COMMUNICATION GAMES AND SIMULATIONS
An Evaluation

by Brent D. Ruben
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INTRGDUCTION

Withun the fietd of communication, as in so many others,
the use of experiential methods of instruction has increased
remarkably during the past decade. Many of the reasons are
clear. For one thing, simulation games offer a means for the
instructor or fadlitater to imumerse learners in a range of
communication situations wathin the context of the classroom
time and space can be telescoped and the risks and conse-
quences of “winning” and “losing” controlled. And, beyond
providing z commen expenence that learners can use 4s a basis
for study, expenence-based methods provide an opportunity
10 bridge the troublesome gap between theory and practice in
fields where both are crucial.

An Historical Perspective

To understand fully the current state of gaming in commu-
npication, it is help{ul 1o have some understanding of the recent
history of nstructional development in the field. The present
popularity of experiential learning comes primarily from two
influences, one theoretical and the other historical. Especially
during the late 1950s and through the 1960s, a number of
people in communication—-as in a number of other fields—
began to question the validity (or what was often termed
“relevance™) of communication education at all levels. Moti-
vated both by an academic concern about what they sensed to
be a widening gap between theory and practice and by a
growing outcry for improved institutions of learning, a number
of prominent communication scholars began a national dia-
logue on communication, mass commumeation, and speech
communication that flourished through the mid-1970s. During
this period of inquiry, John Dewey’s Education and Experi-
ence and many of his other sigmificant contrnbutions were
rediscovered. The work of others such as Jerome Bruner and
Curl Rogers, too, had a significant impact on many concerned
with communication instruction,

For those who became convinced that students—in and
outside formal institutions—could be taught communication
more effectivaly, and might further be helped to apply this

lech-

icarning to their own lives, experiential instructional
mques of all sorts seemed worth exploring,

A tecond influence came from various subdivisions of the
disciphne itself, Within speech, for example, even the very
carliest efforts to teach public speaking and debate involved
writing and delivenng speeches and preparing for, and particr-
pation in, debates Similarly, journalism students learned
about photography, writing, and editing by performing the
acrivinies and having their work evaluated by an instructor or
classmates. While the resemblance is seldom articulated, it is
clear that many aspects of the philosophy underlying such
methods were similar to that now undergirding the broadened
contemporary interest in communication simulation and
gaming. In a very real sense, writing or editing for a student
newspaper, participating in debate competition, or delivering 4
speech to an audience composed of one’s nstructor and peers
may be viewed as a simulation, the quality of which can be
profitably evaluated with the same criteria that might apply to
assessing other simulations.

Together, these two wnfluences have led an increasing num-
ber of commurnucation educators—particularly in speech and 1n
interpersonal, group, organizational, and intercultural com-
munication—to experiment with and refine methods of experi-
ential instruction in commaunication.

Simulation gamng is used at wirtually all educational levels
of communication and in nearly all imaginable contexis, -
cluding the classroom, the management seminar, the com-
munity action group, the factory, and the overseas training
program. Available games and exercises run the gamut from
simple exercises that introduce learners to a single topic n 2
ten- to fifteen-runute activity to complex activities in which
participants may spend up to a semester or a year in simula-
tions of soctetal communication dynamics.

Our goal is to review a number of these simulation games
and exercises and to provide a framework with which readers
may better evaluate, compare, contrast, and select appropriate
activities according to their instructional needs.

Selection Criteria

The nineteen activities we review fall into four categories
that represent four major subdivisions of the communication

Pld bn which simulation and gaming are widely g ygg, These

are:
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(1} intrupersonal communication
{2) interpersonal and group communication
(3) organizational and miass communication
(4) ¢ross-culiural communication.

Within each arca, we selected simulation games that in our
view, are: (LY significans (focus on critical aspects ol communj-
cationy; (2) radid (are consistent with communication theory
and research); (3) reliabie (have a high probability of resulting
in similar outcomes from one iteration to the next); (4)
fexible (can be used with persens of diverse background,
cducation, and experience); (5) popular (are generally well-
recognized as important and useful); {6) eccessible (are easy to
construct or acquire); (7) inexpensive (can be produced with
minimyd purchase or duplication costs); and (8) do net dupli-
cale activities reviewed in other articles here.

The Approach

Fach of the four sections of this article focuses on a major
subdivision within the field of comvnunication. Each section is
oreanized in two parts The first, introductery, part briefly
surveys that area of communication, The second part presents
evaluative reviews of the selected games, simulations, and
exercises. This part consists of a brief’ summary of the struc-
ture. dynamics, and requirements of each activity, with com-
ments on particular advantages and limitaticns where these
apply. The first table in each section rates the activities accord-
ing to seleciion criteria. The second presents a suimmary com-
parison of the activities in terms of their primary topic, the
nurnber and level of participants, their relative complexity, the
time needed to run and debriel them, the presence or absence
of debrieling guidelines, and the level of facilitator background
and preparation they require.

Communication: A Definition

What is communication? When is a simulation, game, or
exercise about communication and when is it not? As with so
many other fields in the social-behavioral sciences, there are no
hard and fas: boundaries. Communication as a discipline con-
cerns human interaction, so in some sense nearly every simula-
tion could be considered relevant for communication study

However, for the purposes of this article, communication is
considered to be that life process by which people symbal-
ically relate themselves to one another and their environment.
Thus, communication is fundamentally concerned with how
people know and comprehend their world, and how and with
what consequences they try to share their undersianding with
other people. The games we review in this article were
designed 1o replicate some aspects of this basic life process in
the classroom or workshop.

INTRAPERSONAL COMMUNICATION

The maost basic facet of communication is that process

through which an individual selects and interprets messapes
from his or her environment. This mnessage-sclection-interprela-

tion is called intrapersonal commumnication. Intrapersonal com-
tunication concerns the way people sense, make sense of, and

act back wpon their environment and the people in it. Accond-
ingly, the focus of intrapersonal communication, and hence
intrapersonal communication games, is not so much how peo-
ple connnunicate ro others us how people ure convnunicated-
~wirh in their environment.

Four simulution exercises that concern aspects of intrape:-
sonal communication are: The Legrning Game, The Memon
Game, Zif, and Listening Frigds. All are quite simple to admin-
ister, and costs are nil or minjmal; they can be used without
purchasing commercially packaged kits.

The Learning Game

The Learning Game initially examines the process by which
people perceive and learn to pattern their experiences. Subse-
quently, the acrivity explores the problem of changing one’s
intrapersonal framework once established. Game materials
consist of a mimeographed booklet composed of four pages.
each with the numbers [ to 60 scattered about. On the first
three pages, which are identical. the numbers are arranged so
all odd numbers are at the top half of the page and even
numbers at the bottom. Within these areas they are otherwise
randomly distributed. On the fourth page, odd numbers are on
the left and even on the right,

In forty-five-second intervals (timed by the instructor),
participants, working with pencils in their individual booklets,
connect the numbers, beginning with |, drawing 1 line t 2.
then to 3, and so forth, in a “dot-te-dot” manner. At the end
of the fixed time the instructor records on a flip chart (or
equivalent) the last number reached by each participant. Pur-
ticipants have another forty-five-second interval to connect the
numbers on the second page of the booklet. Aguin, the last
numbers reached are recorded. The instructor holds a brief
discussion to reveal {to those who have not yet discovered it}
that odd numbers are on the top and even on the bottom.
Participants have another forty-five-second interval for con-
necting numbers, with completion scores recorded. Without
further discussion, participants are told to turn to pape four
and repeat the process. Again, completion scores are recorded.
The instrucior can plot a curve on the flip chart for the
group’s average last number on each of the four trials.

Drawing on the data from the curve, debriefing focuses on
the learning and patterning. During each of the first three
trials, completion rates improved as the trial-and-error learning
gave way to pattern perception and skill development. Com-
munication patterns or habits, even when established with
only several experiences, can easily become rigid and resistant
to change. This is nicely demonstrated by the drop-off in
completion rate when *“change” is introduced in round four
(though the change is only a slight, and systematic, variation).

The Learning Game deals in a simple way with a complex
conununication topic of far-reaching consequence in both
theoretical and practical terms. Hs sirueture s fairly simple,
and outcomes are highly predictable. It can be used with

virtuatly any number of participants of junior high through
aduli levels.

One advantage of the activity is that the instructor needs
relatively little theoretical or practical experience to conduct



TABLE 1 Ovwerview of Simulations Games

Game

Summary

Learning Game

Mermory Game
Iritrapersonal
Communication ZiF

Listening Triads

A paper-penci] activity that demonstrates the dynamics of learming and ‘the
difficulty of (hanging patterns ance learned.

An innovatne game designed to demonstrate the role of past experience .
perception, a tention, memory, and recall.

A simple dervonstratien-game useful as a basis for exploning the nature of cate-
gory formation and meaning processes,

A popular gamne that demonstrates the difficulty and importance of listening anc
provides a coytext for improving listering skitls,

Telephone

Cne-Way Two-Way Feedback

Caoperation Squares
fnterpersanal

and Group Last an the Moon {Cansensus/)
Communication

Prisonar’s Dilermma

Power

Telephone, or Rumor Clinic, simulates the dynamics that occur as rnessages ars
passed from one person Lo anather, and another, and anather.

A game designed to present the concept of fgedback in communication anc
demanstrate the differences in outcomes between two-way interactions an
inieractions v/here the listeners are not active participants.

A game that stresses the nature and importance of cooperation and cocperative
behavior (n group probtem-salving situations

A simulation that creates the dynamics of group decision making, proolemr
solving, and :onsensus seeking as individuals strive to integrate their individuai
views with opimionsg of other group members.

A game that explores the dypamics and autcomes of interaction between two
groups who must chacse between patterns of mutual trust and cooperation on
the one hand, or distrust and competition on the other.

An intriguing game in which parbicipants enact their personal gaals and feshings
for other players on game board with play foltowing fewe rules

Hollow Squares

) Lock-A-Block
Organizational

and Uass

Communication
Trio

Interact If

A simulation game in which ane group devises a plan for completion of a puzzle
by a second group not involved in the planning, with a third group observinc
the entire dyriamic

An organizatranal communication simulation game in which severai competin:
groups endeavor to repiicate a toy model following guidelines and winning criter:a
established by participants serving an a panel of judoes

A game stress ng interviewiny, writing, and evaluation skilis,

A mimimally structured simufation of intergersonal, orgenization, and mass
cammunication processes in which groups produce comimunication praducts for
disthibution to, and evaluation by, other participants,

Survival

Agitania, Meditania, Solidania

Lobu-Abu
Intercuitural

Communication
Market Day

Hypaothetica

A game stressing the nature of culture, cuiturai develapment and evolution, and
cross-cultural Interaction, as partictpants deal with the problem of being survivers
from a plane vrash on an isclated 1sland

A role-play simulation in which particlpants from different hypothetical cultures
with differert communication styles confront one another interpersonally,

A sirmulation game stressing the rele of language 1n ¢ oss-cultural adaptation as
“Lobu-speakiig’” participants must interact with “‘Abu-spesking” participants

A simulation activity designed to ereate the dynamics pf the market as faund in
most Third World countries by providing participant graups with varying levels of
purchasing power,

A simulation useful for exploring the nature and dynamics of development and
underdeveiopment, and the communication processes that accur as a group of
participants from a hypothetigal region of a hypothetical country try ta exploit
3 newly discovered natural resource.

the activity. The major poinis are self-evident to participants, With sophisticated audiences, the greatest strengths of The
and posi-play discussion will procsed in a lively manner with  Learning Game—its simplicity and directness—may also be a
mimmal facilitation. Exploration of the exercise’s implications ~ weakness. The instructor can compensate for this by using the
can be enhanced, however, if the instructor has some knowl-  activity to launch a generalized discussion on learning and
edge in areas such as pattern learning, perception, habit forma-  change, rather than as an end in itself.

Lion, and personal change.



TABLE 2 Intrapersonal Communication Simulation
Games Overall Rating
Selection Critena
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Learning Game 4 5 5 4 3 9 2r
Memory Game 5 4 4 4 1 1 2p
Zif 4 4 4 4 3 5 n
Listerung Triads 5 b B 5 5 5 in

Key High = §, Moderately High = 4; Moderate ~ 3; Modaratsly Low =
2, Low 1, n = no expenditure required, p = purchase requited; r =
reproduction required

The Memory Game

The Memory Game, like The Learning Game, concerns
perception and habit formation, but in 2 more complex and
holistic fashion. Game martenals are miscellaneous household
items that can be collected. borrowed, or purchased. The
instructor assembles objects that symbolize o range of activ-
ey common to some or all participants. Some might have
religious associattons (like a rosary or dreidel), others voca-
tional associanons (like a book or tape meusure), others might
relate to hobbies (like guitar strings, a picce of leather, an art
brush), and others to interest areas or habits (like a sugar cube,

TABLE 3

cup and saucer, Flavboy or Playgirl magazine, matclhes or
cigarettes, plant muster). The objects are placed on # covered
table 1 {ront of the room. People come up to the table in
aroups of five to seven. They are told that the table (which 13
still covered) has a number of items on it, and that when the
table is uncovered they are look 1t over and try to notice and
rementber as many items as possible, so they can list them
back at their sears. Each group (enough groups so all partici-
pants view the 1tems) u turn has two minutes to look over the
items before the table is recovered and participants are told to
refurn to their seats and list as many ltems as they can,

After ail lists are done, the instructor may initiate debnef-
ing by asking purticipants to look their own lists over tuo
determine whether there are any pattemns. Because most per-
sons nerceive the task as simply as a test of memory, their
attention 1s focused simply on trying to remember as many
items as possible. Purposely, though, there are many more
items that anyone can remember, Thus, in one way or another,
each person selecrs some subset from the iotal possible ranve
Though participants may initdally say that their selections were
*“unccnscious,” further discussion will suggest the importance
of eash person’s life expericnce in determimung what iterns
were noticed and recalled. The rosary, for example, is most
typicully listed by someone who is either Cathobic or well
acquainted with the relipon. That same person may not notice
or recall the dreidel, a symbol that will most typically be
rememnbered by a person of the Jewish faith. Each person’s
listing; of iterns—and the groups’ collective listing-- provides the
basis for an involved and personahzed discussion of the role of

intraparsonal Communication Simulation Games Use Characteristics

Number of Participants

Level {Kindergarten,
(Mo, Variabla)

Primary Topic
Post Grad}

{Criucal, Useful, Not necessary)

(Zimple, Average, Compiex)
Theoretical Preparatian
{Critical, Useful, Not

necassary)
Fecilitation Experience

Basic Structure
{(Minutes, Hours)
Debriefing Guide
{frcluded or ot}
Debriefing Time
{Minutes, Hours)
Behavioral Simulation

Run Time

<

The Learning Game learning, B-PG
perceptian,
change
memory,
tearning,
perceptual
patternmindg,
experience
meaning,
perception,
category
farmation
listerting,
feedback,
speaking

The Memory Game 11-PG

zif 10-PG

Listerng Triads 2-PG
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experience and values in perceptual patterning and, more gen-
erally, of intrapersonal communication habit formation.

The pame focuses on a subtle yet critical aspect of intraper-
sonal communication in a reasonably straightforward fashion.
In a very peneral sense, outcomes of the game are highly
predictable: the lists participants generate reflect their own life
experiences and values. In another sense, outcomes vary con-
siderably from one person or play of the game to the nextas a
function of the experiences and values of the persons involved.

Because of the relatively more complex nature of this game
compared with The Learning Game, a bit more sophistication
in debriefing behavioral simulations is required for most effec-
tive use. and some theoretical preparation in learning, sociali-
zation, or perception is probably desirable. Discussion also
requires moere time than The Learning Gamne.

Zif

Zif, like The Learning Game, can be used easily with any
number of participants. The game focuses on meaning and the
processes by which people evolve meaning for aspects of the
environment. The exercise involves participants in trying io
discover the meaning of “Zif,” a label for a category of
geometric forms. The only materials needed are a flip chart (or
equivalent), paper, and pencils, On the flip chart the instructor
draws between nine and twelve geometric forms, each of
which has some structural characteristics in common with
several or all of the others (for example: vertical lines, right
angles, four comners, or three corners). The instructor has
already selected one particular configuration {like a right angle
or a vertical line with a left-branching appendate) that appears
in some of the forms but not in others, and arbitrarily calls
that “Zif.” The task of participants is to discover the referent
for the term. They may gather information from the instructor
only by asking questions that can be answered with ‘“‘yes” or
“no.”

Postplay discussion focuses on the “trial-and-error™ process
by which participants discovered the meaning of “Zif,” re-
lating this to learning and meaning-formation processes in
“real-life” situations. The activity may also be used to focus
on *unlearning” and change, in a manner like that used in The
Learning Game, by repeating the process as the instructor
selects a second configuration also defined as “Zif.”

The major point of Zif comes through to participants with
little fucilitated discussion. Perhaps even more than with The
Learning Game, extrapolation of the outcomes from the game
situation to the *“real world” is more readily accomplished if
the instructor is familiar with theories of meaning and meaning
formation, though this is probably not essential.

Outcomes of the game are quite predictable from one
iteration to the nexl, participant involvement is quite high,
and it can be used profitably with high school through adult

piarticipants With modification, it weoeuld probakly be suitable
for younger audiences.

Listening Triacls

Listening Triads deals with what is perhaps one of the most
critical aspects of communication, and it does so in a simple,

straightforward format requiring no materials or dollar expen-
diture. Participants are grouped by threes, One person in euch
group is designated the speaker, the seccnd the listener, and
the third the judge. The speaker talks without interruption for
a specified number of minutes (two to five) on a topie selected
by the instructor (for instance, why he or she chose this job,
major, or workshop; his or her major; his or her communica-
tion strengths, goals, or weaknesses, and so forth), while the
listener and judge listen attentively, After ihe set time has
elapsed, the listencr sumimarizes in as much detail as possible
what the speaker said. The judge may interrupt at any point if
he or she believes the listener has made an error or has left out
something important, After the summary and judge’s evalua-
tion, roles are exchanged, The listener becomes the judge, ihe
judpe the speaker, and the speaker the listener. After comple-
tion of this cycle, roles are exchanged a third time so sach
participant serves once in each role.

Discussion following the activity takes place at two levels.
First, the members of the triad may be asked to recall and
analyre their feelings and their performance among them-
selves, Scecond, the group as a whole may be asked to sum-
marizz the issues iaised by the activity and its hnplication tor
other communication situations.

As with the other intrapersonal communication games, ex-
tensive theoretical knowledge or preparation is not required,
though it can be useful. Probably of equal or greater impor-
tance for maximum impact of this exercise is some experience
in conducting and debriefing bhehavioral games, because the
success of this activity is, in part, contingent on creating an
atmosphere in which participants can comfortably examine
the strengths and weaknesses of their owr: listening and speak-
ing behavior. For example, it is not uncommon for partici-
pants serving as the listener to become quite embarrassed when
they liscover how little they can recall of what a speaker said.
In such instances, the instructor needs to encourage partici-
pants to confront and explore this reality seriously, but in a
fashion that does not lead to depression, mistrust, or defen-
siveness, all of which may inhibit seif-reflection and learning,

Outcomes of the activity are highly predictable, and it can
be uszd profitably with second grade students through adults.

INTERPERSONAL AND
GROUP COMMUNICATION

While intrapersonal communication is concerned with how
people relate to their environment in general, interpersonal
communication centers on how people relate to selected per-
sons within the environment. Specifically, interpersonal com-
munization deals with the dynamics by which relationships are
initiaed, develope, evolve and grow, or terminate. A good
deal of the time people spend with others is in groups. Among
the primary topics with which group communfcation deals are
how groups vperate; the nature and putierns of involvement
and noninvolvement, participation, leadership, and group cli-
mate, the establishment of trust and cooperation; and the
nature of power.

Tre six simulation games centering on interpersonal and
group communication that we discuss and compare here are



TABLE 4 Interpersonal and Group Communication
Simulation Games Qverall Assessment
Criteria
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Telephane (Rumor Clinic) 4 4 5 4 4 5 n
Ona-Vay Two-Way Feedback 4 4 4 3 4 5 In
Cogperation Squares 3 3 5 3 5 4 2r
Last on the Moon (Consensus) 5 5 4 &6 4 4 r
Prisoner's Dilernma 5 4 4 3 4 4 in
Power 5 5 4 2 1 K] 3p
Key: High = 5; Moderately High = 4; Mpoderate = 3; Moderately Low =

2: Low = 1; g = purchase reauired; r = reproduction required; n = no
expenditure required

Telephione (or Rumor), One-Way Two-Way Feedback, Coop-
eration Squares, Lost on the Moon {or Consensus), Prisoner’s
Difenung, and Power, In general, these activities are more
complex and have a wider range of potential cutcomes than
thuse reviewed in the previous section. As a result, they
reguire more facilitator skill and preparation.

Telephone

Telephone (or Rumor, as it is often called) is simply an
academic version of the age-old kids’ game in which one
person initiates a story and tells another, who tells another,
who tells another, and so on. When running it as an instrue-
tional simufation, instead of having the first person make up a
story, the instructor uses a controlled stimulus such as a film,
picture, or paragraph. The stimulus is presented to the first
individual for an appropriate period of time, Next, one at a
time, four to six persons who were not exposed to the original
stimublus are brought into the room to hear the description
from the person who went before. In turn, each passes an
account along to the mext. Other participants observe the
exchangss and make notes on what happens as the message is
passed along. Videotaping the chain is also useful.

Postgame discussion focuses on the nature of rumor and,
more generally, on the inevitable dynamic that accurs when
information is transferred from person to person, Discussion
guides sugeest emphasizing how some facts get added, others
subiracted, and others distorted. Finally, discussion centers on
the implications of this process for everyday communication,
stressing the merit of first-hand information, care in observing

and describing an event, and so on.
This excrcise has a number of advantages, It is simple to

run, treats an imporiant aspect of interpersonal comimunica-
tion, can be used with any number of participants, 1equires
lictle instructor preparation, costs little or nothing, and has
highly prediciable outcomes, And, by varying stimulus mate-
rial, the activity may be used with any level of participant.

One-Way Two-War Feedback

One-Way Two-Way Feedback is also @ popular game which.
frum a theoretical point of view, builds nicely on Telephone
It emohasizes the importance of fecdback --checking out with

“u speaker one’s perception of what one thought was said.

Th: exercise has two parts. During each, a participant
{generally a voluntecr) is given a drawing of several connected
geometric shapes (a right triangle on top of & circle on top of a
rightsloped parallelogram, for example). The volunteer’s task
is to describe the drawing so the other participants (who
cannct see the drawing) can reproduce it on their paper
exactly as it is on the origina sheet,

During part one, only “one-way” communication is allow-
ed The volunteer gives directions, but no questions, com-
ments, or reactions--verbal or nonverbai—are permitted from
the aadience. During part two, a volunteer describes another
geomztric figure of comparable difficulty. This time, “two-
way” communication is permitied. For each phase, the in-
structor records the amount of time required, the describer’s
estimate of the percentage of persons who correctly repro-
duced the figure, and the actual perceniage who did so correct-
ly. D scussion guides indicate that postplay discussion ought 1o
focus on the differences—advantages and disadvantages—of
“one-way” versus “two-way” communication in the game and
in cemmunication situations in general.

Predictably, the one-way phase takes less time, leads to
grossly exaggerated estimates of correct responses by the des-
criber, and is typically reported te be a highly satisiving
experience by the describer, The two-way phase takes consid-
erably longer, leads to overly conservative estimates of corract
reproductions, many more correct reproductions, and is fre-
quently a frustrating experience for the describer, Thus, the
one-way phase is less time-consuming or more efficient, more
satisfying to the describers, but less effective and leads to less
accurate information transfer. The applicability of these prop-
ositions to a variety of different interpersonal situations be-
comes the final focal point for discussion in what is always an
interesting and involving activity.

The game does nol make great demands on the instructor in
terms of ability to facilitate behavioral learning, but a minimal
theoretical base is useful for extrapolating the game experience
to broader spheres,

Cooperation Squares

Cooperation Squares is probably one of the most popular
simulation games in group communication. It is designed to
demonstrate the value of cooperation in group problem-
solving, and it makes the point dramatically and unambigu-
ously,

The game is played in groups of five persons seated around
a table, Each receives an envelope containing cardboard pieces,
and the group is told that the task is to construct five equal
squures without talking. Because no cne person has all the
pieces needed to complete one square, the solution requires
sharing and cooperation among group members.

Fost-play discussion begins with an analysis of what hap-
penxd and explores which strategies led to quickest comple-



nion of the live squares. Initially, the instructor explores with
the group the fairly predictable tendency of participants to
define the nature of the task as individual rather than group.
individeals often spend muoch time trying in vain to assemble a
square with their own pieces and only after a considerable
time explore the possibility that they could and should ex-
chunge preces with others in the group,

Some skill at behavioral facilitation is useful in conducting
Cooperation Squares, because conflicls that may require some
debriefing sometimes develop during play. The instructor
needs little theoretical background since the theme of coopera-
tion and its importance in various activities is a famihar topiec.

The materials for the game can be easily made in an hour or
s0, depending on the number of participants; with enough
puzzle sats, up to forty persons (in groups of five) can partici-
pate As with several games discussed so far, the major advan-
tage may also be a hability in some circumstances. In this
farrly straightforward lesson on the values of cooperation in
group problem solving, there is some nsk of oversimplification.,
Tasks are usually not finite, they may require skills and knowl-
edge that are not equally distributed among group members,
and cooperation is sometimes dysfunetional (as among mem-
bers of the Watergate *‘teanm’™). These issues however, can be
discussed in debriefing,.

Lost on the Moon

Lost an the Moon, which alse focuses on group communi-
cation and decision-making, gives participants an opportunity
o learn about the process individuals go through to reach
group consensus on matters in which there may be substantial
differences of opinion among individuals.

TABLE S

The game has two parts, Initially, participants receive a tist
of items to rank according to their assessment of the items’
relative importance for survival on the Moo, {Other sorts of
lists such as value statements on education, male-female rela-
tions, leadership, may also be used.) Next, partwipants come
together and are given the task of artving at a group cunsensus
on the ranking of the items,

Ciscussion guides indicate that post-play discussion focuses
ou patterns of decision-making, comparing (either by “eye
ball” or using mathematics) each initial individual’s ranking with
the inal group ranking. A small discrepancy suggests ether
that the individual's preferences were comncidentally well
matched with the group’s or that the person was highly infiu-
ential in decision-making. Discussion may also focus on roles
played, group climate, leadership patterns, norms, levels of
participation and wvolvement, at the wstructor's discretion
and 15 a function of the instructor’s goals and the proup
dynamics that emerge.

Though the basic structure and operating dynamics are
quite simple, the outcomes are both rich and varied. Data
generated from even the most unitmaginztive iteration of the
simulation are extremely useful for exploring many, if not
most, of the critical components of group communication,

From both a behavioral and theoretical perspecnive, the
game requures considerably more instructor skifl than most ot
the gumes discussed so far. Cssentially, the instructor must
develcp a debrieting strategy based on hus or her own observa-
tions of the activity. Also, debriefing often requires theoretica
and interpersooal skill in facilitating learning from conflicts
that develop during the game.

The activity is exceptionally versatile. Items to be ranked
may be easily vared according to the participant group’s

Interpersonal and Group Communication Simulation-Games Use Characteristics
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interests, level, and previous experience. Beyond minimal re-
production, there are virtually no costs involved, preparation
tune is minimal, and tune paramenters may be varied subject
to circumstances.

Prisoner’s Dilerma

Prisoner’s Diderming deals with trust, cooperation and com-
petition, and interpersonal and intergroup relations. The struc-
ture of the game is somewhat more complex than others
discussed so far, and the outcomes may vary considerably
from one iteration to the next, though certan themes surface
with nearly every play,

The game requires that participants be divided into twoe
groups, each of which is provided a separate room. With the
goal of “winning as much as you cun,” game play consists of
ten rounds in which each team decides between two alterna-
tive letters (A or B for one group, X or Y for the other) in an
effort to win as many points as possible. Depending on the
combination they select (see the payoff matrix), both teams
may win points, one may win and the other lose, or both may
lose. In each round, then, a team has a choice between select-
ing the letter that may lead to cooperation or one that further
heightens the likelihood of competition,

TABLE 6 Payoff Matrix

Chaices Qutcomas
Team 1 Team 2 Team 1 Team 2
A X +3 +3
A Y -6 +6
B X +6 -6
B ¥ ~-3 -3

At two points 1 the game, represeniatives from each team
may meet—at the discretion of the teams-to discuss mutual
concerns. Scores are totaled for all ten rounds.

Discussion guides suggest focusing on the group’s assess-
ment of who won, the c¢riteria being used to arrive at the
judgment, what each team thought the other team’s goal was,
and so forth,

Typically, groups define the task as “beat the other team”
rather than an alternative nterpretation of *‘win as many
points as you can.” This precludes their seeing the goal as a
cooperative onc—both teams winning as many points as pos-
sible, This, of course, could be accomplished only if both
groups adopted an “AX” strategy. The reasons groups did not
select such a defimtion of the goal (where this 1s the case)
leads predictably to a discussion of trust, cooperation, and
competitton—ull crueial components in wnterpersonal, group,
and intergroup relations.

A reasonable theoretical background and some preparation
are useful for helping participants see the analogy between the
game and such things as courtship behavior, communication
between countries, the international arms race, and 50 on, This
is particularly imporiani since, as noted earlier, interaction
patierns, participant responses, and overall outcomes may vary
from one play to the next.

Predictably, different factions develop within at least one

of the groups. One subgroup often takes a highly competitive
postire and another wiants fo initiate cooperation with che,
other group., Where these splits develop—and particubarhy
whee one faction asserts itself to the exclusion of the others -

“instructor skills in behavioral lacilitation are usefud, il not

crucid, Helping participants sec how their individual behaviors
contributed to cooperative and competitive outcomes can be
as inportant a part of debriefing as demonstrating in an
intellectual fashion how trust, cooperation, and competition
operate **in theory.” For this reason, debnefing time for the
game is extensive.

Cetling the most out of the game not only requires a skilled
instructor but reasonably bright and soplusticated participants,
as well, in that many of the most important linkages to the
“rcal world™ are subtle and abstract. In all, Prsoner’s Dilemma
is potentially one of the richest shmulations discussed so far in
tern s of both theoretical and personal lzarning: but cutcomes
arc 'ess predictable than some others and necessary facilitation
skills are greater.

FPower

FPower is one of the most interesting simulation games m
nte-personal and group communication. 1t 15 virtually unstruc-
tured. and for the most part the rules. roles. and outcomes
emerge totally as a consequence of the motives, needs, actions.
and reactions of puarticipants.

The game was designed to explore the place of power and
motives in interpersonal behavior, Basically, the activity is
quite simple, Materials consist of a game board composed of
colcred squares dealt out and aranged like a checker board.
with playing peces that each participant fashions with card-
boa-d, paper, pencil and scissors. Players going in turn may
add as many pieces o the game board as they wish, anywhere
they wish. During a turn a player may also move, remove. or
destroy any or all of hus or her own or the other players’
picces. Once 2z player has completed a turn, he or she may not
alee: the pame board in any way until the next tum. The game
end; only when all players have withdrawn from the game.

With these minimal ground rules, amazingly elaborate roles.
rules, interaction paiterns, norms, and confrontations emerge
as players fashion and disptay an identity and negotiate with
other players for psychological and physical space on the game
board.

“There is virtually no predictability :n outcomes from one
iteration of the game to the next. Often, participants become
verv involved emotionally with the game and the behavior of
othzr participants—in a manner reminiscent of aspects of an
encounter group, As a resull, instructor skills in facilitating
personal learning and interpersonal conflict are essential for
satisfactory debriefing and meaningful use of the game. Power
is rot an appropriate game for indiscriminate use. Beneficial
plav requires reasonably serious-minded and intellectually
sophisticated participants, not to mention an instructor with u
hugh tolerance for ambiguity. As Table 5 notes, the time
tequrements for Power vary widely, as participants determine
the length of the game. Generally, however, the game and
detricling require at least two or three hours.



ORGANIZATIONAL AND
MASS COMMUNICATION

Organizational  communicaiien  considers  intrapersonal,
interpersonal, and group communication phencomcoa as they
operate 1 morc complex environments. Information flow,
work und sociul roles, and authority, status, and power re-
fations ale among the topics of central concern. Two simulation
games Hollow Syuares and Lock-a Block--are discussed and
compared 1n this section,

Mass communication similarly involves aspecls of intraper-
sonal, interpersonal, and group, as well as organizational, com-
mumcation. In its simplest forms, mass communication centers
on the process by which an individual (or group or organiza-
tion) desiens, packages, and transmits messages for intended
consumption by a large, heterogeneous, and anonymous audi-
ence. We review two games that focus on mass communication
topics, frreract I and Trio.

Hollow Squares

Hollow Syuares is an inexpensive, relatively flexible, and
popular game that focuses on dimensions of intergroup super-
viston and coordination. The activity involves two task groups.
Tiie planning group has access to the information needed to
complete a task, which is the assembly of a cardboard puzzle.
A sccond group does not have this information and must rely
in its efforts to construct the puzzle on instructions it receives
from the planning group, A third group serves as observers,
recording the events that transpire and later initiating discus-
ston of the entire process.

Debriefing begins with a recounting of events, plans, and
strategies by the observers, with comments and questions from
members of the other two groups. Typically, members of each
team make a number of unnecessary and limiting assumptions
about the task, and these become the initial focus of discus-
sion. Later discussion focuses on the relations that developed
within and between groups, the planning process, authority
relations and outcomes, theories and strategies for supervision,
and so on.

TABLE 7 Organizational and Mass Communigation
Simulation-Games Overall Assassment

Criteria
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Hollow Syuares can be used with up to twenty-five persons
fron grade twelve through postgraduate level. Run time is one
to two hours, with thirty minutes to one hour needed for
debriefing. Little or no theoretical preparation is needed to use
the ame, and skill at behavioral faclitation is not necessary.
Neccssary materials can be assembled in en hour or so, depend-
ing ¢ the number of parucipants.

Loci-g-Block

Leka-Block is a game with a reasonably sumple structure
that generates a great deal of enthusiasm among players while
surfzeing numerous eritical communication issues.

Game materials are several sets of styrofoam blocks (or
Lincoln Logs, Tinker Toys or Giant Tinker Toys, or other
buileling materials), The instructor constructs a model or shape
using about one-fifth of the blocks. Participants are divided
luto three to five groups of four to seven persons, and each
grouy is assigned a different section of the room in which to
carry out its activities. Participants are told that each group s
to build a replica of the mnstructer’s model with the unas-
semtled blocks. Each group selects one person to serve as a
judge. The judges (three to five, according to the number of
grouss) are toid that they have three tasks: (1) make all rules
by which group competition will proceed (for example, How
man blacks can a group take at a time? How many persons
may come up to look at the model at once?) (2) enforce all
rulss; and (3) select a winning group

After the construction and judging phases are completed.
debr efing begins. Discussion gindes suggest that discussion
may focus on the judges’ leadership style and 1ts effect on the
varicus groups, the extent to which judges delegated authority
to groups, the degree of division of labor within groups,
refat ons between groups, participation within groups, teader-
ship styles within groups, and so forth.

Tiough the outcomes of the game vary somewhat from one
play to the next, depending on the posture of the judges and
the torts of rules, enforcement procedures, and winming cn-
teria they select, the patterns of interaction are quite predict
able. Charactenstically, judges take little account of the needs
of the groups who selected them as they develop rules. The
power often goes to their heads, and when this occurs some
resertment by group members generally follows. This often
leads fo very fruitful discussions of communication in power
and authority rclationships.

Lock-A-Block can be most effectively used with up to
thirty persons from hgh school through postgraduate level.
The activity is of average complexity, requires about fifteen
minutes to set up, forty-five minutes to one and one-half hours
to play, and thirty minutes to one hour ta debunef.

Theoretical preparation in the areas of intergroup relations,
organizational dynamics, or group and organizational com.
munication is useful, as is some degree nf skill 11 behavioral
facihtation. The latter is particularly mmportant for helping
partinpants explore the nature and effects of their own behav-
ot within the group activity.



Triv

Trio is a mass communication cxercise that involves inter-
viewlng, writing, and being an audience. [t is very similar in
struclure to Listening Trigds hut uses a wrnitten rather than
spuken mode of interactuon. Partiupunts are grouped by
threes. Each trind member in turn interviews each of Lhe other
two. The interview focuses on gathering biographical data,
which forms the basis for short biographical sketches, After
the interviews and biographies are completed, they are dis-
tubuted to the persons about whom they were written. Each
of the three persons selects from the two biogruphies the one
that 1s most accurate and appealing and gives both authors
written or oral feedback. Discussion after the exercise con-
cems interviewing theory and practice, including the relation
between the sorts of questions one asks of the types of
answers that result, alternate question-asking techniques, and
so forth. The excrcise also provides a basis for exploring
dimensions of audience reaction, specifically. what factors led
to the selection of some biographies and the rejection of
others, and what is the relative importance of “content”
compared with style.

The activity can be used most effectively with high school
or undergraduate university students, It requires no prepara-
tion time, takes about two hours to play and thirty minutes to
one hour to debrief. Theoretical preparation in the topics and
skills the exercise addresses 15 useful, but no behavioral facilita-
tion skills are necessary.

Interact I

Interact 11 was developed by the author. The assessments
herein are based on comments by Frednc Powell, Department
of Speech Communication, State University of New York,
Brockport, Interact 15 a complex simulation game that focuses
on mass commurucation along with interpersonal, group, and

organizational dynanues. Parlicipants are organized in five 1o
fifteen groups of five to ten persons gach. During the game

which may last from one to two semeslers - each group pre-
pares, produces, and distributes a series of commurmecation

- browdeusts or publications on predetermined topics,

Cin specified dates, the products are *aired” or distributed
to a.l other participants, who serve as members of the audience
and evaluate lie products by assigning points and providing
narrative feedback. Evaluation points are totaled and given in
bulk to the producing group, which may divide them among
its members as they deem appropriate.

Iareract 1 makes a provision for participants 1o “quit”
their mass communication company and work for another
start their own company, or work with the Executive Councu
(which governs the entire sumulation).

Much of the debriefing for fnreracr 11 occurs in tandem
with play as participants work through the various problems orf
organizing @ group of individuals to produce a product that
will appeal to its audience. Because of the duration and inten-
sity of the simulation, behavioral facuitation skills are crucial
to i1ts effective use. Helping participants analyze and see per-
sond relevance in the various experiences and problems they
and their groups encounter is both critical and often difficul:
to accomplish because of the complexity and multiplicity ot
the dynarmues that occur. Theoretical background in varnous
aspecis of communication 1s useful to the facilitation process
thoagh perhaps less critical than for other complex simulation
garres, in that the parallels hetween the fnreract IF dynamics
and those of the *“real world” are quite apparent to partici-
pants. Debriefing effectiveness hinges on the instructor’s
ability to help participants “understard™ and deal with the
dynamics in a personally illuminating, productive, and trans-
ferable manner,

interact I is best suited lo university-level participants, It

TABLE B Organizationa! and Mass Communication Simulations-Games Use { haractaristics
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can be used as a course unto itself or in conjunction with other
courses fur some portion of a semester, with as many as 130

participants.

INTERCULTURAL COMMUNICATION

Intercultural communication is an increasingly popular
arza. Work in this area focuses on the communication dy-
namtes that occur duning interaction between two or more
persons with differing cultural (or subcultural) backgrounds.
Five intercultural communication simulation games that deal
with facets of intercultural communication are reviewed in this
section. They are Survival;, Agitania, Meditania, Solidania;
Lobu-Abu; Marker Day; and Hypothetiea,

TABLE 9 [mercultural Communications
Simulations-Gamas Qverall Assassment
Criteria
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Survival

Survival is a simulation game designed to increase partici-
pant awareness of the nature of culture and the process by
which culture develops and evolves. Tt casts participants in the
roles of survivors of an airliner crash on an isolated and
uninhabited island, where they learn they are destined to
remain for many years. Their imtial task is to devise a plan of
action—what needs to be done and who will do it, At various
times. the instructor enters the room in which the “survivors*
are located and asks gquestions that require the group to
examine the probable evolution of the newly formed society
six months, one year, and five years hence. In this way the
group can be guided toward considering such topics as orienta-
tiun to work, time, sexuahty, religion, ethics, law, gender
roles, and so on, as it defines what the ideal culture might be.

Some inewitable extrapolation occurs as participants re.
spomdl to the experience—which is initially rather ambiguous—
and speculate about how the culture might evolve. Discussion
#t the completivn of the game 15 directed toward exploring
specific cultural dumensions of the sort listed previously.

Survival generates particular interest and enthusiasm when
used with groups (of five to fifteen members) of serious high
school through postgraduate-level participants who have some
degree of tolerance for ambiguity. The game structure is rela-

tively simple and depends for its outcomes on the interest and
involvement of participants, The activity requires from one
and cne-half to four hours to play, with thirty minutes to one
hour for debriefing. Neither theoretical preparation nor be-
havioral facilitation skills are needed.

Agitania, Meditania, Solidania

Agitania, Meditania, Solidenia 18 an enjoyable and informa-
tive rofe-play game in which participanis assume roles as mem-
bers of one of three cultural groups, each wath its own distine-
tive cultural communication characteristics. Through interac-
tion with members of the “other cultures,” participants gain
some experience in the problems and challenges encountered
cross-culturally regarding such differences as orientation to
time, physical contact, money, work, or greetings. At the same
time, the game sensitizes participants to some crucial dimen-
sions of cross~cultural communication, and through discussion
raises questions about stereotyping and its effects,

The role-play can be used most effectively with fifleen to
farty-five participants of high school through umversity lavel,
Time requred for play is one to iwo hours, with thirty
runwes to one hour for debriefing, Theoretical preparation in
the area of intercultural relations is cnitical for most effective
use o this game, but facihitation skills are not needed,

Lobu Abu

Lobu-Abu also splits participants into two cultural groups,
but vnlike Agitania, Meditania, Solidania it emphasizes lan-
guage and language differences across cultures. One culture
speaks Lobu, the other Abu,

A list of English words and their Abu equivalents is given to
the Abu speakers. The Lobu speakers get a list of the same
words with their Lobu equivalents, Each member of the Abu-
speaking group is paired with a member of the Lobu-speaking
group. Everyone becomes highly involved m attempting in
turn, t0 get their counterparts to perform a simple task (from
a list provided by the instructor) with instructions given only
in the speaker’s “native” language. Getting one’s meaning
across in Lobu to an Abu-speaking person can be reasonably
complex. In a simple way, the game provides participants some
first-t and experience in the problems of interacting with some-
one who does not share one’s language. The game and subse-
quent discussion also sensitizes participants to the importance
of nonverbal commumnication in intercultural information ex-
change and, more generally, lughlights aspects of the language-
learmng process.

The activity 15 highly motivating for participants and can be
used with junior high through uriversity.level participants. It
requires about one to one and one-half hours to play and
thirty minutes to one hour to debrief.

Markes Day

Market Day is a simulation game intended to recreate the
econcmic and social conditions of markets as they exist in
many areas of the world. The game establishes an economic
order and involves participants in bargaining and negotiating
for food and services,



The design of the simulation is straightforward. Varnous
tropweal fruits, vegetables, dnnk, and other foods are procured,
and booths are set up and operated by instructors or theur
confederates. Other confederates serve as begpars. pickpockets.
magictans, aind other roles characteristic of a markeiplace -
population. Participants are gmiven colored chips that represent
varying levels of income. Sonie are given enough chips to be, in
effect, s wealthy class; they can buy all the food they want.
Others are @iven the number of chips appropriate to a “middle
class.” A thurd group is forced into a “poverty” role, since
they receive few chips and can buy little at the marketplace.

As participants move from booth to booth, they are con-
fronted by the “reality” of their own economic positions and

- the discrepancies between their own condition and the appar-
ent affluence or poverty of others. A wide range of potential
behavior and feelings may result, including helplessness, resent-
ment, superiority, hostility, begging, charity, donations of
“conscience money,” barganing, negotiating, robbery, and so
forth.

Postplay discussion focuses on these and other attitudes
and behavior on the market 1iseif, and on markets as they
operate around the world,

The game can be used, with highly predictable outcomes,
with persons of all ases and will easily accommodate up to
seventy-five or eighty participants, It requires no behavioral
facilnation skill, though scrne theoretical base n economic
development and its cultural implications is certanly an asset.

Hypothetiva

Hypothetica focuses on economic and cultural development
from a conununication perspective, The simulation places par-
ticipants in one of several regional groups in an imaginary

Third World nation. As the game apens, participants learn thai
viduable resources have just been discovered in one of the
regions and that the national assembly {composed of repre-
sentatives from each region} must decide whether and how the
couttry should explout the find.

For the region in which the respurces are located, the
decizion 1s usually quite clear, as 1t is for the group that
inhabits the couastal region from which skipping will take place
Both groups see immediate benefits. Persons in the otha
regions often see potential problems that may accompam
economic development, and these issues become the core o:
the valuable dialogue between regional representatives.

an advantage of the game is its flexibility. Game material
can be adapted o highly soplusticated participants or usec
with participants iotally unfamiliar with communication anc
development issues. The game consistently generates enthust-
asm and involvement and often leads to challenging discussions
of the pluses and munuses of “progress,” “growth,” “develor.
ment,” and “advancement.” For the instructor, particuiz.
kncwledge of development is crucial for getting the most fion
postplay discusston, as 18 some ability to facilitate learning .~
situations where heated conflicts may surface.

fypothetica can be used with up to thirty or forty unive:-
sity through postgraduate participants. Time requirement.
vary as a function of participant actions. though two to thre:
hours 15 generally 2 mimmum.

Sources for Additional Information on
Sirnulation Games in Communication

In the previous pages we have discussed a number of zame-
in the categories of intrapersonal, interpersonal and grou,
organizational and mass, and interculiural cormumunicatior.
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Obviously, these are only some of the many simulations,
games. and structured exercises available within these areas,
Because of length considerations, we could give only thumb-
nail sketches of the actual structure, rules, procedures, and
outeomes of these games. Table 11, however, lists sources of
further information about each game, Where the game 1s
available from more than one source, each 1s listed. These
sources provide detailed descriptions of game materials, guides
for postplay discussion, and, in many cases ugeful suggestions
for variations of the activities.

TABLE 11 intrapersanal Communication
Simulation/Gama Sources

TABLE 11

Intrapersonali Communication

Simulation/Game Sources (Cont}

Learning Game

Memory Game

Zif

Listenung Triads

Onadtsis ).

Two-Way
Feedback

1. Human Communication Handbook:
Simulations and Games, page 41

8. D. Ruben & R.W. Budd

Hayden Book Company

50 Essex Street

Rochelle Park, NJ 07669

$6 55

2 1978 Annual Handbook for Group Facilitators,
page 9

J. E.Jones & J. W, Pfeiffer

University Associates Press

7596 Eads Avenue

La Jolla, CA 92037

paperbaund, $12.50, looseleaf notebook $29.50

1. Human Communication Handbook: Simulations
and Gamess, Volume 2, page 50

8 D. Ruben

Hayden Book Company

50 Essex Street

Rochelle Park, NJ 07669

$8 a5

1. Human Communication Handbook: Simulations
and Games, Volume 2, page 56

B. D. Ruben

Havden Book Campany

50 Essex Street

Rochelle Park, NJ 07662

$8.95

1. The Dynamucs of Human Communication:
A Laboratory Approach, page 199

G. E. Meyers and M. T. Meyers

McGraw-Hill Book Company

Princeten Read

Hightstown, NJ 08520

£9.50

2. A Handbook of Structured Experiences for
Human Relations Training, Volume I, page 12

J. E. Jones and J. W, Pfeiffer

Univarsity Associares Press

7596 Eads Avenue

La Jolla, CA 92037

$6.00

1. Moanagerial Bsychaology
H Jd. Leavitt

University of Chicago Press
5801 Ellis Avanue
Chicage, L 60637

$9.95

Cooperition
Square:

Prisoner’s
Difermima

2. A Handbook of Structured Experfences for
Human Relations Training, Volume 1, page 13

J. E Jones and J. W. Pfeiffer

University Associates Press

7598 Eads Avenue

La Joila, CA 92037

$6.00

1. Ten interaction Exercises for the Classraom
D. 4 Mial and S. Jacobsaon

National Training Labs

Washington DC

Criginal Source

NA

2. Communication Games, page 109
K. R. Krupar

Free Press

% The Macmillan Co,

B66 Third Avenue

New York, NY 10022

$3.985

3  Human Communcation MHandbook: Simulations
and Games, page 74

B. D. Ruben and R, W, Budd

Hayden Book Company

50 Essex Street

Rochelle Park, NJ

$6.95

4, A Handhook of Structured Exgeriences for
Human Relations Training, Volfume 1, pagse 25

J. W. Pfeiffer and J. E. Jones

University Associates Press

7596 Eads Avenus

[.a Joila, CA 92037

$6.00

5. The Dynamics of Hurnan Communication: A
Laboratory Approach, page 361

G. E. Mvers and M. T. Myers

MeGraw-Hill Book Co.

Princeton Road

Hightstawn, NJ 08520

$9 B0

1. A Handbook of Structurad Experiences for
Human Relations Training, Valume 3, page 52

J W. Pfeiffer and J. E_ Jones

university Associates Press

7596 Eads Avenue

La Jolla, CA 82037

$6.00

2 Human Cammunication Mandbook - Simulations
and Games, page 76

B. £, Ruben and R. W, Budd

Hayden Book Company

50 Essex Street

Rochelle Park, NJ 07669

$6.95

3. "Trust”

J. Boulogne

13965-64 Avenue

Surrey, BC., Canada V3W 1'Y7
58 76



TABLE 1

intrapersenal Communication
Simulation/Game Sources {Cont)

TABLE 11 Intrapersonal Communication
Sirulation/Game Sourcas (Cont)

Prisoner’s
Dilemma
{Cont}

Power

Telephone

L.ost on the
Moan-
Consensus

4. A Handbook of Structured Experiences for
Human Relations Training, Vialume 2, page B2

J.W_Pfeilfer and J E. Jones

University Assopiates Press

7596 Eads Avenue

La Jolla. CA 92037

$6.00

5 The Dynamics of Human Communication: A
Laboratory Approach page 351
G. E. Meyers and M. T. Myars

MeGraw-Hill Book Company Lact on the
Princeton Road Maon-
Hightstown, N.J 0B520 Consensus
$9 50 {Cent)

1. Great Game and Symbol Company
A Amberstone and W, Amberstone
Westrninster Road

Brooklyn, NY

MA

2. Human Communication Handbook: Simulations
and Games, psge 113

B. D. Ruben and R. W. Budd

Hayden Book Company

50 Essex Street

Rochete Park, NJ

$6.95

Ho.low Square

1. Nothing Never Happens: Exercisés to Trigger
Group Discussions, page 67

K. G Jahngen, l. ). Senatore, M, . Lishig, and

G. Minor

Glencoe Press

17337 Ventura Blvd.

Encing, GA 91318

310,95

2. Human Communication Handbook: Simulations
and Games, page 62

B. D. Ruban

Hayden Beok Company

50 Essex Street

Rochelfe Park, NJ

$6.95

3. A Handbaok of Structured Expariences far
Hurnan Relations Training, Volume 2, page 14

J. W. Pfeiffer and J. E. Jones

University Associates Press

7596 Eads Avenue

La Jolla, CA 92037

£6.00

Lock-A-Block

Trie

1. The Dynamics of Human Communication: A
Laboratory Approach, page 334

G. E. Myers and M. T, Myers

MeGraw-Hill Boak Company

Princetan Road

Hightstown, NJ 08520

$9.60

2. Nothing Never Happens: Exercises to Trigger
Group Discussions, page 57

K. G.Johnson, J. J. Senatore, M. C Liebig, and

G. Minor

Glencae Press

17337 Vantura Blvd,

Encina, CA 91316
$10.95

3 Human Communication Handbaok - Simulations
and Games, pawe 82

B D Rubenand R, W, Budd

Hayden Book Company

50 Essex Street

Rochelle Park, MJ

$6.95

4 Humaa Cammunication Handbook ; Simufations
and Games, Volume 2, page 87

B DO Ruben

Hayden Book Company

B0 Essex Street

Rachelle Park, NJ

$3 95

6. A Handhook of Structured Expernences for
Human Relations Traming, Volume 4, page 51

J. W, Pfeiffer and J. E. Jones

University Assaciates Press

7596 Eads Avenue

La Joita, CA 92037

86.00

1. A Handbook of Structured Expenences for
Human Refations Trafimng, Volume 2, page 32

J.W, Pfeiffer and J. E. Jones

University Assocrates Press

7596 Eads Avenug

La Jolla, CA 92037

$6.00

2, Human Communication Handbaok: Simulation:
and Games, page 97

B. 0. Ruben and R, W. Budd

Hayden Book Company

50 Essex Street

Rochelie Park, NJ

$6.95

1. Human Communication Handbaok : Simulations
and Games, page 95

B. D Ruiren and K. W. Budd

Hayden Book Company

90 Essex Street

: Rachellg Parl, N

£6.95

1. Svmposium on Simulations far Communication
Education

A. D.Talbott and M. 5. MacLean Jr.

Schooe! of Journalism

University of lowa

lowa City, IA

NA

2. Human Communication Handbook: Simulations
and Games, Velume 2

Brent D Ruben

Hayden Book Company

50 Essex Street

Rochelle Park, NJ

£8.95



TABLE 11

Intrapersanal Communication

Simulation/Gama Sources {Cont)

Interact 1

Survival

Agitania,
Maditania,
Solidania

Laobu-Abu

Maricet Day

Hypothetics

1 Interact Il

B D_Ruben

Avery Publishing Group
89 Baldwin Terrace
Wayne, MNJ

$5 96

1. Pri Notowidigdo

Briefing Center

Canadian Internation Development Agency
200 Rue Principal

Hull, Quebec, Canada

NA

2. Human Communication Handhook: Simulations
and Games, Volume 2, page 103

B D. Ruhen

Hayden Book Campany

50 Essex Street

Rochelle Park, NJ D7662

5895

3 Fig Leaf

D. Bensen

Parthenon Publishing Company
2628 Old Lebanon Road
Mashvillg, TN 37214

$5.05

1. Human Communication Handbook: Simufations
and Games, page 117

B.DO Rubenand R.W Budd

Hayden Book Company

50 Essex Street

Hochelle Park, NJ 07662

$6.96

1. Human Communication Handbook: Simulations
and Garnes, Volume 2, page 141

B D.Rubenand R.W Budd

Hayden Book Company

b0 Essex Street

Rachella Park, NJ 07662

$8.95

1. Human Cammunication Handbook: Simulations
and Games, Volume 2, page 130

B. 0. Ruben

Hayden Book Company

50 Essex Street

Rochelle Park, NJ 07662

$3.95

1, Human Commurication Handbook: Simufations
and Games, page 121

B. D. Ruben and K. W, Budd

Hayden Book Company

50 Essax Street

Rochelle Park, NJ 07862

86.95




