth
Graders," American Behavioral Scientist, 10 (November 1966), 31-33.

This study experimentally examined whether individualized corn-
; niter learning games in economics could be played by sixth-grade

students and how this exercise compared to conventional teach-
ing techniques in learning effectiveness. Two experimental groups
and one control group were' pre- and post-tested with cognitive
tests developed specifically for this project. They were also given a

retention tesrseveral weeks after the post-test. Ernploying a t test,
t sixth-grade students could use and understand

the computer game!, w ulty. Interest 'among students
- was quite high,. Although no significa differences were found in

the mount of learning which took place een the experimen-
tal and control groups, it was Jound that students in the experi-
nwntal group 1itt1iined approximately the same amount of learning
with considerably less investment of time.'

Wolfe, I., "Correlates and' the, Measures of the External Validity of
Computer-Based Business Policy Decision-Making Environments,"
Simulqtirrt-itnd .Games, 7 (December 1976), 411-438.

the study addresses the question of. the shOrt-term methodology
necessary,. to test tor the 'existence of external validity. Mei
(lest ribthg the two groups (74 business school seniors an(l .31.
[xrdlicing business people), the paper presents: (I) an analysis of
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three cognitive learning outcomes; (2) a critical indCient study of
perceived effective performance behavior; (3) a summary of each
group's (a) financial and operating results and (b) geneial compa-
rative characteristics; and (4), a study of the correlation-between
real-world career success and predicted game success. The study
concludes that "it appears that canplex business games may ha4
high .external validity as business policy and decision-maldng
teaching aids."

`N

c.
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Annotated List -of
Games and. Simulations
for .the Teaching
of Economics

a

This chapter contains an alphabetized, annotated litt of games and
simulations that ire Currently available foi teaching .economics. Along
with a brief description of vach game the reader will also find informa-
tiorl abbut its distributer, colt, subject, suggested gride level, partici-
pant limits, and playing time. The complete addresses of distributors
appears in Chapter 5. . .

It is worth noting' that the games listed do not indude all the
ecoriomiCs games produced over the last decade. We have listed only

. the games of publishers who responded to our letters of inquiry.
Because of this, a teacher can be relatively sure that any game selected
from this list is readily available. Price informationis for guidance Only.
Publishers change prices frequently and potential buyers should
inquire.about th0 prevailing price before sending purchase orders.

Game: ASSEMBLY LINE
SoUrce: Canadian Foundation for Economic Education
Subject: Specialization and.mass production
Grade level: Elementary
Playing time: ' 2-3 hours
NO. of participants: 20-30
Cost: Free

ASSEMBLY LINE simulates the mass production of an automobile.in
the elementary classroom. The game provides patterns for the paper
construction of an automobile.

Game:-
Source:
Subject:

40
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BAFIk BAM'
Simile II ,

A cross-cultural simulation
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Code level:
Playing time:
No. of participants:

Cost:

Senior high school
1-2 hours
6-40
$35.00..

Paxticipants are briefed on the general purposes of the simulation and
divided into two.groups oi,"cultures." They are then introduced to the
values, expectations, and customs of their new culture. The two cultures
have very diffeient value structures. Once the cultures are set up
observers are exchanged. Each member of each society visits the other -
society. When' everyone has had a chance to visit, the game it ended.
The participants then discuss.and analyze the experience. The cultures'
values are introduced via cassette tapes provided in the game.-

Game:
Source:
Subject:
Grade level:
Playing'time:
No. of participants:
Cost: $14.00

BALANCE
Interact e

Ecology; economic goals and deasions
Senior high school

hours
20-30

The first hour simulates the last 150 years of U.S. history. Fifteen
participants are animals; four ave Indians; the rest are settlers who
dominate and kill animals, fight Indians, and subdue the wilderness
until their population soars to over 100,000. Participants are thin
divkled into families of four Members each living in Ecopolis, a city with
many ecological problems. Interviewing parents and adults plus reading
about pollution culminate in confrontations over what social action to
pursue. Before an essay evaluatjon ends the game, participants conduct
an ecological survey of their community and hold a One-hour forum in
which theY argue about the ecological balance of their own environ-
ment.

Gam
Sou e:
Su ject:
Cr de level:
PI ing time:

f articipants:
Cost: -----

BALDICER
EMI
World economy

. Senior high school
2-4 hours
10-20
$25.00

The objective of this simulation game is to experience the interde-
pendence of the wortd economy. The partidpants also gain increased
awareness of related issues such as the population explosion, inflation,
unequal distribution of resources and technology, and coMpeting styles
of economic organization.

Game: BANKING
Source: Didactic Systems, Inc.
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Subject: Economics, banking .

Grade level: Senior high school,
Playing time: 2-5 hours
No, of. participants: Teams of 6
Cost: $13.30 for 30 participants plus $3.85 for teacher's

guide
Through simulation arid role-playing, paticipants in the game have a

chance to observe, analyze, and solve problems in a specific field of the
economy. The game-involves the financial activities and decisions of
commercial banks. It serves ta, illustrate that-a bank is both a profit
maximizer and an .iriflUehtial faCtor in stimulating business and en-
couraging local, economic development through its trahsactions.

. Game: EL BARRIO
Source: Berkeley Gaming ProjeCt
Subject: Immigrant economic mobility
Grade leyel: Senior high school-college
Playing time: 2-3 hours
No. of participants: 8-30
Cost:. . $25.00

This game embodies ite forces affecthg a Latin immigrant to the big.
city in.North America. Individuals must acquire a physical skill, build a
social network; learn how to use a vehicle,' and decide whether to
collaborate with the sysi.em or fight it. Participants may aim to become
leaders in the Latin community,' join the system and graguate to the
suburbs, or move up and out still contesting.

Game: ` tBiov.
,

AZA AR, A Simulation of Barter and Monetiza-,

r,
ource: American Universities Field Stag

Subjett: Barter and monetization in a siiNstence econ-
omy

Grade level: Senior high school-college
Playing time: One class period minimum. Can be,. extended

with increasing sophistication among traders to
five class periods

No. of participants: 3 or more (individuals play on one of three teams)
Cost: $5.00

Participants role-play farmers, nomads and shopkeepers in Aq-
Kupruk; the microeconomy of a town, in northern Atghanistan. Subsis-
tence living is presented in the context typical of the dry-land people of
Afro-Eurasia.

Game: BIGSUSINESS
Source: ,History Simulations
Subject: BUsiness in the late 1800's
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Grade level: Junior-senior high school
Playing time: -3-4 hours
No. of participants: 18-40
Cost: $15.00

BIG BUSINESS is a simulation of the unregulatecr growth of big
business in the United States in the late 1800's. Each student is given a
fixed amount of resources in order to run either a steel, oil, railroad, or
banking company. These companies compete with one, another in
order to; sell their products and servites.to the public. By using methods
employed by business leaders in the late 1800's, students learn how
unregulated growth of big business occurredAuring.this period.

BLIGHT
Instructional Simulations, Inc..
Urban studies
Junior-senior, high school-college
3-8 hours

Game:
Source:
Subject:
Grade level:
Playing-time:
No. of participants: 20-40
Cost: $45.00 plus shipping

BLIGHT explores the social dimensions of community decline. It deals
with the sectors, problems, values, and issues that both prompt change
and inhibit commun(ty renewal.

Game: THE BLUE WODGET CO.
Source: Prentice-Hall, Inc..
Subject: Business structure

Elementary-junior high school
2-4 hours
20

Available in Simblation G. les and Learning Ac-
tivities Kit for the Elementary School at $12.95.

In this role-play simulation the participants. become stockholders,
managers, and personnel of a manufacturing concern. They must
contend with other participants who represent concerned citizens in
the community.

Grade level:
Playing time:
No. of participants:
Cost:

Game: BUDGET
r.Source: Interact

Subject: National budget
Grade level: funior-senior high school
Playing time: 2-4 hours
No. of participants: 3,3

cost: $14.00
This role-play simulation allows participants to research specific

"budgeted" agencies in the federal government and attempt to reach
consensus on a budget for the country. Special interests force compro-
mise and nertiation.

19
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Game:," BUDGETING GAME .

Source: Changing Times'Education Service
Subject: ConsumePeconomics -
Grade level: . Junior-senior high school
Playing time': 2-4 hours .

No. of participants: Tearvis of

Cost: $195
Participants simulate a middle-income family of four earning mom

They must decide how to spend their money over a twelve-month
period. The objective is to keep family spending equal to or less than
the budget allotment: In this way participants learn that families make
different choices about spending and saving, depending on their way of
living, their needs and wants, their interests, likes and djslikes, hobbies,
and family goals.

. .
Game: BUDGETS AND TAXES

'Source: EMI
Subjed: Commutiity decisions
Grade level: Juniomenior'high school
Playing time: 476 hours
No. of participants: 6-20
Cost:

Participants find themselves first in the' roles of Riverdale's public
officials, submitting budget requests for the yearthen in the roles of
private citizens who are affected by increases or cutbacks in services
and taxes. Participants can increase spending in various departments
without raking taxes as long as they can convince other departments to
decrease spend.Mg. If thit isn't possible, taxes must go La. The goal is to
give the community the kindi of services and programs hat people are
willing to pay for with their tax dollars,

'Game: BUY AND SELL
Source: EDU-GAME
Subject: Consumer economics
Grade level: enior high school.

'Playing time: 4":3 hours
No. of participatts: 30

Cost: $2.00
BUY AND SELL transforms the classroom into a business community.

Banks, factories, wholesale distributors, and retail stores are set up.
Students assume the roles of indUstrial executives, loan officers, sales-
persons and consumers. Businesses compete for the most profit while
consumers try to get the best buy. At the conclusion of the game the
class has the opportunfty of assuming the roles of legislators in an
attempt to determine what kinds of laws, if any, are neceSsary for the
business and consumer communjty.

44
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GaMe: BUYER BEWARE
Source: EDUGAME
Subject: Consumer awareness
Grade leVel: Senior high school
Playing time: 3 hours
No of participants: 30 plus
Cost: $2.00

BUYER BEWARE is a simulation game designed to make students
aware of what td look for when shopping. Studelittmust buy a total often products from four departMent stores whose products t:ary inquality:price, and service and warrarry policies. Store owners compete
against onE anothe; for profit, while consumers compete for valuepoints. The simulation indudes a section on consumer protection
legislftion.

Game: CARIBOU HUNTING
Source: Curriculum .Development Associates, Inc.
Subject: Culture And reiource use
Grade level: Elementary
Playing time: 1-2 hOurs
No. of participants: 6-30
Cost: (This gainF is available only as a part of a total

curricmlum of .which CARIBOU HUNTING is a '
component.) Films are also available in 8 mm. or
16 mm.

CARIBOU HUNTING allows participants to explore relationships
between technology, 'social organizations, and culture. Participants
assume the role of Netsilik Eskimos of Pelly Bay'and attempt to resolvethe cultural and economic problem of how best to kill enough caribciu
to survive the winter.

Game:
Source:
Subject:
Grade level: -
Playing time:
Nu, of participants:
Cast:

CENTER CITY helps the participants eXperience what it's like to bePoor in a large city. As junior high 'age residents they spend time in such
areas as home, school, community, church, extr4curricular activities,and the streets. Maximum points are earned when participants unite
acrosc ethnic lines to overcome inadeqqate housing, food, recreation,and safetvionditions.

CENTER CITY
EMI
Urban poverty
Junor h;gh school
2-3 hours -

12-27
$15.00

Game
Source:

CHARGE
Paul S. Amidon & Associates, Inc.
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Subject:
Grade level: . Se

Playing time: 2-3
No. of participants: 10

Cost: $17.25

arse accounts
or high school
ours

This role-playing simulation allows participants to.purchase goods
and services during a simulated twelve-month period.

Garpe: THE CITIES GAME
Source: PsYchology Today tames
Subject: Urban affairs
Grade level: Senior high school-
Playing time: 1-3 hour's -
No. of participants: 4-8 .

Cost: $6.95 plus shipping and handling
This is a game of negotiations. There are four power rolec--business,

government, slum dwellers, and .agitators. The object of.the game is to
acquire, as mtich money and power as possible. This is dont by
collecting "rewards" from the game treasury or, by negotiating "side'
payments" from other participants. The winner is the participant with
the most money at the end of the game. The game ends after ten voting
periods or when the Future City is reached.

Game:
Source:
Subject:
Grade level:
Playing time.:
No. of participants:
Cost:

CLUG
Urbex Affiliates, Inc.'
CommunitV land use
Senicir high school
3-20 hours
5-25
475.00 plus postage

The Community Land Use Game (CLUG) is a board gaine which
abstracts a small number of basic attributes of cities and their surround-
ing territories on thebasis of which players build, operate and maintain
their own community. Play of CLUG begins with each of tliree to five
teams in possession of .capital with which they seek to buy land, to
construct commercial or residential properties, and to make profitable
investments '. lnvestrhent opportunities arise 'through gaining employ-
ment for residential properties, hiring empldyees to put industries into
pperation, or gaining customers for service establishments from among
the community's residential units.'

Gttrne:
Source:
Subject:
Cirade level:
Playing tkne:

46

COLLECTIVE BARGAINING
Didactic Systems, Inc.
Economics, collective bargaining
Senior high school-college
2-5 hours
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7of partidpants Teams of 6
Cost! - $33.30 for 30 F;atticipants1/4plus $3.85 forteachyr'i

guide
COLLECTIVE BARGAINING inttoduces partidpants to a cruciaIl5has

of labor-management relations. It is a model that allows paiticipants to
. simulate the atmosphere and conditions that prevail during the nego-

tiations of a.new labor contract.

COMMUNITY
Didactic Systems, Inc.
Economics, cqmfnunity affairs
Senior hikihooI

Game:
Source:
Subject:
Grade level:
Playing time: rs
No. of participants: Teams of 6'

;
Cost: . , $13.30 for 30 participants plus $3.85 for teacher's

g guide .
. .

.

Thrdugh the use of a model, this game helps participants to become
aware of some of the economic principles and problems involved, in

. rynning a community, the relationships between iiagei and profits
generated .by local industry, and the tax-expenditure problemi of
local government. The'objective of the,game i* to create the most

' atti active, progressive community possible. Participants measure suc-
cess by the nu.mberof, improvements in the community, by wage ratei,
and by the prosperity. 'Of local industry. The game is' intended to-
acquaint pz.ticipants with the public sector of the economy and
illustrate the baSic problems of seletting and financing public services.

Game: COMPETITION OR CONTROL?
Source: South-Western Publishing Co., Inc.
Subject: Price regulation
Grade level: hinior-senior high school
Playing time: Vhour

; No. of participanisy Up to 42
Cost:. Part or a set of 'five economic simUlations; $50.00

per set.* A teacher's guide accompanies the set.
Wiihin most communities of the United States, apartment rentals are,

handled on a competitive basis without rent conirOls. In some areas,
however, rental properties may "be rent-controlled. In this 'game a
comparison is made between tenants seeking.similar rental apartments
in a free'competitive market and those seeking rental units in rent-
controlled housing and public housing. the main objective of this game
is to familiarize the participant with the role government plays in certain
housing markets to protectthe consumer. 4iP

.1he other ,south-Western simulations in 'Op set ar4 COMPETITIONOR SUBSIDY?:
MI11.11 NYE [WI MARKET: LIMITED, COMPETITIVE MARKET: and LIMITED

NINRKI I.

5 3
47.

I



www.manaraa.com

.Garne:
Sourcee
Subject:

de revel:
aying time:

No. of participants:
Cost:

COMPETITION OR SUbSIDY?
South-Western Publishing Co., Inc.
The niarket
Junior-senior high school
1 hour .

'Op to 42
fart ,of a set of five economic simulations (see
fOotnote to COMPETITION Og CONTROL?);
$50.00 per set. A teacher's guidiaecompanies the
set. .

This game introduces tfie particijiant to the free competitive market
'407.

in which items are bought and sold from-a company in competition
with many other companies. 'They are also exposed to economic
conditions in which the gOvernment wilt offer,a subsidy. This game uses
peanuts as the commodity.

tame:
Source:

. Subject:
Grade level:

COMPETITIVE. EXCHANGEMARKET
. South-Western Publishing Co., Inc. .

Stock market -
luniOr,-senior hit school

itaying-time: , ' . 1 hour.. ..

NO::,f, participints:,, Up to 42
Cost: \ Pareof A set of five economic simUlations (see.\ footnote to C i_AMPETITION OR CONTROL?);

, .

.
-., $50.00 per sef:A teacher's guideaccompariies the.

- \ .set.

This gaMe acquaints participants with .the buying and selling of
common stock on the Stock market..Parteipants learn about the stock
exchange, on which corporate securities are traded, and are introduced
to terMinology such as broker, stockholder, dividend, and stockcertifi: .
cate. Participants learn how changing financial conditiOns induce some
shareholders of a given canpany to tell their stoCk. These same
condition> induce other persons to_buy stock. In this ame, commoQ
stock of the DC TRAN A COMPANN is bought and sol .

Game: CONSUMER
Source: Bobbs-Merrill Educational Publishing ,

Subject: , Consumer education
Grade level:. 'Senior high school ,

Playing time: 2-4 hours "

No. of participants: 11-34
Cost: ,. $40.00

C6NSUMER is a unit on consumer buying processes. It involves the
players ,in the problems and economics of installment bwing. The
purpose of the exerciseirfo teach students how to calculate true
interest rates, how to negotiate contracts with credit managers, and the

r
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pdroblems ad economics of budgetinrand buying. Participants assume
the roles:of. consumers, credit agents, and store owners. Consumers
compete to get maximum pleasure from their purchase and minimum
credit charges; credit agents compete for the best terms to the most
people. Consumers must decide on what, whether, and when to buy;
whether and when to use credit; creditors must decide to whom and
under what terms to give credit. (This.is also available as a computer
game which can only he played by one peron it a time.)

Game: CONSUMER DECISION
Source: EDU-GAME
Subject: Consumerism
Grade letel: Senior high scsbool
Playing. time: 3-4 hours
No. of participants: 30
Cost: $2.0

C,, `JSUMER DECISION is a_ simulation game in which "family
groups" are-faced with-the problem of budgeting a limited income. Thel
students ate asked to "purchase" consuMer goods and services, arrange
for lbans, make time payments, and prepare for financial emergencies.

, Emphasis is on financial planning which can help provide the "family"
with,all the basic nec6sities as well as some luxuries.

Game: ,CONSUMER REDRESS
Source: Changing'Times Education Service
Subject: . Consumer rights .

Grade level: Junior-senior high school
Playing time: Game is part of total unit. Time depends on ._. _amount of material used.
No, of participants:. 30
Cost: $8.95
This .game allows participants to identify 7ons u mer rights in the
maketplace.: the right to safety, the right to choose, and the right to be
heard. It also'presents responsibilities related to these rights and issues
involved in consumer law. '

Game: CRISIS
Source: t' Simile II
Subject: International political arld economic relations
Giade Junior-senior high school
Playing time: 2-6 hours .

No, of participants: 25-35
Cost: $25.00 for 25-student kit7$30.00 for 35-student kit

The purpose of CRISIS is to teach partici; ants the balance-of-power
oncept and the dangers and rewards of seeking military and peaceful

solutions to international problems. participants assume the roles of
(1
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nations faced with the problem of resolving a tense situation and
guarding national interests concerninl a mining area of enormous
importance to the world. They must develop negotiation strategies and
decide whether or not to go to war. Their objectives are to secure
Dermatiurn (the element in the mine) to prevent destruction of their
nations by war and to secure world peace.

Game: gRisIs IN MIDDLETOWN
Source:
Subject:
Grade level:
Playing time:
No. of participants:
Cost:

EDU-GAME.
Labor dispute
Junior-senior high school.
3-4 hours
30
$2.00 .

CRISIS IN MIDDLETOWN is a simulation game which creates an
atmosphere of labor unrest in a semi-urban community. The students
assume various comrr mity roles in an attempt to solve the labor crisis.
Community coopera3on is emphasizecibut special interests and major
value differences cofnplicate the problem.

CULTURE COh4ACT. II (1976)Game:
Source:
Subject:
Grade leyel:
Playing time:

Games Central
Cultural conflicts in trade
'Junior-senior high school
2-4 hours

'

No. of participants: 20-30
Cost $35.00

This role-playing simulahdn brings out misunderstandings and cul-
tural conflicts when a trading expedition calls- at an island inhabited
by a preindustrial society:

Game:
Source':
Subject:

'Grade level:
Playing time:
No. of participants: 18-36
Cost: $66.00

DANGEROPS PARALLELS presents a model of a real-world 'situation
in which a conflict threatens the peace of many nalions. Students take
roles of top-level decision-makers, walking through the closed doors of
national conference rooms and into the secret sessions of international
negotiations. Throughout, they are required to gather facts, weigh
values. Analyze problems. arid mak decisions.

DANGEROUS PARALLEL5
Scott, Foresman and Company
International relations
Senior high school
Six 40-rninute sessions

Game:
Sou rc.v:
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Subject: Economic development .

Grade level: Senior high school-college
Playing time: Up to one dassperiod per group of players
No. of participants: 2-4
Cost:' $.00

Participants role-play leaders in the developing nations of Southeast
Asia. A board is provided. Players move along the board, experiencing
events twhich negatively or positively affect their progress toward
defeloped nation status. i .

Game: DIG
Source: Interact
Subject: Economic development
Grade level: Junior-senior h.igh school
Playing time: 1-4 hours
No. of participants:, 10-20
Cost: . $14.00

The class is divided into two competing teams, which are given the
task of secretly cleating two cuhuresAacb team first writes a description
of its hypothetical civilization. This-description stresses tilt 'Interrela-
tionships of cultural patterns: economics, goverruncklijamily, lan-
guage, religion, and recreation. After designing ,and then constructing
artifacts which reflect their civilization's cultural:patterns, team mem- .

bers. carefully place these artifacts in the ground, according to the
archeological princip',:s learned during the simulation. Then each team
scientifically excavates, restores, analyzes, and reconstructs the other
team's artifacts and culture.

Game: ECON/GNP (also available as Huntington I Simu-
lation Programs)

Source: Digital Equipment Corporation
Subject: U.S. economy
Grade level: Juniop-senior high school
Playing time: 1-2 hours
No. of participants: 2-10
Cost: $3.00

This computer-assisted game simulates the U.S. economy. Decisions
are made which affect the productive capacity of the country.

Game: ECONOMIC SYSTEM
Source: Hobbs-Merrill Educational Publishing
.Subject: Competitive economic system
Grade level: Junior-senior high school
Playing time: hour:
No. of participants: 7-13
Cost: $33.33
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ECONOMIC SYSTEM is basecion tge interrelationships of a competi-
tive economiC system. Mine owners, manufacturers, Workers, and
farmers producp, market, and consume goods while trying to.make a
profit and maintain a high standard of 'living. The game attempts to
provide a graphic illustiatiort of concepts relating to the operation of
economic iystems, including the dependence of each part of the system,
on the actrvities of other parts; ways in whiCh group demands can causea
ithe'individuals to modify their behavior; and how participant$ can use
their power to see to it that their own.interests play a role in any group
demands and collective goals t:,at may beliamUlated. Participants can'
also learn 'about the problems of international trade,lhe problems of;
taxation, and the provision of public goods.

Game:.
Source:
Subject: .

Grade level:
playing time:

THE ECONOMY GAME
EMI
VS. economy
junior high school-college
2 hours plus

No. of participants; 2-6
Cost. $5.50

The game simulates the interactions of management and labor and
the effects of these interactions on the economy, The game includes the
factors of further training, saving, investment:' production, selling,
raising Cash, repayment of 'debts, sale of hoLdings, the ttock exchange,
and government. Players compete to accumulate the largest totalissets
within he agreed-upon time limit.

Game:
Source:
Subject:
Grade level: :-

Playing time.:
No. of participants:
Cost:.

ED 'LAN
Gaines Central
Eck ,cational planning, coils and benefits
Senior higb school
2--,t hours
29-36
$30.00

EDPLAN is an educational system planning game designed to demon-
strate the major issues of educational plarining and to encourage
awareness of alternative plans, costs and benefits,

Game:
Sou rce:
Subject:

ENTERPRISE

Interact
Free enterprise

2-4 hours
20-30

Grade level: junior-senior high school
Playing time:
No. of. participanK
Cost: $14.00

This tole-play simulation places the participants into positions as
3
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4/

bai,kers, businesspeOple, brokers, consumers, welfare poor, politicians,
and lobbyists. These groups interact with one .another, buying:and
selling hbor; buying and selling capital; and generally engaging in all
the economic actiyities capitalism requires. in Order tO function./
game: ESSO SERVIeE STATION 'GAME
Source: CRAC
Subject: Competiti
Grade level: -Senior hi

t

n in the market
h school-college

--Playing. time: -20pen-7up-to ten 14tour wssioris
No4 of participants: 30
Cost; £16.20 (plus 75 pence postage)

The ESSO SERVICE STATION GAME allots each team a service station
with varying facilities. The teams then compete with' (each other for a
greater market share of gasoline sales, car servicfig, and Sales.of tires,
batteries, and accessories.

e

Game: ESSO.STUDENTS BUSINESS GAME
Source': . CRAC .

Subject: Financing
Grade level: Senior high sclool-college
Playing time: Openup to ten 1-hour sessions
No. of parOcipants: 30
Cost: 116, 20 (plus 75 pence postage)

The players in' this game experience the complexities of financing a
cOmpany which manufactures and markets refrigeratiOn equipment.
Decisions must be made .about finance, prothiction, and marketing.

9

Game:
Source:*
Subject:
Grade level:

EXCHANGE
EDU-GAME
Stock market
Junior-senior high school

Playing time: 5 hours
No. of partiapants: 30

$2.00
EXCHANGE is a very basic ',imulation of the stock market. Students

form stock clubs "anq buy stocks. At some predetermined time the
stocks are sold and gains and losses are assessed.

Cost:

Game: $.
Source:
Sublect;
Grade level:
Playing time:
No. of participants:
Cost:

EXCHANGE
Interact
Stock market
Junior-senior high schOol
4-5 hours
2036
$10.00

r-,(I 9
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1

CHANGE is a simulation of the American stock market.. Students
ass me roles as individual investors, foundation directors, mutual fund

kerage lirm'execUtives, and exchange personnel. Three
days of tradin pre)yide exciting possibilities for profit as investment
strategies are ied out anii reformulated by participants. the simulation
ends with a scussion of why, students would or. would not invest their
own funds the stock. market.

Game: 10.

Subject:t
Grade level:
Playing time:
No. of participants:
Cost:

guide

FIRM

Business management
Senior high. school-college.
2-.4 hours
Teams of §
$13.30 for 30 participants plus $3.85 for 4acher's

The purpose of this:exercise is to teach the economic principles of
running a firm, and the fundamental relationships. between assets,
liabilities, revenue, cost; profits, and net worth. Teams represent store
owners and participants represent the president, operMion manager,
buyer, controller;assistant controller, and public accouhtent. They must
decide at what. price to sell merchandise, whether to take on additional
loans: and what to do with profits:

Game:
Source:
Subjed.:
Grade level:
Playing.aime:
NO. of participants:
Cost:

Instructional Simulations, inc.
Consumei educatiein,' economics
Junior, senioi high schookcollege
5 hours'
2-30
$45.00 .

A one or two-person simulation and didactic unit treating the factors
of budgeting, lifestyle, credit matiagement, paymentschedules, invest-
ment programs, purchase options, and income management. Twelve
simulated periods, of One year, are conducted. Twenty different fami-
lies, are available as didactic units,.each illust;'ating the role of family

inCome, education, 'occupation, residence, anci related Socioeco-
nomicvariables as determinants of faMily life/income patterns.

Game:
Source:
Subject:r
Grade
Playing time:
No. of participants:
Cpst:,

54
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,

This simulation inyolves two superpowers, the United' States of
America and the Union of Soviet SOcialist Republics, attempting to

` reach agreernents over, real-life disagreements (crises from 1945 to
1967). Background information is analyzedand negotiation takes place
between the two countries.

GHETT
BObb Merrill Educational Publishing
Comfnuniiy, economics, civics
Juni r-senior high school,
1-) h urs

No. of participants: 7-10
Cost: $37.33

Game:
Source:
Subject: 4'

Grade lekel:
Playing time:

.. GHETTO deals with the pressures Under which the urban poor live
and' the choices that face them as they seek to improve their life
situation. Eich participant is given a fictional personal profile. They
allocate their time among sevei.al alternatives: work, play, school,
hustling (crime), passing time, and neighborhood improvement. Partici-
pants !elm, among other thingi, how neighborhood conditions affect
them individually and how conditions can be improved.

Game:
Source:
Subject:
Grade level:'
Playing time:

-- GUNS AND BUTTER
Simile ll
International economics
Junior-senior high school
1 to 11/2 hours

No. of participants: 18-28
Cost: $30.00

. Participants serve as leaders of nations who try to increase the real,
wealth of their 'country and at the same time make sure that it is secure
from attack by other nations: PartiCipants can form common makkets,

, trade, establish alliances, defend themselves, and attack other nations.

(lame:
Source:
'Subject:
Grade level:
Playing time:
No. of participants:
Cost:

IMPACT
Instructional Simulations, Inc.
Community action, opportunity. costs
Junior, seniOf high school-college
6-10 hours
20-35
$160.00

IMPACT is 4 Community simulation involVing participants as cOmmu-
nits/ members. Each participant is supplied with biographical informa-
tion, 'memberships in various groups, and differential involvement in'.
wlected key community issues based on newspaper analysis. Group
problems are provided whi h require group members to process and
resplve various alternative questions, predkaments,,changes and main-
tenance problems.
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)
Game: , IMPORT
Source: Simile II
SUbject: International trade'
Grade level: Elementary-junior high school
Playing time: 10-20 forty-minute sessions
No. of paiticipants: 38-35
Cost: $10

IMPORT is a simulation of the activities of sii.fmporting firms located,
in various ports around the World. Each firm, made upof approximately
'Six participants, buys exports from varicius,countries. Those firms which
are able to buy products which can.be sold for a profit in theirown
countmare declared the winners.

Game: .. %INDIAN RESERVATION
Source: EMI
Subject: , Reservation ecohomics and survival
qgiade level: - SecondarY through. adult
ilffying time: 3-6 hours
No. of participants: 12-36 ,
Cost: S12.00 .

Participants become members of one of four Indian families living on
Indian reiervations of the northern plains. They.experience the prob-
lems encountered by Indians as they seek education and employment
and deal with tribal politics. Each famil9 must provide a subsiftence
payment tO Make sure that all, members 'of the family,are fed and
clothed.

,.
Game: INDIAN VALLEY-
Source: American Forest Institute
Subject: Environmental management J :-

Grade level: Elementary and high school
Playing time: 2-4 hours ,

N. of p'articipants: 18-30 plus
COst: . Free

.

The objective of this game is to give students an oppcirtunity to put
into, practice some of the principles professional forest land managers
employ. Students divide into six teams. Five represent different interest ,

groups. The sixth is a multiple-use committee that merges the uses of
the valley into one plan. Interest groups include:, (1) water resources,
(2) parkss, and .recreation resources, (3) timber resources, (4) fish and

,

game resources, and (5) fire protection.

Game: THE INDUSTRIALIZATION' GAME
Source: History Games Co.
Subject: Factors necessary for industrial development
Grade level: High school (grades 9-12)

,
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Playing time: 1-2 bouts
No. of Participants:' 6-40
Cost: $15.50

This is a board game in which students, in teams of 3 or 4 players each,
compete with other learns in trying to deveTbp most' effectively the

,

agricultural and industtial potential of their area. Tokens and option
cards' represent economic potential which can be utilized; cards for
each !mind bring in uncontrollable factors such as weather and world
market. Students who recOgnize the importance of infrastructure to
economic development receive the highest scores. Students play the
game twice, the second time using:tokens and sards representing-
regions with few or abundant natural resources. This teaches the
importance of natural resourcesfor economic development. The game
is roughly based on the resources aVailable In. three different regions in
Brazil.

Game: INFLATION
Source: Paul S. Amidon Associates, Inc.
Subject: 'inflation .

Grade level: Senior high school
Playing time: 1 hour .

No. of participants: 33
Cost: , $23.00

A role-playing activity which allows participants to take part, in
simulated aspects of the complex process of political-economic,
decision-making. Representilig five major groups in the United'States,
participants attempt to influence the federal goVernment to pin
economic advantages as the government works to control inflation.

Game: THE INNER-CITY HQUSING GAME
Source: Found in Nesbitt (1971)see Bibliographies in;

ChaPter 5, below.
Subject: Inner-city housing
Grade level: Junior-senior high school
Playing. time: . 2-1/2 to 4 hours
No. of 'participants: 6-10

$4.95
This simulation provides participants with a role-play experience

involving inher-city housing pr'oblems. The participants must find a
place to live which is personally satisfactory and within certain budge-
tary limits. Typical housing problems are experienced and h-andled by
each participant.

Game: INTERNATIONAL TRADE
Source: Didactic SysteMs, Inc.
Subject: Commerce,Threign trade

63
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Grade level: Senior high school
Playing time: 215 hours
No. of participants; Teams of 6 ,

Cost: $13.i0for 30 participants plus. $3.115 for teacher's
guide .

-Participants play the roles of competitive importers, exporters, trad-
ers, °and bankers. ThO must decide-what to produce, how much to
prbduce, and what to import. The objective is to gain profits from trade
and to increase general welfare.

...
Game:
Source:
Subject:
'Grade level:"
Playing time:
No. of participants:
Cost:

INVEST
Changing Times Education Service
Personal investing
Senior high school
3-4. hours
5-an entire class
$8.95

INVEST. is designed as an introductory activity to the study of saving
and investing. It is not intended to, teach specific information about the
various kinds..of personal ihvestment. Rather, it,is intended to be played
as a motivating activity and to introduce various genetilizations, princi-
ples, and terms relating to saving and investing. Students take the roles
of investor,i, bankers, aid brokers. Winners are determined by net
worth and total assets at the end of the game.

Game:
source:
Subject:
Grade level:
Playing time:
No. of, participants:

ISLAND
Friendship Press
Economic development
Junior-senior high school
1-3 hours
13-24

Cost: $10.00 . .

The simulatiori involves government, banks, mining companies,
resorts, and the original inhabitants of a Caribbean island: Players
participate in the buying, selling, developing, and exploiting of land
resources on the island.

Game:
source:
Subject:
Grade level:
Playing time:
No. of -participants:
Cost:

KORUPSI
American Universities Field Staff
Government regulation of business
Senior high school-college
Up to 1 class period per group of players
3 or more
$5.00

Participants role-play a taxi driver, street vendor, or restaurant owner.
The objective is to obtain a license from government authorities.
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ptio korupsi is tKe Indonesian word usually becomes an
portant of acquiring this permit to do business. May Is on a board

provides critical Incidents in the pursuit of the applicant's objec-
tive.

Game:*
Source:
Subject:
Grade level:
Playing time:

LAND GRAB
EMI ,

Land developMent
Secondary-adult
2 hours plus

No. of participants: 2-4
Cost: . $1100

E4ch participant represents a corporation with a limited sum ,of
money. The objective is to use and. invest the money carefully so as to
produce sufficient returns to expand operations. The participants
compete for !ant:land bUilding opportunities. The player who bads the
largest buildings and eventually constructs the Sports Stadium is the
winner.

Game: THE LAND USE GAME
Source: Cardinal, Printers, Inc
Subject: Land development
Grade level: Junior-senior high school
Playing tin g1=2 hours
No. of part:cipants: Open .

Cost: $4.00
This game presents the interrelationships and conflicts be

;iumankind arid the natural environment. The participants must de
where to locate roads, recreation areas, forests, etc., for the purpo
meeting human needs and protecting the, natural environment.

Game:
Source:
Subject:
Grade level:
Playing time:
'No. of participants:
Cost:

4

LIMITED, COMPETITIVE MARKET
South-Western :Publishing Co., Inc.
Competition and price deteimination
Junior-senior high school
1 hour
Up to 42
Part of a set of five,economic simulations (see
°footnote to COMPETITION OR CONTROL?);
$50.00 per set. A teacher's guide accompanies the
set.

This game introduces the economic concepts of retail buying and
selling where buyers purchase items in a given price range for resale on
the retail market. Participants learn how. Zompetition affects ,price.
determinati xi, In this game, buyers from numerous large retaillbutlets
are sent to Mexico to buy items in a given price range that Might appeal

de
of
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.

to retail customers. Participants learn about the flexibility of price 4
determination in a market where handmade items are Purchased,for
resale. The item marketed is.'a Mexican poncho.

Game:
Source:
Subject:
Grade leirel:
Playing 'time:,
No. of participants:
Cost:*

LIMITED MARKET
South-Western Publishing Co:, Inc.
Stipp ly and demand
'Junior-senior Nigh sChool
1 hour
Up to 42
,Part of a set of five econorhic simulations (see
footnote to COMPETITIONOR CONTRO1.4;
$50.00 per set. &teacher's guide accompanies the
set.

This game is designed as a learning resource to be used in the study of
free-market economic relations. The unit stresses aggregate intergroup

d economic actions, rather than micro features..

Game:
Source:
Subject:

'n Grade level:
Playing lime:
No, of participants:
Cost: $3.30

This is a game, In which students play either as lord or as
members of one of 'four peasant famili s which make up a. manor.
Manors compete to see which is the mojf viable. Students representing
peasants make decisions concerning lading Crops, while thelord
collects a percentage in feudal obligations. Factors such as drought
intervene to increase or decreale'lhe yield in grain; these factors
represent things that often happened during the medieval period.
Students learn that the lord and peasant were mutually dependent on
one another, and that factors which were beyond their control deter-
mined to a considerable extent the manoes prosperity.

THE MANOR CAME
HistorY Games Co.
The economic functioni4 of a manor in .medi-
,eval Europe
Grades 9-12
1-2 hours,
10-40

e.

Game:
Source:
Subject:
Grade level:
Playing time: 2-5 hours

Teams of 6
13.30 for 30 participants lus

No. of participants:
Cost: p teachZr's guide

for $3.85
The purpose of this game is to demonstrate how price is established

MARKET
Didactic Systems, Inc. ,

Economics, supply and demand
Senior high school
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through changing demand and Ripply COnditions. It also illustrates the
ncept ofdiminishing returnS, ParticipantS represent buyers and must

ma budgeting decisiOns on wh'at to consume, given 4 fixed budget.
They ust decide on iivantities of goods to buy, What prices to pay for ;
the goo and how much money they should save. Their objective is to
gain saiisf.atqn points through purchasing gOods at varioqs prices.

Game: MARKET.
Source: Digital tquipment Corporation ,

Subject: Market . . .,

Grade level: Elementary-junior, senior high school
Playing -time:- --- Ctne-ha If- to--2- hours
No. of Panicipants: 2-10 : 't
Cost: Individual packet, $3.00; classroom packet, $23

This computer-assisted game alloWs partidpants to engage in.Com:
pany decision-making. Tyio companies compete in single ptoduct
competition. Price; invenibry, and. advertising dedsions must be made..

Game:
Source:
Subject:

MARKET'PLAcE
Changing Times Edutation Service
Market alternatives.consumer choices.

Grade level: , Junior-senior.high school-
..Playing time.: Game is part of total unit Time depends on

amount of material u
-4

NO. of. participants: 30 ----7
Cost: $8.95 , .

This game is part of a unit which allots partkipants to make market
decisions in order to maximize utility frorrtpurchaSes. The Participants
use advertising warranties and general.product information for back-
ground' knowledge before purchases are made.

Geme: MARKETPLACE
SourCe: Joint Council on Economic Ed/
Subject.: Economicsi. economi
Grade level: Senior hi hool-
Plaxing iime:
No. of parti
Cost:

MARK whi translates basic ec mic concepts
'participan bo an introductory t to a 'Series of
transactions ich simulate a mic e m wor The economic
concepts that are demon b v he are supply,
demand, dillemma res rces, factors of
productibn, cirtul1 s, t e functions of money,
the influence of the ision of labor, and the m.frket. The
essen«. of the gam to provide participants with a.systems approach
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to econoMits. This co
to make appropriat
play households and
Through a process of b
atisfaction: The team v..

the end of the game is t

Game..

Source:,
Subject:
Grade level: .

Maying time:

d then help th. players
s of participants.role-

rers, retailers, or banks.
tiCipants acquire units of

ost units of satisfaction by

THE MARKET-SIMULATION GAME
ECONOMIC MAN *.

Benefic press,.
Econoinics
EleMentary-junior high.school .

1-3 hours
No.'of participants: 16740
Cost: Came is included as part of curriculum package

$66.00 e.
0

The game attempts to help participants .to 'disk:wet .the eafqornic
con, epts of market, profit, and supply and deMand. The entire cla,-,s is
divided into two groupsconsumers And retailers.,Within the grourl,
participants are,paired to form teams and compete against each other.
Retailers must buy food from a wholesaler, mat stores, and establish
their own selling Orices. They must attempt to maximize their profits.
Cortsumers must attempt to buy food with limited funds. Points .are
given for the betterchoites and useofthe funds. The consuttier.team
with the most points wins the game.

Game:
.Source:
Subject:
"Grade level:
Playing time:
No. of participants: 35*

Cost: $22.00

MERCHANT
Interacr-
Free markej
funior-senior\high school
14-15 hours -

Students are paired-as owners of sixteen competing general stores
located in four !different Western communities at the turn of the
century. Since their community .is emerging from the nineteenth
century, they must change their businesses from simple general stores
to shops .that meet the eV'er-growng needs and demands of their
consumers.

Game:
Source:
Subject!
Grade level:
Playing time:
No. Of Orticipants:
Cost:

61.

THE METAL BOX BUSINESS GAME.
CRAC
Business management
Senior high school and college
5-7 hours
6-.24

04.50 plus value added tax
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THE METAL BOX BUSINESS GAME ha been desikned to give high
sghoof students and trainee managers an understanding of the purpose
of business and of the work of the bwiness manage... The player must

, t;,/ put himself or herself in the pwition of the manager who must solve
.

financial, production, and marketing problems, while securing satisfac-
tory returns frbm the resources entrusted to him or her.

. Game: MONOPOLY
Source: Parker Brothers Games
Subject.... .Investment
Grade level: Elementary, junior-senior h;gh school
Playihg time: 1-3 hours
No. (A participants: 228

,Cost: $6.66
Partit*ipants buy, sell; and swap real estate, r-a-ilroads and utilities.

Mon .. poiv positions allow for higher ren6 to be charged other partici-
pants. .

Game: . MULBERRY
Source: Paul S. Amidon & Associates, Inc.
Subject:' Cfrban rentwal
Grade level: Junior-senior high school
Playing time: 2-4 hours
No., of participants: 20-35
Cost: $57.50

This is a simulation of an urban renewal project in one community.-
Participants play, the roles of citizens; city officials, and professional
planners. The objedive is ?to combine use of federal resources in
planning a government structure to redevelop an area of sixteen blOcks
in.Mulberry, an older section of Greenbriar,City. Participants must deal
with, problems of urban renewal involving high-density population,.
poor quality houSing, and poor social environm.ent.

Game: THE NAME OF THE GAME
- Source: P.A.C.T.

S!tbject: I:overty'
Grade level: Senior I- :gh school and adult
Playing time: 1 to 11/2 hours

.

No. of participants: 18-30
Cost: $1.65

The purpose of the game is to show the 'dynamics of povertY in the
midst of a1fl6e.nce and rewarded competition. Playsrs are assign&I the
roltis of citizen.. storekeepers, police officer, welfare worker, cLergy, etc.
At OA! beginning of the game money is unequally distributed. Citizens
riam use their money to purchase supplies froni the stores for use in,
rnaloriv two collages. At the end of the game the best collage receiyes a
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'Game: NATIONAL ECONOMY
Source: Didactic Systems, Inc.
Subject: Economics, national economy
Grade level: Senior high school
Playing time: 2-5 hours
No. of participants: Teams of 6
Cost: $1330 for, 30 participants plus teacher's guide

4- $3.85
The purpose of the game is to aid understandig of the relationships

between growth, inflation, national income, agd unemployment. It also
shows hOw activity in diffbrent kinds of industries can have different
effects on the economy. A model is developed simulating a nation's
economic atmosphere and conditions. Participants role-play represen-
tatives of the business community on an economic policy committee),
.separateo into three industrial groups pm:clueing consumer, luxury,and
producer goods. They must decide on the yearly level of investment in
each of these sectors. Their objectives are to,maintain full employment
without inflation and to promote orderly growth of the economy.

Game: NEW CITY TELEPHONE COMPANY SIMULA-
TION GAME

Source: Bell telephone's local education representative
Subject: Decision-making; natural monopoly
Grade level: lunior-sbnior high school
Pitying time:. Open; approximately 3-4 hours
No. of participants: Open
Cost: Free by special arrangement with local Bell Tele-

phone Company representative
Participantc., working in five-member team% manage the New City

Telephone ComPany. Each team must specify company goals and then
solve four ,different management problems. The team's score reflects
how effective the players were in meeting company goals. In reviewing
the results of the game, participants will want to discuss the role of
publie utilities in the U.S. economic system, labor-management rela-
tions, the effects of inflation on workers and bminesses, work attitudes,
career choice.

name: NEW TOWN
Source: Harwell Associates
Subject: Community planning
Grade level: Junior, senior high sc.hool-college
Playing t:me: Three-fourths to 3 hours
No. ot parftipants: 10-20

$13.00 for 10 participants, $32.00 for 20 partici-
pants

NLW fOWN k a game of strategy involving the environmental,
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economic, social, and political factors in building a brand-new commu-
nity. Participants bid. on land, vote for public buildings, participate in
open discussions, and make compromises which affect every player.

Game: NO DAM ACTION
Source: Instructional,Simulations, Inc.
Subject: Resource management
Grade level: 'junior, senior high school-college
Playing time: 6-20 hours
No. of participants: 20-40
Cost: $115.00

Water resource management is the theme of.NO DAM ACTION; its
title was taken from a newspaper heading dealing with alternatives to
flood . control measures. Together with flood control, the simylation
also -covers problems of water resource plans, sanitation and water
treatment needs, pollution abatement, lake and water use classification,
plus a nuclear power plant.

Game: 'THE NOMAD GAME
Source: History Games Co.
Subject: The importance of natural resources and mov-

able property in nomadic life
Grade level: Grades 9-12
flaying time.: 45 minutes to 1 hour
No. of participants: 8-40 2,

Cost: $3.00
. In this game students are divided into four teams rePresenting four
different 'tribes. The players try to increase their tribe's prosperity by
careful utilization of a scarce natutal resource (water)(and by allying or
competing with one another to try to increase their movable property
(camels). An introductiOn to the game acquaints students with the
importance of these things tq nomadic life.

-

Game: PACIFIC EXPRESS
Source: Berkeley Gaming Project
Subject: United States railroad development
Grade level: Senior high school-college
Playing time: 5-10.hours
No. of participants: 9-31
Cost: $20.00

This game recapitulates the building of the transcontinental railroad
.from 1860 onward. It demonstrates how the railroad ventures were
organited and financed.

Game:
Source: Interac t
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-Subject: American history, economics
Grade level: )unior-senior high school
Playing time: 23 hours
No. of participants, 25-36
Cost: $14.00'
. PANIC divides the class into economic pressure groups from different
regions of the United States during the period 1920-40. Students study
the prosperity of the 1920s and the depression of the.1930s. the
simulation culminates in mock congressional committees and a mock
Congress trying to solve the economic crisis.

4ame: PILGRIMAGE
Source: AmeFican Universities Field Staff
Subject: Comparative economic systems
Grade level: -Senior high school-college
Playing time: One class period per group of players
No. of participants: 4 teams, of 1, 2 or 3 players
Cost: $5.00

Participants role-play villagers of various ethnic groups seeking to
become pilgrims to Mecca, the holy city of Islam, Aboard is provided
which symbolically dispenses good or bad luck as players move around
it. When sufficient points and/or money are earned, a player achieves
the desired experience: a pilgrimage to Mecca.

GaMe: PINK PEBBLES

Source: Cardinal Printerg, Inc.
Subject: Money
Grade level: Elementary
Playing time: Q.ne-half to 1 hour
No. of participants: 2-6 (board version), 36 (classroom version)
Cost: $8.00 for board version, $9.95 for classroom ver-

sion
Parlidpants of PINK PEBBLES begin as rudimentary farmers trying to

attain subsistence through settled farming. Progressing through seven
levels of activity, they gain time to start handicrafts, to accumulate
surpluses, to barter, and finally to specialize as owners of "stores" in an
eyolving market economy. Along the way, they find "pink pebbles"-:-
meaningless at first but increasingly important as the need grows for a
medium of exchange.

Game: THE PLANET MANAGEMENT GAME
Source: Houghton Mifflin Company ,

Subject: Community planning
Ciade levet: Junior7senior high school
Playing tinw: 1-2 hours

1
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No. of participants: 4-6
Cost! $18.99

THE PLANET MANAGEMENT Gkt4iE puts participants in control of an
imaginary planet with population,plosion and avollution problem.
A "cafriboard computer" aids decision-making.

Ganie: POLLUTION GAME
Source: Games Central
Subject: Costs of pollution and abatement programs
Grade level: Junior-senior high school
Playing time: 1-3 hours
No. of participants: 12-16
Cost: $30.00

The game presents community consequences of different forms of
pollutionair, watel, noiseand of abatement programs. Participants
role-play residents, businesspeople, industrialists, etc., in the commu-
nity, which is mapped out on a game board. Participant, are faced With
the dilemma of high short-term costs for abatement programs as
compared to disastrous long-term effects of unabited pollution.

'Game: POLLUTION GAME
Source: Houghton Mifflin Cympany
Subject: Ecology
Grade level: Nnior-senior high school
Playing time: 1-2 hours
No. of participants: 4-6
Cost: $14.97

The POLLUTION GAME involves participants in today's ecological
crises. As they try to improve environmental quality, the prpfit motive
complicates their efforts. .

Game: POTLATCH GAME
Source: Games Central
Subject: , Resource allocation; conspicuous consUmption
Grade level: Junior-senior-high school
Playing time: The game is part of a larger unittime is depen-

dent on materials used
No. of participants: 30
Cost: . $65.00

The game recreates a ceremony 'common to the Pacific Northwest's
Kwakiutl Indians. The ceremony sees,the host (participant) 'trying to
gain pr'estige by overwhelming his guests with "gifts."

Gaine: POWDERHORN
Source: Simile II
Subject: Political economics
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Grade level: Elementary
Playing time: 1-2 hours
No, of participant* 18-35
Cost; . $15.00 1

POWDERHORN k an adaptation of the secondary simulation STAR-
POWER. tn POWDERF4ORN participants take the part of frontierpeople
who establish a three-tiered society by trading rifles, traps, and pelts.
After a time, the participants in the highest level are given the right to
make the rules for the society. They usually make rules which enable
them to stay in power. This undemocratic behavior almost alwa9s reads
to a revolution of one kind or another, at which time the game is ended.

Game: PRESSURE

Source: Interact
Subject: Community development-urban economics
Grade level: . Junior-senior high school
Playing time: 2-4 hours
No. of participants: 6-36
Cost:, $14.00

Partidpants become citizens in a commtmity beset by the big prob-
lems facing local government today.: zoning ys. personal rights; cultural
andecological preservation vs. economic gain; and school moderniza-
tion in plant and curriculum vs. tradition and taxpayers. Participants
become involved in these crisis situations by forming six pressure

'groups found in almost all tommunities: a Taxpiyers' Association, a
Chamber of Commerce, a Developers' Assodation, a Farmers' Cooper-
ative, an Ecology Club, and an Historical Society. Some partkipants are
elected to a Community Council (simulating a city or town 'council or
toUnty board of supervisors).and attchool Board. Others are appointed
to a Planning Cqmmission, a Zoning Board, and a Water-Sewer Author-
ity.

Game: THE"PRODUCTION PROGRAMME: THE BRAD-.
FORD.GAME

Source: CRAC '

Subject: Production
Grade level: Senior high school-college
Playing" time:. 1 to 11/2 hours
No. ,of participants: 20-40
Cost: 00.00 plus value added tax

The purpose of the BRADFORD GAME is to give an understanding of
*the excitement. complexity, and challenge of production management
while reducing the technological content-of manufacturing to a mini-
mum. 11wh group is rrquired to organize the manufacture of a range of

.simple products, orders for which are received from a marketing
department.
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PROFIT, a Simulation of 'Modern Trading in
Southeast Asia

Source: American Universities Field Staff
SUbjeci: InteinatiOnal trade; imports, exports .

. Grade. leVel:. Senior high school-college
Playing tithe: :One class period minimum. Can be extended

with increasing sophistication amont traders to
five class periods

No. of participants: 20 or more
Cost: $7.50

iParticiparits role-play ministers of trade of seven Southeast Asian.
nations, trading agents.from seven industrialized naiions, agcl six service
agents, such as bankers, Who facilitate transactions. r

. ,

Game:. PROTECTION
Source: Interact
Subject: Government regulation
Grade level: lunior-senior high school
Playing time: 4-5 hours
No. of participants: Class
'Cost: $10.00

The simulation addresses it)elf to consumer protection and has
students learn how "administrative law" is made by a government
'agency. In small groulis, the students consider the idea of a trade-off
between protection and cost. Groups are assigned roles as the general
thnsumer, labor, investors, dealers, advertisers, or manufacturers. Each
group presents its position on a protection problem. The Agency then
rules. Each group has the right pf appeal. A postgame review session
analyzes both the content of consumer protection and the process of

'administrative law.

Game: THE REDWOOD CONTROVERSY
Source: Houghton Mifflin Compahy .

,

Subject: 4i .. , Resource allocation
Grade level: Junior-senior high scho I

Playing time: 1-2 hours
No. of pa4icipants: 4-6
Cost : $11.97

THE REDWOOD CONTROVERSY has participants debate proposals
for a redwood national park. The ecological and financial aspects of
conservation efforts are brought out. -

Game: RIP-OFF
Source: EMI
Subject: Consumer fraud
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Grade level:
Playing time: One-half to 1 hour
No. of participants: 2-8
Cost: $5.25

RIP-OFF is a cara game designed to help identifythe appeals adveriis-
ers use to get consumers to buy their products. If the players can
identify the appeal they do not have to buy the product. The idea is to
earn on y but not to spepd it. Money can be earned by getting rid of
unwa prodUcts, naming appeals, or by doing odd jobs.

Inierritediate to adult

Ga
Source:

ROARING CAMP
EMI

Subject: The Old West
Grade level: Grades 4-8
Playing tir_ne: 5-7 hours
No. of participants: 18-35
Cost: $10.00

Students become prospectors in the Old West. Some strike it rich,
others end up broke. Participants must deal with claims disputes which
are settled by a "hanging judge." The game serves as an excellent
introduction to the Gold Rush era. -

Game:. SCARCITY,ANpr ALLOCATION
Source: Didactic'SYstems, InC.
Subject: Economics
Grade level: Senior high School
Playing time: 2-5 hours
No. of participants: Teams of 6
Cost: $13.30 for 30 participants plus $3.85 for teacher's

guide
The objective is to increase the standard of living of a group of-people

stranded on an island. Savings are measured in hours, which, although
they cannot be saved, can be spent for projects that lif'. the castaways
above the survival level. Participants must make decisions on how to
allocate time among hunting, fishing, farming, food-collecting, and
tool-making. -the game attempts to highlight the meaning of-saving and
investment and the relationships between these two economic activi-
ties.

Qame:
Source:
ubject:

Grade level:
Playing time:
No. of participants:
Cost:

,SETTLE OR STRIKE
Games Central

Collective Iorgaining
Junior, senior high school-college
Open
24-32
$45.00

'?(;
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This game is a role-play simulation oi the collective bargaining
preceStb Role teams represent union local and Lastik Plastic Co.., as they
try to i'each agreement on five contact issues: wages, union security,
seniority, vacations, and contract duration.

Game:
Source:
Subject:
Grade level:
Playing time:

SHARE THE RISK
Changing Times Education Service
insurance
Junior-senior high school
Game is part of a total unit. Time depends on
amount of material used.

No. of participants: 30
Cost: $8.95 .

The game stresses the concepts of decision-making, risk-sharing, and
chance-taking as they relate to the insurance area. The insurance types
included are life, health1 property, and liability.

Game:-
Source:
Subject:
Grade level:
Playing time:
No. of partidpa

Players cho
financial con
use of corn
selecting. a

ts:

SHELTER

Paul S. Amidon & Associates, Inc.
Housing
Senior high school
1 hour
12-15
$36.00

se roles and then make choices of shelter based on
tions and personal tastes. The game is played with the
ters. Hayers are made aware of the need for1 carefully

equate housing to fit Within their budget.

Game:
Source:
Subject:
Grade level:
Playing time:

SIMSOC
The Free Press
A simulated society
High school and Up
5 plus hours

No. of participants: 20 plus
Cost: $5.95 per participant

Students simulate a society. SIMSOC focuses on the central- problem
of the establishment and maintenance of social order. The game
attempts to create a situation in which the student must actively
question the nature of the social order and examine the processes of
social conflict and social control. As an inevitable by-product, partici-
pants find themselves dealing with a host of issues, including interper-
sonal trust, leadership, "deviant" behavior, social protest, and power
relations.
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Game: THE SOCIAL MOBILITY GAME
Source . History Games Co.
Subject: Factors stimulating trade and fticial mobility in

early modern Europe
Grade level: - Grades 9-12
Maying time. 45 minutes to 1 hour
No. of participants 6-40
Cost: $10.50

Playing in teams of three to four players each, students compete with
other teams to.see which can more effectively increase social mobility.
Students do this by choosing the-decision from decision cards which
will lead to greater trade and less dependence on the feudal system.
The consequence cards tell students the results of their choices and
instruct them to advance their token peasants to laborers, merchants,
etc. Two chance cards, "war" and "plague", show that consequences
are not entirely predictable. Students make decisions based on the
historical situation that existed in early modern Europe.

of

Game:
Source:

-Subject:
Grade level:

SPIRAL
Interact
Inflation
Junior-senior high school

Playing time: 5-6 hours
No. of participants: `-Class
Cost: $40.00

SPIRAL is a simulation of our struggle to control inflation. Students
role-play labor leaders, government employees, businessmen, farmers,
bankers, investors, and consumers. Students complete a research
a,...signment which' they contribute to their interest group presentation
at an inflation conference. The President draws up a proposal which
he/she presents to Congress. Students sitting as Congress debate and
decide whether to accept, modify, or reject the President's plan. The
simulation ends with a review session on inflmion prindples in a
worldwide economy.

Game:
Source:
Subject:
Grade level:
Playing time:
No. of participants:
Cost:

STARPOWER
Simile II
Distribution of wealth
Junior-senior high school
1-2 hourS

11/418-35
$25.00 for kit for 18-35 participants

This game involves students in the operation of a low-mobility three-
tiered society built upon the distribution of wealth in the form of chips.
Participants have a chance to progress from one level of society to
another by acquiring wealth through trade with each other. Once the



www.manaraa.com

It

society is established, the group with the most wealth is given the right
to make the rules of the game. The purpose of the game is to serve as a
device for raising questions about the uses of poWer in a competitive
society.

Game: THE STOCK MARKET GAME
Source: State University College at Buffalo
Subject: Portfolio management
Grade level: High school-college
Playing time: 3 months
No. of participants: Large numbers
Cost: $4.00 per stock market game kit

The game allows students to "trade" on the New York Stock Ex-
change using imaginary tunds in ciimpetition with otheri teams. The
game involves a hypothetical $100,000 which can be invested in as
portfolio of stocks. Students are responsible for managing an invest-
ment portfolio over a ten-week period. Transactions are analyzed
weekly by the college computer center. At the conclusion of each
competition the State University College at Buffalo acts as host at a stock
market awards banquet. THE STOCK MARKET GAME was first devel7
oped at the Wilfrid Laurier University, Waterlco, Ontario.

Game: . STOCKMARKET GAME
Source: EMI
Subject: Security investments
drade level: Junior-senior high school
Playing time: 2 hours
No. of partidpants: 1-6
Cost: $10.00 -

This game attempts to reveal how the stockmarket works and what ,

causes prices to rise and fall. Participants act as stockmarket investors
'who buy and sell securities in an attempt to accumulate the greatest net
worth:

Game: ;STRIKE
Source: I nteract
Subject: American history, economics, collective bargain-

ing
Grade level: Junior-senior high school
Playing time: .20 hours
No. of participants: 20-40
Cost: $14.00

STRIKE simUlates a late nineteenth century environment with two
towns; one having a steel mill, the other a coal mine. Participants.play
roles with conflicting goals: owners, managers, workers, and unem-
ployed. Horatio Alger effort and chance can help participants become

79 73



www.manaraa.com

economically successful. The situation is stimulated by two kinds of
bulletins: historical bulletins which 'make workers aware of labor's
pligh i. throughout the. United States 'and fate bulletins which kill or
injwe. Eventually, Phase I culminates in-either -a ifrii-e; a lockout, or
Itkitibi;ng attempts at collective bargaining. During Phase II, participants
reahze how. Much labor-management relations have :.hanged when
!hey participate in collective bargaining sessions on a contemporay
;:ase study.

Game:.
Source:
Subject:
Grade level:
Playing time:
No. of participants:
Cost

SURVIVAL
Florida Council on Economic Education
Economic systems
Junior-senior high school
2 h'ours
An entire dam
Unknown

The game is a flexible simulation designed to introduce students to
the economic concepts of carcity, economic resources, basic eco-
nomic questions, different economic systems, economic interdepen-
dence, and specialization. Students have been Ico on an arctic island
with littie hope of rescue. Their objective is survival. In order to survive
they must produce one unit each of clothing, shelter, and food per
person. Since there is a shortage of resources, students must eVentually
organize and cooperate to insure survival,

Game:
Source:
Subject:
Grade level:
Playing time:
No. of participants:
Cost:

SWINDLE!
Changing Times 'Education Service
Consumer education
Senior high school
2-3 hours
20+

$8.95

qi

The purpose of the game is to help students experience decision-
Making in shopping and to ieach them to recognize and avoid decep-
tion and frauds. Most players are buyers. Each buyer must buy a uscd
car from one of two car dealers and have the car repa;red by one of two
repairers. Buyers may also purchase products at the Bargain Mart, and
they may ihvest in money-making opportunities. The.highest scores go
to buyers who avoid frauds and spend their money wisely.

Game:
Source:
Subject:
Grade level:
Playing time:
No. of participants:
Cot:

74,

, TAXES
Interact
Taxes

Junior-senior high school
4-5. hours
Class
$10.00

o
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TAXES is a simulation of how major taxes affect individual and
comMunity decisions. Students assume a. variety of occupational roles
and in the course of the simulation develop a "taxation profile',' that
shows how the varitaxes affect their lives., The climax of the
simulation is Community Council's enactment of a tax proposal.

Game: TERRITORY
Source: American Universities Field Staff
Subject: Natural resources
Grade level: Senfor high schookcollege
Playing Ole: One .class period minimum. Can _be-extended

with increasing sophisticition:over several days 1

No. of participants: 4 individuals or tea.rns
CoAt: $5.00

Paiticipants role-play outside powers competitively seeking territo-
ries in Southeast Asia. Play is on a map of the region which is provided.
Following acquisition of a terFitory, its resources,are identified and may

.

be creveloped.

Game: TIGHTROPE
Source: El Paso Public Schools
Subject: Monetary and fiscal policy
Grade level:' Senior high school
Playing, time: 1-3 hours .

No. of participanti:. Minimum of 3
COst: Negotiated with developer

TIGHTROPE is a simulation representing various historical periods of
'economic aaivity. The role of participants is tdact as economic advisers
to maintain economic stability and growth. They must make policy
decisions dealing with periods of depressiun, recession, uncontrolled
inflation, moderate inflation and moderate unemployment, or condi-
tions of stability and reasonable growth.

Game: TRACTS
Source: Instructional Simulations, Inc.
Subject: Community development
Grade level: junior-senior 1-.!gh school
Playing time:. 2-4.hours
No. of participants: 14-40

: $45.00

This simulation illustrates problems of deciding what to do with
scarce land in the core city. Participants form into teams and role-play

, four sectors or interests competing for influence an urban land
development situation. The interest groups include private land devel-
opers, public housing authorities, indu3try, and a city planning commis-
sit The, teams must make decisions on resource allocation and
development policy. The purpose of the simulation is to illustrate to

75



www.manaraa.com

#.

paiticipants the opportunities, arguments, and actions of various com,-
munity sectors when land cannot serve equally'the interest of all parties
without corppromiseand negotiation. - .

i. ..
.

. . %-

Game: TRADE.; .

Source:, Interact '`. A

9ubject: International trad?
Grade level: Juniot-senior high khool
Playing time: 4-6 hours, .
No. of participants: Class .

Cost: $14.00 .,

. ._

TRADE is a simattionof die pressures alild procedures of interna-
tional CommerCe. It direaly involves studentSn eichanging gdods and
in dealing in currency that together form the basis of international'
trade. All simulated nations fnust interact with each other to maintain
the precarious balance Of trade that symbolizes our modern World.
Students, using .research to aid their decision-making, try tosurvive as a
nation without resorting to war. . ".,. .

Yt,

t.

a

Game: .TRADE OFF: THE LAND USE' PLANNING GAME
Source: Joint Council on Economic Education
Subject: Land-use .

Grade level: . SeniPr high school-college-adult 0. '..
Playing time: '4-3 hours
No: of participants: 9-19 - .
Cost: $25.00

The simulation focjses tan community, tleveloprnent and4and use
planning. Game .participants learn to deal with environmental, eco-
nomic, social, and political concepts and the trade-offs inyolved in the

. development of a-community. I

Game: -TRADING POST.
.

. Souhce: Innovative Media. Enterprises, Inc.
Subject: Supply and demand

1

Grade level:
Playing time:,

Junior-senior high school and above
1-4 hours, iNo. of Papicipants: 10-40

Cost: ' $5.50
r FRADING POST is an economic 'simulation, it pay be used fen one

period as a brief `sUpply and demand. exercise, or up to five periods,
altOwing the stVents to employ more sophisticated strategies of buyer .

0
and seller. The snting is eighteenth-century North AmOca, wheje it is 0

easier to isolate the elements of supply and demand. Five competing
Pioneer groups and five 'Merchant groups bargain with each other to..
exchange resOurces for the'best price they can, The overall winner will

. be the group who has accumulated the rhost profit.
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Game: TRANSIT
Source, Instructional Simulat:ln:..,, Inc.
Subject: Transportation
Grade level: junior, senior high school-college
Playing time. 4-10 hours
No, of participants: 20-40
Cost;

. .,$45.00' plus shipping
TRANSIT provides data and background information for simulated

public sectors 'planners; arid local officials to deal with problems of
transportation. Mass ti ansit,-freeway development., parking, safety
standards, and others are problems dealt. with in this simulation.

Game: TRANSPORTATION GAME
Source: Games Central
Subject: Travel costs comparison by mode

, Gradelevel: Elementary and remedial
time: 1-3 hotrrs

No. of participant:: 8-34
Cost:

The.game involves participants in planning, arranging, anetaking"
trips, via, different modes of passenger transportation. Participants 4re
presented w;th specific transportation probleMs for which arrange-
ments inust be made with other students who act as agents for different
trav4 modescar, bus, railroad, or a:rplane.

, c

Game:
Source: 'EMI
Sii)ject:., History, economys
Grade level,: unior-senior high school
PlaVing time: 173 hours'
No. of participants; 15-44

(pa: '$16.00
I hk is a historical simulation that explores the slave trade, the

ecrinomic structure of the New England colonies, and the mercantile
closophy 01 Great Britain during 'the' 'sev,mteenth century.' The

pOrpose 01 thp exercise is to help 'participants learn why the New
t ngauJ «ilonie, did not fit into the _British mercantile system; why the
Br Oki) goiernilierit opposed the,tritingle trade route; and what was th,,
el10onship of the British mercanfilp system to tlw economic dknielopr

inent of New f gkind. Partir'pants assume the roles of the 'major
historic al , ;p in th.. tri.vngular track rRute of' the svvent th cen-

TRIANGI.E IRADE

MCI RS
I MI
I lomat ( d)itid
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Grade. level:
Playing time:
No. of partfcipants:
Cost:

Intermediate 'o adult
1 to 11/2 hours
2-6
$10.75

a

ULCERS' is a big-busines:: game that focuses on people. Eat_h partid-
,pant begins with $50,000 and a company. The objective is to get a full
staff of personnel for the company before the other players do.

Game:
Source:
Subject:
Grade level:
Playing Orne:
No. of participants: 12-20
Cost: $95.00

URBAN DY4MICS
Urbex Affiliates, Inc.
Community development-urban ec
College
.1-4 hours

nomics

URBAN DYNAMICS illustrates the basic structures and processes of
the real city, simplified sufficiently for participants to corfeeptualize
interlocking urban systems. A game session provides an overview of a
city, including all of the following factors: political organization, wel-
far'e, zoning and land use, urban-surburban interaction, taxation,
unemployment, social and racial stratification, economic growth, trans-
portation, population growth,' residential patterns, and education.
Options: model citie,_ health, pollution, megalopolis and rriedia.

Developing on a game board, URBAN DYNAMICS progresses by ten-
ye.ar periods from the recer.i p.ast into the future. Foul teams of
participants relate to each other as representatives of the socioeco-
nomic groups found in modern cities. Since the teams are assigned
resources and restraints, theii decisions and actions aris-e from a
spontaneous reaction to the game situation rather than from an "acting
out" of assigned roles. The teams may either compete or cooperate as

they deal with all the .pects of city life noted above, and they also have°
the opportunity to come together in City Council meetings to make
decisions affecting the entire Lity.

Ganw W.A.L.R.U.S.
Sour ce: Urbex Affiliates, Inc>,
Subject: Community plannh-:resource use
Grade level: Junior-senior high school
Playing time: 2-4 hours
No. of participants: 5725

Cost : $75 pHs postage
the Water and Cand Resources Use Simulation (W.A.L.R.U:S.) is

designed to focus on the impact of public and private decisions on
water pollution. W.A.L.R.U.S. is played by five teams,.each of which is
free to invest in any .of the five land uses provided in the game..
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Different water requirements and sewage generation factors are as-
signed to the different land uses. Land uses consideied in the Model
include heavY and light industry, recreation, simple and advanced
farming, retail stores, and residential developments of varying density.
In addition, municipally owned land uses include water and sewage
treatment plants, rAunicipal service'buildings, schools, and parka.

name: WELFARE WEEX
Source: EMI

2

Subject: Welfare
Grade level: Senior hfgh school-,college_
Playing time: Two 2'hour sessions
No. of participants: 6-7600
Cost: $50

Partieipants simulate living on a welfare budget. They must go
through intake, are given a caseworker, and are asSignecl a bAgeory
allthment. PeriodiC crises force the players to make crucial financial
decisions.

Game: WHEELS
Source: Paul S. Amidon & Associates, Inc.
Sebject: Personal economics
Grade Senjor high school
Playing time: ( 2-4 hoLirs
No. of participants: 3-35 t.

-Cost: $46.00
This Computer;based cirnula n isAesigned to provide students with

experience in .purchasing and maintaining a car successfully for Obe
year. The experiente includes purchase,of car, selection of method of
financing, choice of insurance, and provisOn for runninF expenses. The
computer randomly. assilns accidents, major repairs, and unexpected,
events and calculates running expense.

Game:. WHERE DO WE LIVE?
Somrce: Scott, Foresman and Company
Subject: Community planning
Grade level: Elementary
Playing time: .1-4 hourt
No. of participants: 30
Cost: $24.00

Participants create a natural. environment which they then develop.
Communities and.cities are planned for the purpose of meeting human
needs withihu harming the qualitty 'of the environment.

Game:
Source:

yVHERE DO YOU DRAKTHE'LINE?
Simile II

(1'5



www.manaraa.com

Subject :
Grade leVel:
Playing time: ,,'

No. of participants:
Cost:

Ethics
Senior high school
1 hour
25

$19.50
Five groups of participants make ethical judgments about the behav-

ior of people described in a variety of situations. In addition to
indicating their own opinion, each group also indicates how it believes
most businesspeople and most memberS of the general public would
respond to the same situations. The cqminating discussion is directed
toward discovering Ihe assumptions which were used by the groups to
make their judgments. The implications of those asSumptions are dis-
cussed:

0
Game': WILDLIFE
Source: Berkeley Gaming Project
Subject: Ecological balancp
Grade level: Junior-senior.high school
Playing time: 2 plus hours
No, of participants: 2-6
Cost: $20.00

A working model of. an ecolOgical system whichsimulates the actual
Isle Royale moose-beaver-wolf environment. Habitat quality is estab-..
lished by markers on a chess-type board which represents the rules
developed in accord with the natui al life cycles of the species involved.
I he functioning of the naturalcycles becomes apparent after only a few
"years," phases pf play that take twenty minutes to one-half hour. The
game demonstrates predator-prey relationships, the problems of over-
grazing, consequences of population explosions, the concept of carry
ing (apathy, and migration pressures.

Gime:
Source:
Subject:
citade
playing time:

WORK EXPERIENCE PROJECTS
CRAC
Work experience simulations
Junior-senior high school
1/2 to 1 hour

No. cat participants: ,50

Cost: 01.32
I be CRAc WOP K EXPERIENCE PROJECTS enable 'teachers to set up

eidiSth wor k situ.,ions in the classroorn. Students participate in simu-
lated prohlem-sol ing exrrcises 'which are similar to. the kinds of
problemsolving siltiations encourgered n the job. There are six titles
in the project: (1) Iransport Clerk, (2) Redptionist, (3) 'Printer's
Reader/Proofreader, (4) Sales Promoter,' (5) Police, Officer, and
(6) Rank% ashler.

8.0
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Game:
Source:
Subject:
Grade level:
Playing time:
No. of pagticipants:
C9st:

This simulation acquaints participants with the money and credit
'system of our nation and how it affects and is affected by changeS in
econortic conditions. Its major objective is the deposit-money creation
function of commercial banks and the need for a central monetary
authoritythe Federal Reserve Systemto change the rate cif growth of
the money suPply and the cost and availability of credit.

YOU'RE THE BANKER (formerly MR. BANKER)
Federal ReservesBank, of Minneapolis
Commercial banking and Federal Reserve policy
Junior-senior high school
4 forty minute sessions...
6-30
$15

1

,
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P

ibliographies, Journals,
a d Publishers of
Educational Games
and Siniulations

In this chapter we present,other bibliographies that describe games
and simulations,for use in social studies or raped eurficula; a list of
lournals and newsletters concerning games Arid simulations; and the
addressesas of early 1979for publishers of games and simulations.

'This material malpassist teachers interested in staying current on new
0

developments in games and simulations as well as being useful to
teachers wishing to order specific games.

Bibliographies
Charles, Cheryl L., and Ronald Stadsklev, eds., Learnink with Games: An

Analysis of Social Studies Educational Games, and 'Simulations.
Boulder, Colo.: Social Science Consortium, Inc., and ERIC Clearingr
house for Social Studies, 1973; 168 pages, $4.95.

Coombs. Donald NH.. (Comp.), Simulation and Gaming: The Best of
(-FOC, 1976. ERIC document ED 126 891, 28 pages. Order from Social
Science Education Consortium, Inc., Boulder, CO 80302.

Horn, Robert E., ed., The Guide tO SimulatiOns/Games for Education
anti Training, 3rd ed. Cranford, NJ: Didactic Systems, Inc., 1977, 567+
pAges, $29.00. *,

Klietsch, Ronald G., 'Involvement Learning Vigest. Minneapolis: Learnr
ing Sysfems, Inc., 1973. Order from Ross & Haines, Inc.,11 East Lake
Street, Minneapolk, MN 55408. Yearly subScriptions, $18.75.

Livingston. Samuel A., and Clarice_ StaSz Stoll, Simulation Games. New
York: Free Press, 1973, 4.3 pages,,$4.95.

N'eshitt. William A., Simulation Carries for the Social Studies Classroom,
2nd ed. New York: Foreign Policy Association, 1971, 144 pages, $2.50.
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Stadsklev, Ron, Handbook of Simulation Gaming. in Social Education,
Part F Directory. Birmingham.: Institute of 'Higher EducatiOn Re-
search Services, University of. Alabama, 1974, 347 pageS.

Steinwachs, Barbara, A Selected List oflarban, Environmental and Social
Problem Gaming/Simulations. ERIC document ED 135 667, January
1977, 27 pages. Order from Social Science Education Consortium,

- Inc., Boulder, CO 80302
. .

.

Journals and Newsletters
Journal of Experiential, Learning and Simulation. Elsevier North-Holland

Inc., 52 Vanderbilt Avenue, New York, NY 10017 (3, issues yearry,
$17.50).

SAGA Journal (Simulation and Gaming Association). R. k. 2, Greentree
Road, Lebanon, OH 45036 (4 issues yearly, $5.00).

Simulation and Games: An International Journal of Theory, Design and
\ Research. Sage Publications, 275 South Beverly Drive, Beverly Hills,

CA 90212 (4 issues yearly., $20.00).

Names and Addresses of Distributors and Publishers
American Forest Institute, 1619 Massachusetts Avenue N.W., Washing-

ton, DC 20036.

Alnerican Universities Field Staff, The Wheelock.House, P.O. Box 150,
Hanover, NH 03755.

Patil S. Amidon & Associates, Inc., 1966 Benson Avenue, St. Paul, MN
55116.

Benetic Press, 10300 W. Roosevelt Road, Wes'tchester, IL 60153.

Berkeley Gaming Project, Institute of Urban and Regional Develop-
ment, University of California-Berkeley, Berkeley, CA 94720.

Bobbs-Merrill, Educational Publishing, 4300 West 62nd Street, Indiana-
polis, IN 46206.

Canadian Foundation for Economic Education, 115 University Avenue,
. Suite 301, Toronto, Ontario, Canada M5H3B7.

,

Cardinal Prniters, Inc., Wesleyan University, Middletown CT 06457.

Changing Times Education Serv,iCv, 1729 1-1 Street, N.W., Washingtan,
DC 20006.

-Classroom Dynamics, 231 O'Connor Drive, San lase, CA 95128:

Community Service Volunteers, 237 Pentonville Rd., London, N19NS
England.
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Cooperative Extension Seryice, Bulletin Department, Washington State,
University, Pullman, WA 99164.

CRAC Publications, tiebsRes Press (Cambridge) Ltd., Bateman Street,
Cambridge CB2 1LZ, En And,

Curriculum Development Associates, Inc., Su(te 414, 1211.Connecticut
Avenue, N.W., Wjshington; DC 20036:

Didactic Systems, Inc., Box 457, Cranford, NJ 07016.

Digital Equipment Corporation, 146 Main Street, Maynard, MA 01754.

EDU-GAME, P.O. Box 1144, Sun Valley, CA 91352.

El Paso Public. Schools, Purchasing Agent, BoX 1710, El Paso, CA 79999.

EMI. Education Manpower, Inc., Box 4272, Madison, WI 53711.

Federal Reserve Bank of Minneapolis, 250 Marquette Avenue, Minnea-
polis, MN 55480.

Florida Council on Economic Education, P.O. Box 4641, Clearwater, FL
33518. .

The Free Press, A Division of Macmillan Publishing Co., Inc., 866 Third
Avenue, New York, NY 10022.

.iFriendship.Press, 475 Riverside Drive,,Room 772, New York, NY 10027.

Games Central, Abt Publications, 55 Wheeler Street, Cambridge, MA
91238.

Harcourt Brace Jovanovich, 757 Third Avenue, New York, NY 10017.

Harwell Associates, P.O. Box 95, Convent Station,.NJ 07961.

History Games Co., 5178 S. Harmony Road, Bloomington, IN 47401.

History Simulations, P.O. Box 2775, Santa Clara, CA 95051.

El iughton MiffIrn Company, l 0 Tremont Street, Boston, MA 02107.

Innovative Media Enterprise , In., P.O. BOx 2424, Postal Station B, St. ,
Catharines, Ontario, Canad&L2M 7M8.

Instructional Simulations, Inc., 2147 University Avenue, St. Paul, MN
55114.

Interact, P.O. Box 4i2, I akeside, CA 02940.
\

Joint Council (..,n Economic Education, 1212 Avenue of the Americas,
New York, NY '10036.

et ,

P.A.C.T.,. Wayne County Community.College, Community Services/
Continuing Education, 4612 Woodward Avenue, Detroit, MI 48201.

' Parker Brothers Games, Salem, MA 01970.
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. Prentice-Hall, Inc., Englewood Cliffs, NJ 07632.

Psychology Today Games, P.O. Box 700, Del Mar, CA 92014.

Scott, foresman and Company, 1900 East Lake Avenue, Glenview, IL
60025.

Simile II, 218 Twelfth Street, P.O. Box 910, Del Mar, CA 92014.

Simulation Sharing Service, 4740 Shadowood Drive, Jackson, MS 39211.

Simulation System Program, Black Butte Ranch, OR 97759.

South-Western Publishing Co., Inc, 355Conde Street, West Chicago, IL
60185.

State University College at Buffalo, Center for Economic Education,
1300 Elmwood Avenue, Buffalo, NY 14212.

Study-Craft Educational Products, R1 683, Tüsson Research Center,
Belle Chasse, LA 70037.

Urbex Affiliates, Inc., P.O. Box 2198, Ann Arbor, MI 48106.
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