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DOMESTIC POLITICS GAMES AND SIMULATIONS
An Evaluation
by Dorothy R. Dodge
A

THE USES OF SIMULATION IN THE
SOCIAL SCIENCES

The social science disciplines tend 1o highlight patterns of
human interaction. Sociology focuses on social interrelation-
ships. Economcs raises 1ssues of distribution and menagement
of ecoromic activity and production. Geography explores
questions of spattal and resource allocations and use Politieal
science analyzes process and procedures of decision-making
behavior.

Simulacions and games offer a method for illustrating such
complex varieties of human interaction. Simulaticn modeis
have proven effective in all of the social science disciplines,
both as an mstructional technique and for research, When an
instructor wants students to study some aspect of the complex
network of human interactions—whether in family relation-
ships, the lobbymg tactics of pressure groups, corpcrate man-
agement, or legislauve coalition bulding—simulation models
are one technique available, Simulations permit active student
participation in exploring a vanety of human behaviors and

provide an opportunity for exposure to 2 wide range of human

experiences not necessaridly familiar to the student,

Role-Playing Models

One instructional sirulation style is the rofe-playing model.
Students benefit from the opportunity to place themselves in
someone else’s shoes and pursue whatever goal the model
prescribes as one the role position desires, The model forces
students to operate within the capabilities and 1mitations
assigned to the role, Role playing tends to increase student
awareness of the dilemmas others often face in atte npting to
achieve their goals. It can also make more apparent to students
the virtual impossibility of attaining goals for those who find
themselves in underprivileged role positions in society.

Problem-Selving Models

A second style of instructional model is a problem-solving
simulation. Almaost any problem in the social sciences is amen-

Editor’s Note: All of the simulations discussed in this essay appear in
the domestie politics section.

able to modeling, Problem-solving madels afford an instructor
the opportumity to introduce students to the background or
history of a given social 1ssue or problem. Students can explore
the conflicts and divisions among various societal groups that
favor or oppose a series of proposed resoletions., Problem-
solving medels may be included as an exercise in any instruc-
tional unit that wvolves analysis or discussion of 1ssues under
debate by society. Students might research an assigned set of
materials providing background for the problem before they
play the problem-solving model, Or the instructor may prefer
to use the simulation to stimulate additional research after it
has been played.

A frequent result of participation n a problem-solving
simulation is that students undertake additional research on
their own to find data they lacked during play or seek to
answer questions they may have found perplexing or especially
interesting. Use of a problem-solving model not anly tends to
encourage reading and research, but it is one method for
illustrating the conflicts and issues surrounding the resolution
of a given problem.

Bargaining Model

A third style of instructional model mvolves bargaining-be-
havior simulation. Current attention to the “games people
play” reflects growing popular awateness of the role of bar-
gaining behavior 1n societal interrelationships as weil as con-
tinuing mterest in the concept of power. Contemporary litera-
ture often describes power as a thing or “object™ someone has
or can obtain. Eric Holfer makes the point that “power can’t
be put in cans.” Political science, on the other hand, describes
power as a relationship among individuals attempting to
achieve whatever their goals or desires dictate. Power in this
sense is seen as the ability to get another indivnidual to do as
you wish, This may mean getting someone to start an action,
cease an action, or just continue an action that fits your
interests or goals. '

Influence and power sometimes are used synonymously. In
other cases, power is often described as a threat-promise rela-
tionghip, while influence is a process that involves persuasion
or instruction. Influence style avoids the threat of sanction by

suggcsting “what’s best for another pcrson.”




Power ang ifluence are associated with gaining control
over sume “ubject of vatue™ desired by interacting individuals,
Such “objects” may be tangible--such as money, resources, or
military armaments-or they may be intangible—involving
approval, love, affection, acceplance, or prestige. Interaction
amung individuals oceurs as they negotiate to obtain, divide,
increase their share of, or deny cach other the object involved.
The possible relationships among individuals strugefing over
some object of value are freguent subjects for simulation
hargaining mwdels,

Ovjects of value provide players with a potential base tor
power or influence, but their ability to cause someene to do
what they wish depends also on their skill in interaction and in
communicating, Without strupgle over an object of value,
interactinn weuld not occur. With such an object, the result of
the p()\:Ver interaction will depend on 4 large number of addi-
tional factors that a bargaining model permits students to
explore,

The contemporary domestic and international political
scenes provide numerous examples of power interactions oc-
curring over tangible vbjects of value such as oil, foedstuffs,
mineral deposits, unemployment compensation, tax relief,
sucial security benefits, ar civie swards and recognition. Poli-
tics has been described as the art of “who gets what,” or “how
you cut the pie.” The bargaining model focuses on that “art”
and the faciors involved in getting the “piece™ you desire.

Models may involve a simple two-person bargaining situa-
tion involving purchase of a car or a complex multinational
conference uver nuclear disarmament.

Game theory problems, too, are the subject of bargaining
models. The basic purpose of game theory is to study a
competitive situation among some number of players when the
outcome or payoff from the bargaining for any player depends
on the mutaal choices made by all players. Game mathematics
hypothesizes that rational players will follow a strategy of
minimizing their potential losses in relation to what other
players may decide to do, rather than attempting to maximize
their gain #t the risk of total loss. Rational play is seen as
miniinizing the possible losses, not winning as much as possi-
ble. Game models permit analysis of whether actual players
will move by 4 strategy of losing as little as possible or pursue a
risk-taking decision in an attempt to win “big.” Such bargain-
ing models aiso explore the function of threats or promises on
choices and the importance of communication among players.

Pracess Models

A final styvle of instructional model involves analysis of the
structures, processes, or procedures of decision making,
Madzls of legislatures, political parties, congressional commit-
tees, or the United Nations are examples. Such models attempt
to replicats the formal structures and procedures selected
institutions in their decision-making behavior. These models
are effective for exposing students to formal decision-making
processes, lvgislative behavior, or parliamentary law. Rather
than studying a flow charl of structure and cutlines of formal
process, students participate in a model that replicates the

structure of the real-world institution and from the experience
fearn the formal channels for Jdecision making and how things
get done,

The fcur styles of instructional model offer the social
scienge teacher effective methods for presenting and exploring
0 wide variety of social interrelationships and behaviors. Al
though msany other instructional technigues might be em-
ployved, simulaiion or game models directly involve students in
a participatory situation rather than a passive “looking” or
“listening ” experience, When they are included in instructional
units, simulations and games give students variety in the style
of learnirg experience. Students should be cautioned, how-
ever, that simulations or games are hypothetical models; real-
world interactions and behavior may differ significantly from
the simularion depending on the reliability of the model.

SIMUULATIONS SELECTED FOR ANALYSIS

The si-nulations discussed here were selected as examples of
the four instructional styles of models. They also represent a
variety of subject cantent within a general area of political
process.

These simulations and games have as their subject matter
(content) a wide variety of local, state, or national interrela-
tionships. They also illustrate the four instructional styles of
miodels discussed above.

INSTRUCTOR'S ROLE

Instructors understandably avoid instructional techniques
that require elaborate preparation or complex computation,
Simulation models that are not intended as research designs
generally attempt to avoid both demands on the instructor.

Preparation

In anyv simulation exercise the instructor should allow ade-
guate tirne to introduce students to the purpose of the model
or to the problem or situation involved, and to define all the
terms and concepts the model employs. After students have
read the manual, cards, or foldouts provided, they should have
an opportunity to discuss and resolve questions abourt rules
and procedures for play. If the instructor requires additional
research, these assignments should be explained and discussed.

Supervision

While the model is being played, the instructor’s chief
responsinility is to supervise the series of steps modeled and to
observe time consiraints. For example, the model may pre-
scribe for step one ten minutes to fill out issue position sheets;
for step two, a ten-minute negotiation perind between players;
and for step three, a city council session to vote on a given
issue. The instructor as supervisor musi be careful that time
limits and steps are followed so student players may ohserve
the pressures and procedures the model illustrates,



TABLE 1 Selected Simulations

Simulation

Surmmary Description

American Gavernment

Simulation Series

Amnesty

Budget

City Haff

Election

Hatin the Ring

Metropolitics

Parksburg

Taxes

Women's {.ibaration

A serigs of five exercises about the struc-
ture and process of U8  government,
involving:
1, constitutional convention
2. congressmen at work
3. presidential glection campaigning
4 budgetary politics
5. presidential decision making
that may be used as a umit or separately

A simulation dealing with Vietham war
issues, the problems of amnesty, and the
decisions of the President's Clemency
Board

A gimylation Hustrating procedures in the
formation of the national budget and the
conflicting interests invalved 1n budget
dacisions

A simuiation focusing on local govern-
mental structures, decisian-making pro-
cedures, and voter behavior in urban
elections

A game providing step-by-step expasure to
primary and general election process and
structures and modeling individual pubhc
office halding and career advancement

A game centering on presidential nomi-
nating procedures, the steps invalved in
becoming a candidate for Prasident of
the U S. {campaign planning, presidential
primaries, and national convention), and
the Influence of campeign financing on
candidate success or falure

A simulation exploring four structural
styles of urban government:

1. single unified government

2. two-level county approach

3 special district

4. neighborhood governments

A simulation of criss decision making in
a local urban arsa about garbage service
ahd city financial limitations

A simulation of the influence or role of
taxation decisions and policies on efection
results for city council members favoring
pne or another set of 1ax policies

A role-playing model focusing on the
concerns of  the women’s liberation
movement and goals of groups within 1t

Debriefing

A very important instructional experience occurs during

debricfing. All of the models reviewed in this essay discuss or
refer to debnefing activity for students. Discussion questions
exploring the issues the simulations raise are listed in the

TABLE 2 Types of Models

Role Structurat Problem

Smmulation Playing Bargaming ar Process Solving
American

Government X X X
Amnesty x
Budget X X X
City Hall X X
Election X
Mat in the Ring X X
Metropaolitics X X X
Parksburg X X X
Taxes X X b4
Women's

Liberanon X

instructor’s manual, or at the end of the players’ nstruction
sheets if there is no separate nstructor’s manual. The Ameri-
can Governrvnent series provides a detailed discussion and re-
search exe-cise for debriefing accompamed by an extensive
bibliography. Metropalitics and Perksburg include a series of
discussion topics concerning urban politics. dmnesty suggests
an extensive research project as well as discussion topics. The
other models provide one or two discussion items for debriet-
ing.

The debrieling pertod, in addiion to model discussion
topics, migt profitably explore the following questions:

(1) What strategy did each player adopt in playing the
model?

(2} Was this strategy effective, or would another strategy
havz been more effective?

{2} Did other players [ollow effective strateges and play
the simulation wel}?

(4) Did any aspects of the model process ar interaction
behaviors suggest any examples from the local commu-
nity ““real world’*?

(5) Weie there any aspects of the model that appeared to
differ from local community process or behavior?

(6) What did the players feel they learned from the experi-
enc: of playing the model?

“"hese questions permit the instructor to explore
any misunderstandings concerning the model and in-
accurate perceptions of the “real world™ that may have
resuited from the playing expernience, Debriefing
should involve careful exploration of model accuracy
or zeliability to avoid false impressions that the model
rep:icates the real worlid. The instructor may point out
tha models are intended as reflections of some aspects
of the “real world,” butr that no model claims to
rep icate it.

PURPOSE OF THE SIMULATION

The simulations discussed here model a wide variety of
problems.

American (Government

This series ol exercises is designed to give students labora-
tory experiences in the field of American politics. The five
issues or exercises are:
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TABLE 3 instructor Role

Supervise Steps

Evaluate Student

Check Scoring Additional Uses and

Simulation and Explain Roles Work and Rules Compute Results Revision Possibilities
Arnarizan Government x X X X
Amnesty X, X X X
Budget X X X
Crty Hall X X
Election %

Hat in the Ring X X

Metropolitics by

Parksburyg X X

Taxes X X

Women's Liberation * X X

{1} Feunding Farhers, explaining the Constitutional Con-
vention;

Congress, illustrating congressional process and the
issues of representation of constituent interests,
Presidential Election, analyzing the strategy candidates
may employ to achieve office;

Budger, detailing the steps involved in federal budget
making, and

Congressiona! Committee, lustrating behavioral pat-
terns of congressional commitiees,

(2)
(3
{4
(5)

Amnesty

This simulation is designed to explore the issues that sur-
rounded the granting of amnesty after the Vietnam war. The
model emphasizes research into the history of U.S. involve.
ment 1 Vietnam, rather than the structure or process of
amnesty proceedings,

Budget

This simulation models the steps in the formation of the
national budget and the conflicts among various factions and
interests over budgeting policy. Final budget decisions are
shown to be limited both by the resources of the national
economy and by past policy and budgetary decisions.

City Hall

This simulation models the structure of local government

and the process and procedures mvolved in local decision-
makung behavior and policy decisions.

Flection

This sumulation leads students through a step-by-step anal-
ysis of the structure of prumaries and the election process in
becoming an office holder at local, state, and national levels in
the United States,

Hat in the Ring

This simulation details the steps and strategies involved in
becoming nominated for the office of President of the United
States and, finally, running as a candidate for that office. The
primary emphasis is on financial requiremsnts and strategy,
rather than issues or coalition building.

Metropolitics

This s;imulation explores the issues mvolved 1n urban gov-
ernmental reorganization and the styles of urban governmental
structure that are currently functioning in the United States.
The model also explores the process of population reorgamza-
tion at the local fevel.

FParksburg

Thus :risis model iilustrates the negotiation and bargaining
that occur when garbage collection service 1s curtailed as
result of financial mitations.

Taxes

Thus wmuolation exposes students to the effect of taxation
policies on ndividuals with a variety of income, property
ownersh p, and career levels in a community. It explores why
individunl interests support one style of taxation rather than
another,

Women'y Liberation

This role-playing model involves students in exposure to
and analysis of the goals and desires represented by six of the
majer g oups functioning in the women’s liberation maove-
ment.

STYLES OF INTERACTION

Relat:d to a simulation’s intended or expressed purpose as
an instructional technique are the styles of interaction pro-
grammec| in the model. The interaction meost frequently pro-
grammed as the first step is the formation of individual or
special-interest positions after careful reading of rules and
model role statenients or background materials. As the secand
step, the model prescribes some formal device for articulating
these indvidual or special-interest positions. This permits all
players to become aware of the conflictng or competing
interest sositions in the simulation, and 1dentifies the students
playing the various role positions that represent the individual
or spectal interests programmed 1n the model.

Negotiation and bargaining interactions follow this ex-
posure to competing or conflicting interests as players attempt



to achueve the goals specified for theiwr roles and to “win™ or
gain “‘high scores.” Aggregation of interests may occur as the
next step if coalition building, log-rolling, or trade-offs are
programmed as interaction styles required (o reach individual
goals and score well. Many models do not include additional
styles of interaction; they intend only 1o illustrate the interest
articulation and aggregation behaviors of soctety. However, If
the model is designed to llustrate system process and structure
as well, additional steps may require players, after they form
coalitions or aggregates, to learn how to use the modeled
structures and the chanrels for interest input. To win, plavers
must aitempt to gain system attention for their position. A
final step would be decision making, which ends with the
formal structure announcing a decision on the issue modeled.
The simulations discussed here vary in the stvles of interac-
tions programmed.

PREPARATION BY STUDENTS TO PLAY

Simulations vary in the amount of time and rescarch they
require of students to master thelr role assiguments, Formal
classroom discussion and explanation 15 always necessary o
assure that cvervone in the class understands the rules and
operation of the simulation.

Some simulations also recommend or require that students
do udditional research before they begin to play the model.

BASIC FACTORS

Table 6 summarizes the hasic factors of age level, number
of players, cluss time for play, and cost of the simulations,

Age Level

The age level for which a simulation iy suitable for use m
the classroomn is important, because a model at too advanced a
level will he ineffective for younger students and an cle-
mentary level tends to be boring for the older and adult
players.

Number of Players

The flexibility of a model in accommodating class size 15 an
important consideration. Classes may be divided 1nto teams,

TABLE 4 Styles of Fnteraction

each playing separately and comparing results at the end. [t is
unwise to try to add roles to accommaodate all student num-
bers unles: an active and meaningful role can result. Students
who have litde to do learn hittle during play and are frequenily
bored. Playing with too few students may foree the omission
of roles thut may be essential for playing rhe model,

Clgss Time

The arwunt of time required in the class schedule to
prepare, p ay, and debrief 4 model is unportant in wstructional
planning. Instructors may not wish o devote a significant
amount of class time to a model, or they may wish to make 2
model a major activity,

Cost

The cost of a model may be an important factor in deciding
whether to use it Library or mstructional assistance funds
may cover the cost, or students may be asked to pay for the
player manuals to cover costs. Costs of virtually all the medels
discussed liere range from $25.00 w 530 00.

PACKAGED MATERIALS

The pa:kaging of a simulation vsnally influences the ease of
ity operaton as well as its cost. Models generally provide an
instructor’s sheet or manual that explains the model, reqguire-
ments for duplicating materials, room arrangements, and anv
Tesearch requirements instructors should prepare before play.
Players ar2 provided with a participant’s manual, sheet, or
background foldout Roles are deluiled on individual role
sheets (to keep role data secret) or on role descriptions that
are provided for all playerss. Any scoring sheets, cards, or forms
are either provided in quaniity or as masters for duplication.
Some mocels also may provide filmstrips, maps, or overheads
to assist play.

THE SETTING

These simulations do not require elaborate special facilities,
but instructors should be aware that various activities may

Indwvidual or Negotiation Cealition Bunding, Process or Evaulation of
Special-interest and Log-rolling, and Strueture Exposure How Wefl
Simulatan Articulation Bargaining Trade-Offs and Interest input Decision Making Programmed
American Gavernment X X X X X Wal}
Amnegry X X Moderate
Budget X X X Maoderate
City Hall X X X Moderate
Election X X Well
Hat in the Ring X X K Madersic
Metropairtics X X X X X Welf
Parkshurg » X ® X Well
Taxes X X X Maoderate
Women's Liberation 4 X X Moderate




TABLE 5 Student Preparation

Simulation

Preparation Time and
Research Reguiremants

Comments

American Goverriment

Time: 1 haur

No additional research

The five exarcises are intended as itlustrations of a variety of palitical
benavigrs and processes of American politics. The madel is written
simply ard requires only that students read the manuals for each
exercise a1d make themselves familiar with their roles and the rules of
procedure, Forms are included for the various steps that make up the
exercises.

Amneasty

Time: 3 to 4 hours

Additional research reqguired.
Time allotted depends on instructor.

Students take a value orientztion questionnaire and class themselves
agcording to simulation identities. Library research is required to make
the students familiar with amnesiy viewpoints related to the simulation
identities. Before the amnesty board hearings, 2ach student must write
a paper discussing the conseguences of “my action.” The time needed
for resear:h and development of viewpaints depends on student ability
and experience with writing identity and viewpoint papers.

Budget

Time: 3 hours on modal

Additional research required before
play. Time atiotted depends on need
ta train students in library rasearch.

Students have a guide of about 38 pages explaining the mode! problem
rules of grocedure, and roles. Players receive individual identity cards,
goal cards, individual score cards, voting power records, and job descrip-
tions, Students may need several hours to hecome familiar with role
goals, constraints, and reguirements. Appropriation forms also require
class explanation and discussion ta ensure understanding, The job
descripticn forms require student research of budget materials, Stu-
duents may need time for training in how to use library materials and
research indices,

Citry Hall

Time: ¥ hour

Mo additicnal research

Stuoent manual provides background detall for 38 role positions and
the rules of procedure, Limited class discussien is required to ctarify
rales.

Elaction

Time: ¥: hour or more

MNa additionat research

Players diraw opportunity cards and use strategy in atempting 1o gain
a high scare in career activity, nomination for President or Vice Presi-
dent, and, finally, success in election. Mo glabarate explanation is
required. The game is suitable for low ahility students.

Hat in the Ring

Time: % hour

Mo additional research

Students get feldout sheet for roles and positions. Rules are simpie,
involving random chance using B deck of cards. No computation or
strategy selection is negassary. Limited class time is required.

Metropolitics Time: “% hour Students get role envelopes detailing their marital status, income,
social stetus, residence, and views toward political issues. Chips repre-
MNo additional research sent esach player’s influence, Rules are simpte and require na computa
tion or additional class explanation time.
Parksburg Time: 2 hour A manual explains the simulation problem and provides detallad
roie statiments, Little class time is reguired to discuss role or rules.
Mo additional research Problems for further research and an additional bibliography are
provided The instructer may decide whather to require research afier
the simulation,
Taxes Time: % hour

No.addftional research

Students have an identity chart, and they draw numbers for roles and
tax positions. Those with similar positions meet before play to form
factions ‘or political action. Rules are simple and require little explana-
tion,

Women's Liberation

Time: % hour

Na additional research

Students get an explanation sheet, a copy of women’s liberation pro-
posals, and special instructions explaining roles and procedures. After
discussion of these materials, the class is divided inta six groups to
discuss their priority solutions and strategy for tha voting session. Rules
are simple and reguire no computation.




TABLE 6 Basic Factors

Number of
Simulation Age Level Playars Tirne Cost
American Government Grade 9 to 32 to 49 roles If all B exarcises are used and homework $1.95, $1.56 with schoot
college provided is assigned, unit may last Z to 3 weeks. discount, per student
freshmen Each exarcise requiras several hours, handhook for each
exercise; $1.35, $1.08
with sehool discount,
instructor's guide for
each exarcise.
Amnesty High School 1510 40 Four to five hours, plus extensive library $10.00
research and istruction.
Budget Grades 7-12 25 10 40rales Fifteen periocs plus research on budgeting $14.00
provided issues and background
ity Hall Grade D w0 14 to 48 Four ta seven 45-minute periods $10.85
caollege
freshmen
Election Grades 6-12 4; may have One-haif to one hour $9.95
Teams
Hat in the Ring Grades 5-12 3 ta 27 in teams Twa to four hours in 45-minute periods $9.95
of 3to0 9
Metropolitics Grades 8-12 18 to 35 roles One to two hours $25.00
Adluit provided
Parksburg Grades 9-12 38; may be Four to five hours in 45-minute steps ==
varied
Taxes High School varies; Six hours in a series of opinion-formation $10.00
instructor must and voting steps
adapt
lomen's Liberation High Schaool varies with class, Three haours, plus time for research and $3.00
but class must library instruction
provide roles
**Must be purchased as part of Old Cities, Mew Politics package ($82.00 list, $75.00 schc-ol).
TABLE 7 Packaged Materials
Instrucior Participant Role Additional
Simutation Material Material Descriptions Scoring Records Film Strips Overheatds Bibliography
American Government Manual Manual Sheets Forms X
Amnesty Manual Foldout Foldout Forms X
Budget Manual Manual In Manual Forms ) X
City Hall Manual Manual In Manual Forms
Etection Sheet Cards Cards Cards
Hat in the Ring Faldout Fnidout Foldaout
Metropolitics X X Sheets Farms X
Parksburg Manual Manual In Manual Farms X X X
Taxsas Manual Foldout Foldout Forms X
Wamen's Liberation Manual In Manual Fom X .

require special clussroom arrangements. One style of simula-
tion is played around a table. Generally, this siyle uses a small
number of players (Four to six s common) and involves dice ot
card decks for drawing activities or instructional data,

Another style of model programs a town meeting, United
National General Assembly, or a egislative session and requires
only one large room with table space for each player. The

room may reed to be reorganized to give the presiding group a
table for thi: general conference style.

A third, ind the most common, style.combines the general
conference with a series of small-group caucuses, negotiation
or bargaining interactions, or group issue sessions. These sub-
meetings rejuire an arrangement that will enable groups to
meet privately and with secrecy if the model requires it, The



TABELE 3 The Setting

{Ine Large Foom

Cne Large with Sumall
Sirnulation 1 ahe Rnom Confarence Rooms

American Govrnmant x
Amnesty E4

Hudget X

City Halt "
Elgction ¥

Hat i) the Ring x

Metrapolditics X
Parkshiury X
Toses X

Waomen's Likaration X

mast ellective setting s a large room and several small rooms,
If addibonal reoms are not avalable, the classrovm may be
arranged to place subgroups in corners or small circles apart
from the general confercnce area, although this arrangement
may be less ellectsve if secrecy is required, The noise level in
one large room may muake o more difficult to negotiate eftec-
tively, as well

RULES

Recent sumulations for instruction use simplified rules and
procedures so students can concentrate on play and inter-
action rather thun on learning complex rules or computation
technigues, All the models discussed here have reduced rules
o 3 minimum and use sconng only as a device to encourage
students o play roles effectively; the desire to win or do well
will influence efforts to play well,

TABLE 9 Rules and Scoring

ROLES

Rule playing is an important learning experience in a simu-
lation or game. 1t presents students with problems and capa-
bilitwes ar constraints that are not necessarily part of theu own
backgrounls or bfestyles Plaving an unemploved. minority
urban dweller who s denied city service may be as alien au
experience for o middle-class suburban student as playng the
charrman of a city counal or the President of the Unitad
States,

The models discussed here employ three stvles of role
plaving. The first style specifics no role background or iden-
tity. Stucents are assigned issue preferences or are asked to
define thew own attitudes toward an issue and play the simula-
tion from these perspectives. Because the roles are loosely
defined, :he potential exists for students to play themselves
rather thin a “‘role.”

The second style prescribes roles as functions such as
voters, council members, party leaders, candidates for office,
or citize1s. The model provides students with the goals for
these greups and their functions, lnterpretations of these func-
tions and the ways to play such roles may vary from player to
player because the stmulation programs flexibility 1o plaving
the roles.

The third style mvolves individual role identities. Individual
participants receive names and backgrounds, mncluding resi-
dence, career, income, race, religion, family status, educational
level, and 1ssue preference. Each rtole has specific goals and
varying capabilities for achieving them. Scoring relates to sue-
cess in goal achievement,

Individual role statements are the least flexible style and
assure ‘role playing” by students; they require more elaborate

Simutation

Rules and Criteria of Success

Scoring Style

American Government Simple pracess and vating rules.

Score by success on I1ssues and votes.

Tables and instructor's evaluation of piay.

Whethar 1ssues are included.

Prescribed votes and totals on score forms

Score sheet for candidate suceess.,

Amnegsty Simple process rules.,

No score except success in influencing board decisions.
Budget Simple process rules.

Score by success an issues,
City Hall Simple process rules.

Scoring based on success & candidates and issues
Elsction

Sirmple process rules.

Career score form and nomination

Scoring derives from apportunity cards and random drawing.

Hat 1 the Ring Simple process rules.

Score form

Score by random drawings from deck of cards.

Metropolitics Simple process rules.

Scoring based on success of 155ues and candidates.
Rarkshurg Simple process and voting rules.

Score by success on issues,
Taxes

Simple process rules.

Role card, alhiance ¢ards, influence chips,
and final score total,

Rote and issue strategy forms,

Score sheet for 1axes and positions.

Success based on 1ssues and candidates selected in final vote,

Waomen's Liberatran Simpla process rules.

Whether issues are included.

Success with 1ssues included in group and final senference.




TABLE 10 Roles

Tndivigual
Attitude or Functional Identity R ale Role Role
Simulation Issues Role Roles Roles Flex bility Activity Reliability Hale Unity

American Government X Controlled Good Goad X
Amnesty x Lcose Medium Medium

1o low to low
8udget X Conirolied Medium Good ¥
City Hall X Medium Medium Medium X
Eleetion X Lecose Madium Law

1o low
Hat in the Ring X Loose Medium Medium

to good
Metropolitics X Con rolled Gaad Good X
Parksburg X Con rolled Gaod Good X
Taxes X Can-rolied Medwum Medium X
Women% Liberation X Loose Medium Medium

madeling by the author and careful analysis of the roles. This
style is the most effective, bur it is onutted in less complex
simulation models. The variety of roles in a model relates to
these styles of role programming. More complex models pro-
vide greater varetv

An important consideration for the instructor is whether
the model roles provide activity for every studeni. Models that
leave blocks of time with little actwity for some students may
be inctfective as cluss learning experiences. Studenis with little
to do become bored or frustrated and learn less from the
experichce. Most of the models provide reasonable activity for
all players, but the instructor should check those listed as
medium or low on activity for class sulzabilily.

MODEL RELIABILITY

Simulation models that are used for research or laboratory
experiments seek to model replications of the “real world.”
Such models are complex and often require computer assis-
tange and programming. Even with elaborate modeling, how-
ever, replication is difficult at best, Student.played models
generally warn that they should be presented as iflusrrations
but not replications of the “real world” system they model.
The debriefing period is valuable as a time to analyze and
discuss the simulation and its vadance from the “real world,”
as well as the results of the simulation play and their similanty
or dissimilarity to what has occured in the “real world.”

Caution is always requred in discussing model reliability.
No model claims 1@ be 2 replication of the real-world situation
modeled. Real-world structures, behaviors, processes, and com-
peting interests are complex and often poorly understood or
researched, and social sclence literature reveals wide disagree-
ments among soclal seientists over any of these factors. Gaps
i rescaich and knowledge cxist over process, structure, bar-

guning behavior, and coalition-building tactics. Modelers can-
not pe expected 1o rephicale the real woild when the litarature

in the ficld is unsure of what the real world may involve, Two
plus two bs not difficult to model, but socal science affords
little opportunity for such precision as a total of four, The
problem of rclability should be discussed thoroughly in class

to avoid and correct misunderstandings or misleading accep-
tance of the simulation as a replication of the “real warld.”

CONCLUSION

Any of these maodels may be employed usefuily when thev
aré approprate to course content or insiructional unit geals,
Each involves a different set of roles. processes, and problems.

All of the models provide students with opportunities to
play roles and experience the constraints and frustrations of g
hypothetuca person placed in the model’s decision-making
setting or pioblem. All of the models also afford some experi-
ence with strategy development and coalition-bwiding tactics
as individual players attempt to achieve their goals. American
Govermmeni, Budget, Metropolitics, Parksburg, and Taxes give
more backg ound information in their exposure to bargaining
behavior and the myriad conflicting interests and viewpomts
represented by the hypothetical individual roles and by the
variety of interest or pressure group positions included in the
models. The other models provide players with less detailed
information concerning role descriptions and pressure or 1n-
terest group concerns.

A lack of background material leaves more to students’
imaginations or ingenuity in relation to possible coalition-
building conflicts and stumbling blocks. Because students are
frequently unaware of the competing interests that operate in
their local communities and have had limited experience with
the politica! decision-making process, models that specify indi-
vidual role backgrounds and group interests may be more
helpful in irtroducing them to possible pressures and counter-
pressures irvolved in determining policy or solving problems.
Detailed role specifications of the economic, social, educa-
tional, and political interests involved in a model require more
extensive rusearch and model development by the model de-
signer. Such detall also tends to involve longer manuals, role
sheets, and instructions, thus increasing price. However, the
additional cost and the additional tume students must put into
preparing their roles before effective play can begin is more
than justifizd by the controlled experience they receive from



TABLE 11 Summary Analysis of Models

Simulation Mouel

American Government INustration and partial representation of
Amaerican political systems. Does not
use contarnporary 1ssues Modelers warn
that palitical science has only partally
volidated hvpotheses, and “reality’’ 15

difficult 1o derermine

Amnesty Analysis of attitude toward amnesty
and Vietnam war policy. Na coalitian
bulding or political skills programmed,
Attitude and role loosely controlled
and may tend toward students playing

"“themselves

Budget Model of coalition huilding and voting
power, Tends To 1gnore cammunication
channels or skills af the players. Budget
decision-making model not applicable

to other areas of decision making

City Hall Emphasis on voring 1ssues and coalitian
building, but nat on political philosophy

ar issue cantent,

Elgction Simple game based on gambling and
randorm chance. tllustrates structure, but
not coalition building, problem solving,

ar 1ss5ue content

Hat in the Ring |Hustrates steps 1n homination  for
office. Based on gambling and random

chance, not reality.

Metropolitics Structure and process of urban political
styles of government, ilustrates complax
urban 1ssues and coalition building.
Complex structural problems and not

gagy for all students 1o grasp.

Parkshurg iliustrates political bargaining and power
bases of various groups. Weak an politi-
cal concepts. Emphasis on  political

skill rather than problem resolution,

Taxes lllustrates the nfluence and effeect of
taxation an individeals and why certain
tax policies are preferred by some
individuals and not by othars Little
explaration of coalition building or
sy sTem process.

IHustrates issues involved In women's
libaration maovement and six  groups
active in the movement. [Hustrates
women's concerns. lgnores power, legal
positions, or other issues.

Women's Liberation

playing the detailed model. Greater role detail assures the
instructor that students will envision the roles they are playing
i relation to certain prescribed factors rather than relying on
their imaginations, which may run rampant or land them in

confusion with the result that their role play is ineffective or
regirained

Some of the simulations model structure and process.
American Governnent focuses upon congressional and elective
structures. Budget details steps in budget formulation. City
Hall looks at local decision-making processes. Metropolitics
centers upon urban structural styles. Finally, Election provides

primary and general election processes The others either do
not explare structure and formal process vr do so enly inci-
dentally,

This trief discussion of content, role playing, coalitton
building or bargmning behavior, and structure and process n
the models re-emphasizes the necessity that the instructor
select a model designed to give students lhe expericnce de-
stred. Al of the models have strengths and hmitations as
instructionai units. No single model necessarily provides the
subject matter (content) and all the structural bargaining and
role-playing expeniences ong nught seek. The mstructor may
need to cecide whether subject matter is more important than
exposure to structuie, whether exposure to structure is more
unporant than experience with detailed role playing, and so
forth.

All of the models reguire careful debriefing and discussion
of the linits of the model and the divergence from the “‘real
world,” It mught be argued that simulation models are not
uselul, g ven both their limitaoons in modeling replicatons of
the real world and the lack of precision that exists in the data
ol the social scences, However, one mught as well reach the
opposite ¢onclusion. Given the complexity of social and paliti-
cal structures, processes, and behaviors, sumulation models
permit students to explore some factors ol a decision-makang
experience in a laboratory setting and to analyze ihe model for
player behavior, strategy, and success or failure in achieving
gouls. Students may compare and contrast this laboratory
experience with the local community. Any differing or com-
plementary factors they find between the model and the real
world  ay not only suggest the model’s level ol reliabilitv_ but
also may foster greater understanding of the complexities that
oceur in the real world.

The use of simulations for instruction should be encouraged
for this opportunity to provide greater research and anatysis of
the “rez] world.” Students comment frequently that a simula-
tion experience has been valuable and has promoted their
interest, additional research, and an appreciation of real world
factors and complexities. If this is a frequent instructional
result cf the use of simulations as an educational technigue,
their lirutations are more than compensated.
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