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FRAME GAMES
An Evaluation

by Sivasailam Thiagarajan and Harold D. Stolovitch
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This essay deals with a special type of games called “frame
games.” It is organized according to the followmng outline:

(1) the concept of frame game

(2) an overview of frame games evaluated in t1is chapter
(3) an analysis and comparison of the selectec frame games
on the basis of eight important characteristics

overall evaluations of selected frame games

advantages and disadvantages of frame gares

(4)
(5}

The content and organization of this essay reflect its prime
purpose: to make you a more informed selector and user of
frame games. Specifically, these are the objectives of the essay
in terms of what you should be able to do:

(1) explain the concept of frame pames and discriminate a
frame game from other stmilar related activities,

{2) describe a few currently available frame games,

{3) hist and describe different attributes of a frame game;

Apply this knowledge to analyze a frame game and to

make 2 more discriminating choice of frame games to

fulfill your needs;

describe some of the advantages and disadvantages of

using frame games so you can accentuaie the former

and reduce the iatter.

(4}

THE CONCEPT OF FRAME GAME

The concept of frame game is fairly easy to explain. In fact,
vou probably have had some experience with this concept,
Here are a few examples which illustrate frame games in
action.

e A prade-school teacher proudiy demonstrates innumer-
able variations of Bingo games designed to teach addi-
tion facts, matching of words with pictures, initial con.
sonants, and the hike,

e A social stuadies teacher uses a Monepely ke game to
teach the process through which a legislative bill be-
comes 2 law or about Iife in communist countrnes,

* A teacher of Spanish uses a vocabulary game that looks
suspiciously hke the dictionary game you plaved at
John's party last week,

* You purchase aslickly packaged chemistry game only to
realize that 1t 15 nothing more than a gloessy modification
of Old Maid, which you used to play as a child.

If you take any game, you can usually analyze 1t 1nto two
major divisions: content and srructure.

COMNTENT

GAME

/
~—~—_

STRUCTURE

As an example, let us look at the popular game Ruminmy. The
content of Rummy involves cards that vary in two different
ways: suits and values. The structure involves a number of
rules for initiating, continuing, and terminating the play of the
game and includes the fundamental rule for collecting sets of
cards that have the same suit and a sequence of values or the
sarne value but different suits. By dislodging the original con-
tent you can identify the frame of the game. By loading new
content on this frame, you create a new game that can help
you achieve your own specific objectives:

/

CONTENT NEW CONTENT

GAME

FRAME

Fditor’s Note: Listings for all the yames discussed in this essay are m
the Frame Games Section, except for Encapsularion, 'which is in the
Communication Section, and Making @ Change, in the Community
Issues Section.

/

To give an example of how this can be done, let us assume
that you are a high school teacher of English. Let us say you
have figured out that the conteni-free frame of Rummy in-
volves the creation of sets from elements that vary along two
dimensions. You therefore decide to create new content by
typing excerpts from English literature from six different

STRUCTURE NEW GAME




pertodds on blank index cards. You also decide to use four
dfferent fonms of wrting for each penod. So now you have
created your own Literature Rurmmy 1n which players attempt
to collect sets of cards from the same period with defferent
fOrITs OF VICE Versd.

This s definitely a crude example, and we hope that we
have nel wnspired you to create endless variations of Rummy
to teach everything to everyone. Bui it does illustrate the
process of trame gaming and the fundamental axiom that all
games are {rume games. However, for the purposes of this
essay we use a more restrictive definition of frame pames. We
define frame gamnes as rhose games that are deliberately devel-
oped to provide a conient-free msiructional Structure on
whuch can be loaded locally relevant content,

Here is an actual framc game (repninted with the kind
permission of the publisher, Educational Technology Publica.
tions, 1978) trom a longer uarticle by Thiagarajan that ilius-
trates the critical attributes of our definition of frame games.

The Press Conference Game

Number of players- Ten to thirry

Approximate Time Requirement: Two to three hours

Materials: Index cards of four or five different ecolars,
pencils

Step-by-Step Directions for Play:

(1) Needs Analvsis. Before the play of the game, divide the
content of your lecture into a convenient number of sub-
tapics Although the logic of the content should determine the
exact nature of these subtopics, you will have to take these
two factars mto consuderation.,

e The same lasts longer if you have more subtopics. If you
have only limited time, use fewer subtopics

s The number of subtopics is also the number of teams.
Choose the number so that your teams do not have too many
or too few members to permit collaborative learning,

In general, three to five subtopics result in effective play.

When the players arrive, announce the topic and the sub-
topics. Give each player index cards of as many different
colors as there are subtopics. Let’s assume that you have four
subtopivs, Each player receives a blue, white, pink, and yellow
Index card. FExplain that each color stands for one of the
subtopics and specify which color goes with which subtopic.
Ask the players to write one or more questions on each
subtopic on the appropriate color-coded card, These are ques-
tions for which the playver would like an answer before the end
of the pame.

(2) Team Work. After about five minutes, check to see if
all players have finished writing their questions. Collect the
question cards. Divide the players into as many teams as there
are subtopics. Give each team ail the cards of a specific color.
Ask the tearns to carefully review the questions, eliminate
1edundant ones, add more if necessary, and organize the ques-
tionts 1 & logical order. Leave the players alone for about
fifteen rmnutes,

(3) Press Conference. Station yourself behind a real or
simulated podium and announce that vou are an international
authority on the topic and that you are now ready to conduct

a press con‘grence. Randomly select one team to bhe the
inguisitive reportars. They have fifteen minutes to question
you on their subtopie, using the ecited list of questions in any
way they want to, Tell the team to cut you off politely if your
answers are "o lengthy or rambling because of the time limit,
Warn the other teams to listen carefully to the questions and
answers and to take copious notes because their score in the
game will depend on how effectively they store, retrieve, and
process the biformation.,

(4) Information Processing. At the end of the allotted
time, stop the press conference. Ask the teams to prépare a
succinct sumrmary of the main points made by the expert. This
(legibly) written summary is to be produced within fifteen
minutes. Tha questioning team does not prepare such a sum-
mary, Instezd, it designs a checklist for evaluating the sum-
maries from the other teams on the basis of such criteris as
comprehensiveness, brevity, welusion of main points, and
elimination of trivial points.

(5) Reporting amd Ranking Collect the sumniry teports
from ull teams. Read aloud each summary without identifying
the team that produced it. After reading all the reports, ask
the evaluating team to rank order the summaries and to
divulge secredly their decisions to vou. Guive the score of three
ponts to the top-ranked sumumary, two to the next one, and
one pomnt to the third one. Write down these scores on the
summary sheets but do not announce them yst.

(6) Recycling and Concluding Repeat the previous three
steps as olten as necded so that every team plays the role of
the reporters probing you on the other subtopics. At the ead
of the last 1ound, let each team retrieve 1ts summary reports
and add up the scotes. Declare the team with the highest totai
score lo be “he winners, but do not make a hig fuss about it.
Conduct a debriefing session and respond to any leftover
questions from individual players.

This sample frame game has been developed expressly to
provide a content-free instructional structure on which a wide
range of new content can be loaded.

OVERVIEW OF THE FRAME GAMES ANALYZED

This essay provides s comparative analysis of fourteen
frame games. All of these fourteen have heen selected on the
basis of the following criteria.

+ These frame games are currently available in written form
from their designers or publishers.

® These f-ame pames are fairly inexpensive: None of them
costs more than $35, most of them cost less than $10. Some
have been paiblished in professional periodicals that are easily
accessible to the potential user.

» These frame games are selected to represent a large num-
ber of game designers. It is true that four of the frame games
are of our own creation, but there being two of us, we have

cach separately made our evaluative comments of Lhe other’s
materials,

* The selected frame games represent a broad range of levels
of complexity. They are sujtable for a wide range of players



from upper elementary school through adult, with an emphasis
on the adult end.

»We have selected only those games that we have ourselves
run with a group of players or in which we have participated as
players. Because of Lhis requirement, we are unable to include
an excellent set of frame pames by Cathy Greenblat and
Ricltard Duke. we were not able to zet hold of copies of these
games for player tesung.

Given below are brief descriptions of the fourteen frame
games we huve selected for our comparative evaluation These
descriptions highlight the content-free nature of the games and
provide the base for their analysis in the later sections of this
chaprer,

Confrqntation

During each round, players receve g card that speaifies a
confrontation situation and assigns roles. Two players are in
adversary roles and the third is a mediator. Adversary players
choose one of five possible positions on the 1ssue and compare
therr choices, Adversaries discuss/debate their positions and
with the help of the mediator reach a common ground. They
exchange poker chips depending on the shift from their intial
positions.

Encapsulation

This frame game’s materials come with six different content
area adapiation Kits: labor versus management, black versus
white, affluent versus deprived, career versus homemaking,
student versus teacher, and parent versus child. The two pri-
mary players assume adversary roles in a culture-clash simula-
tion. They sit across from each other with their bias boards,
gradually revealing how they perceive themsclves and each
other. They attempt to resolve their conflicts through a ¢on-
ference that is mediated by a faglitator, Each adversary is also
under the influence of peer group members who keep sending
notes imploring the adversary not to compromise. There are
also participant and nonparticipant observers. In addition,
there 15 a structured debriefing session at the end of the
conference.

Faects in Five

Players receive a playcard with a five-by five matrix that has
different categories along the columns and letters of the alpha-
bet along the rows. Players fill each cell of the matrix with a
key word beginming with the specified letter that fits the
appropriate category. Players’ words are scored with extra
puints for originality.

GAMEgame IV

Each team creates a list of five impartant items related to a
selected theme. A common hst 15 created by the game leader.
Teams secretly write down their top choice from the common
list and are rewarded for reaching consensus. This procedure is
repeated until the top five items are identified.

GAMEgame VI

The game leader prepares cards with individual opintons
about a topic or an issue, Players write four personal opiniuns
on blank cards. These cards are randomly distributed to all
players. Individual players exchange opinion cards at a discard
table and with each other, They form coalitions with others of
similar opinions and reduce their total number of cards 1o tive.
Each group writes a summary statement of its philosophuc
stance and selects an appropriate name for itself.

Making a Change

During the first session. members of each team select a
problem and within that team evaluate each other’s problems.
identify resisting and encouraging forces, and draw up a list of
questions to be answered about the problem, During the
second session, each tzam completes the listing of significant
forces an.l shares it with another team. Using structured forms.
teams provide feedback for each other. The same procedure 1s
applied preparing a suitable plan of action. The revised plun of
action becomes the starting point for making a change.

Planning Exercise

A problem is presented to all teams. One team is given the
role of evaluators: all others have to create a solution to the
problem. The evaluation team develops and shares criteria tor
Judging solutions, Each team presents its solution to the eval-
uation team, which provides appropriate feedback. During the
rebuttal ohase, each team clarifies any misunderstandings and
summarizes the strengths and weakncsses of the solution from
other tezins, All strong points are consolidated into a super-
plan,

Policy Negotiations

Three Leachers and three school board members are engaged
in negotiating a large number of possible issues. Other players
represent social agencies and newspapers. Each core member
has certain influence points that can be used in any of the
following four ways during each round: (1) to vote on a
specific issue on top of the agenda, (2) to move another
agenda item toward the top, (3) to acquire more prestige 1n
the player’s own constituency, and (4) to store the influence
with a social agency, Outcomes of each round affect the

prestige of each player, which in turn affects the future rounds
af the game.

Press Conference Game

See the description of this game in an earlier discussion,

Pro's and Con's

Players decide individually to agree, disagree, or remain
neutral about cight 1ssues listed on a card, The initial votes are
recorded on a score sheet. Issues are arranged by the players m
order of priority and each issue is discussed for ten to fiftecn
minutes 1n a specific role. (Each player is provided with a



Mipcard packet that specifies the positive, negative, or facilita.
uve role ) At the conclusion of all discussions, there is ancther
round of recording agreements, disagreements, and neutral
stands toward the issues. This 15 followed by a structured
dobriefing session.

SciFi

Eusch team receives an envelope with a problem written on
its face. The team writes a solution on an index card, puls it in
the envelope, and passes the envelope to the next team. This
procedure is repeated until the problem envelopes return lo
the original teams. Teams remove all solutions and rank them
from the best to the worst. The team that contributed the
largest number of ““best™ solutions wans the game.

System |

The two axes of the information display grid represent two
dimensions in any given subject area. The tiles contain data
that can be fitted into this gnd Plavers attempt to place their
tiles w appropriate positions on the grid, Each player has a
partial list of correct answers, and, therefore, players venfly the
correctness and give score pownts to each other

Teams-Games-Tournament

T-G-T 15 a tournament structure that accommodates any
instructivnal game, Each team has four players, one above
average, two average, and one below average. Within each
team, players help each other, tuloring the weaker ones. Once
a week players compete with each other, not as one team
agmnst the other, but as players of approximately equal ability
against each other, Winners are bumped up to meet tougher
plavers the following week; losers are matched with less-skilled
ones, Scores are converted into tournament pownts and fed
back to the players.

They Shoot Marbles, Don"t They?

Five core plavers participate in this game, which begins
with very few rules and adds more, created by the players
themselves, During each round, there is a bargaining session
and a shooting session, In the bargaining session, players form
coalitions to divide up the pot of marbles. During the shooting
session, they shoot marbles, attempting to hit job marbles
while avoiding the trouble marbles. Players who do not belong
to the coalition also attempt to knock down a wooden tower
and thus nulbify the agreement. These core players are incorp-
orated into a larger infrastructure which includes the police,
the court, and government officials.

A COMPARISON OF FRAME GAMES

This section analyzes the fourteen frame games and com-
Pares them on the basis of mne critical attributes. The orga-
fization of this section uses the following sequence:

* a description of a critical characteristic of frame games

» (llustrabiv: examples from selected frame games
¢ 3 table (ompanng the selected charactenstics of the
fourteen rame games

Loadability

The most uuque feature of frame games is the ease with
which a variety of new conient can be loaded onto the stable
structure. Before loading the new content, the old one has to
be unloaded. We use the term loadability to refer to the
process of bott unloading the old content and loading the new
one.

Some ftrame games come with no confent at all in their
original versior.. Other things being equal. this sheleral frame
game has the highest loadability because there is no need to
unload anythirg. Press Conference and System 1 are examples
of this kind of strueture with no content showing.

Encapsulation and Pro’s and Con's are examples of another
type of loadability in which the basic game structure comes
prepackaged with alternative contents. The rules and the
equipment for afternative-contents frame games can be used to
accommodate different contents supplied by the developer.
Following the model, the game user can create the user’s own
new content for loading

Sometimes a frame game appears in alternative versions,
each with 1ts own content The game user can compare these
versions, 1dentify the stable structure and varying content, and
proceed to unload the old content and then teload with the
new. For example, GAMEgame [V has appeared in many
different versions: Make Policy, Nor Coffee (Frick, 1974)
deals with the status of women, Afar (Thiagarajan, 1976) deals
with future ferecasting; fdicgtor Hunt (Thiagarajan, 1974b)
deals with the analysis of affective educational poals; Enersy
Resources Garme (Thiagarajan, 1974a) deals with the conserva-
tion of energy; and Policy Council Game (Stolovitch and
Thiagarajan, 1979} deals with the problems of hunger n devel-
oping countries.

Some frame games are presented in a single version with a
sample content. However, the developer makes the basic struc-
ture of the game explicit and comments on its use as a frame.
For example, GAMEgame VI is presented as a game for ex.
ploring people’s opinuons toward the use of simulations and
games, The rules of the game are presented in general terms
and illustrated through sample play related to the content. The
author also comments on the use of the game structure to
explore similai instructional topics.

Some comolex frame games become confusingly abstract
when the developer attempts to describe it either in a skeletal
fashion or even with sample content. These games have to be
played for one or two rounds before the game leader and the
players become familiar with its mechanics. They can then
cooperatively redesign the game by loading locally relevant
content (while making necessary changes to the rules). Good-
man is the leading exponent of this type of priming gamne
approach to rame games. Both They Shoot Marbies, Don't
They? and Po'icy Negotiations are deliberately designed to be
redesigned by players.
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TABLE 1 Comparison of the Loadability of Selected Frame Games

Frame Game Skeletal Alternative Contents

Alternative V arsions

Sample Content Priming Game Recycle

Conirontatian
Encapsulation X
Facts it Five X
GAMEgame IV
GAMEgame Vi

Making a Change

Planning Exercise

Policy Neganations

Press Conference

Pro‘s and Con’s

SeiFi

Systern 1
Teams-Gamas-Tournament
They Shoot Marbles

x X
% X

XX R XX

X X

% X

X

Finally, many frame games get autormnancally loaded with
new vontent in the process of playing them for the first time.
Twelker's games—Planning Fxercise and Making a Change
—illustrute this recycling approach to loadability In the
former. for example, players begin with a problem and eval-
uate solutiens. The selected solution can then hecome the
starring problem for the replay of the game.

Table 1 indicates which forms of loadability are exem-
plified by each of the fourteen selected frame games.

Loader

Related to the loadabihity of a frame game is the question
of who does the loading. Although 1n the last analysis all frame
games perntit loading by the user of the game, there are three
basic types of people (and various combinations) who may
load the game

« Loading by the game developer. The frame game Encapsu-
fation 15 an example of a game which comes with “factory-
leaded™ content, With this particular game, there are actually
six different loads (labor and management, black and white,
affluent and deprived, career and homemaking, student and
teacher, parent and child) that share some common atiributes.
Other examples of frame games with preloaded content in-
clude Pro's and Con's and Confrontation. System 1 also comes
with prefuaded content, but this is more in the way of suggest.
ed examples to the teacher-user than complete specifications.

» Loading by the game leader. Many frame games depend
on the game leader (teacher or trainer) to load the new
content before play, Tearas-Games-Tournament, for example,
reguires the leader to load specific gamcs. The game leader
indriates Planning Exercise by selecting an appropriate problem
dréd.

* Loading by players. Some frame games are dependent on
the players themselves for loading new content. Making
Change is this type of frame game in which players coopera-
lively sele:t an appropnate problem area, An effective varia-
tion of the playerload theme involves different players {or
teams} working on the content loaded by one another. In later
phares ol Making a Change, for saampls, cach loam svaluatcs
and provides feedback on the forms completed by another
team. An elfective example of players operating on each
other’s content is SciFi The problem identified by one team

recejves appropriate solutions from alf other teams during the
play of this game.

o Combmanon loads. It should be obvious that different
peuple may take partial responsibility 10 loading a frame game.
Press Conference, for example, requires loading by players to
create the initizl sets of questions and then loading by the
game lecder (or outside experts) to provide the “answors,”
GAMEgame [V uses a more comprehensive combination: [t
cumes with suggested opinion cards from the developer, the
game leader 15 encouraged to prepare a set of opinlon cards
before the game: the first activity of the game requires each
player to contnibute four additional opinion cards. Primung
games (Folicy Negotiations and They Shoot Marbles) are delib-
erately designed to be reloaded by the players after the inita
rounds of playing the game with the developer’s content.

Table 2 indicates who does the loading in each of the
fourteen selected frame games.

TABLE 2 Comparison of tha Loader of Selected Frame Gamas

Player Player
Developer Leader l.oad Load
Frame Gama L.oad Load {self}  (others)

Confrantation ¥ x
Encapsufation X
Facts in Five X X X
GAMEgame IV X X
GARMEgame Vi1 X X X
Making & Change x X
Planmng Exercise X X
Palicy Megotiations X X
Progs Conierance X b4 ®
Pro’s and Con's X
Selfi X
Systemn 7 X X
Teams-Games-Tournament X
They Shoot Marbles x x
Flexibitity

“Loac ability™ refers to the ease with which a frame game
may be tdapted to handle new content. “Flexibility’* refers to
the vaow wiile which a frame game may be adapied to suit the
physical resources and constraints present in the use-context.
The three major elements that contribute to ihe flexibility of a
frame game are briefly discussed below,



s Number of plavers, A highiv flexible frame game can be
played by any number of players. A low levet of flexibulity 1s
mdicated by a frame game that requires an cxact number—no
mare, no less—lo successfully play the game. None of the
Irime games described here has rigid requiremients in terms of
numbers of players, Generally speaking, a game that has a
smaller mirumum number of plavers as a requirement 15 more
flexible than one thal requires a large minimum number of
players. This is so because a gioup can always be split nto
subunits, each playing the game independently. The fewer the
number of players required to form each subunit, the easier it
is to include everyone. In this respect, GAMEgame [V (which
requites a minimum of ten players), Plunning Exercise (a
minimum of sixteen players), and Press Conference (a mini-
mum of ten players) are less flexible than System I, Facts in
five, and Confrontation, all of which can be played by two or
three players,

s Time requirement. Games with a Arief minimum time
requirement are more flexible than those with longer mini-
Augn Ume requirements. You can always replay the former

TABLE 3 Cormiparison of the Flexibility of Selccted Framas Games

games any number of times to fill up your available space.
Thus Svstem [ (mintmun ume requirement of lwenty .
utes) and Facts o1 Five (rmnimum time requircment of fve
runutes) are rauch more flexible than Plannine Exercie and
They Shoor Marbles, which require at least a couple of hours
to play. In addition, some frame games (for instance, GAM/-
game [V and Confionranion) have & standerd format for play.
1ng each rounc so the number of rounds may be ncreased or
decreased (o fit the available time, whereas frame games like
Making « Change have a nonrepeated progression.

» Marerial requirements. Frame ganes thal requirc mere
paper and pencil for play are much more flexible than those
that require elaborate equipment and special game materials.
Although most of the frame games reviewed here are ex-
tremely flexible in this respect, They Shoot Marbles is an
exception. It requires an claborate set of paraphernalia (game
surtace, marbles, Lego blocks, timers, and so forth) to set up
the game. Some of the commercial games (Encapsulation and
facts in Five) tend to require specialized materials, whereas
noncommercial ones are less expensive and require more easily

Time
Number of Flexibility
Frame Game Players Time Reguiremeant Rating Matertals

Confrontation 3 or muitiples of 3 45 10 90 mins high Confrantation cards poker chips

Encapsulation 31012 45 10 90 mins, medium "Bias” board, rale cards, forms

Facts in Five 2 or mare {(in teams, 5 minutes per roundg high Deck of cards with classes and

if necassary) categories, playcards, master
score cards, timer

GAMEgame IV 3 to 30 players in 3 30 to 60 ming, high Na special matersalg

to 6 teams

GAMEgame Vi 10 to 60 30 to 60 muns high Cpinion cards {hlank and pre-
printed)

Making a Change 12 or more players Two sessions of approximately low Participant’s manual and

in teams of about & two hours each, with time for different forms
indep. study in between

Planning Exergise 16-36 players 1n 3-7 3 to & haurs law No special materials

teamns

Policy Negotiations 6 to 30 2 to 4 hours low Poker chips, hst of fssues, and
score board

Press Conference 1010 30 80 mins to 3 hours lovy Index cards of 4 different colors

Pra’s and Con's 3101k 2 to 3 hours high 1ssue cards, score sheets, flip card
rings, observer's form

ScrFr 3 to 30 players 30 to 90 muns. high Envelopes for problems and

{individuat players index cards for solutions
up 1¢ 7; after that
3 to 6 equal teams)

System 1 2to9 20 to 40 mips. high Information display grids, plastic
tites and adheswve papar for
preparing data units, and storage
units

Teams-Games- Tournament 12 to 60 divided Hegular class period, once a mediem Materials required for the gamas

into teams of four week for a semester used 1n the tournameant
players

They Shaat Marbles 12 10 B0 1 to 3 hours lowy Games surface, marbles, Lego

blocks, woodan blacks, cylinder,
etc




available malerils.

Table 3 compares the Acxibility of the fourteen selected
games. All the information prownided is factual except for the
time-flexabality rating. This 1s an expert judgment on our pat
which takes mio consuleration a number of factors including
our expenences with the game

Purposes

Frame garnes may be designed to serve a variety of pur-
poses, Une primary purpose of the games reviewed is to
provide instruction. Within this broad goal, the game may help
the plavers achieve different types of specific objectives. Other
frame games may have a noninstructional ntent: They are
designed to prowvide an efficient organization for group activ-
ines, Brief descriptions and itlustrations of the dilTerent pur-
poses of frame games are provided below,

{ustrucrional Purposes

e Awareness objectives. Some frame games produce results
in the borderline area between the cognutive and affective
domuains wlere players are sensitized to the presence of various
(actors. In GAMEgame IV, for example, players become aware
of the wide range of opinions toward the vse of ssmulations
and games, wncluding those they had never imagined possible.
Confrontation and Encapsulation are examples of frame games
in which the players acquire insights into influences that
govern their behaviors.

* Lower-level cognitive objectives. Some frame games help
players learn basic facts and figures. Sysfem I is 2 game that
can sugarcoat a dull dadactic drill. Even though Facts in Five
and Tegms-Games-Tournament ¢ould be used for other in-
structional purposes, they are examples of frame games that
are suited for this kind of lower-level learning,

s fiigher-level cognitve objectives. Frame games may also
help players synthesize and apply vanous skills and concepts
for solving problems. Press Conference, for instance, requires
players to gather, structure, and effectively summarize infor-
mation. Fgers in Five and System 1 are also examples of games
that may be used to help players acquire such higherlevel
cognitive skills.

TAEBLE 4 Comparison of the Purposes of Selected Frame Games

Noninstructional Purposes

* Planning. An obvious example of a frame game that struc-
tures the planning activities of a group 15 Paul Twelker™
Planning Sxercise. This frame game enables a team to identity
a problem, create altemative solutions, and evaluate then
ielative nerus. Twelker's other game, Making a Change, is also
an example of a frame game designed for plananing purposes.

» (rroun decision making. Planning is just one example ol 4
wide range ol group deciston making activities that mav be
rendered more systematic through the use of a frame game,
Folicy Ncgottations is an example ol a frume game that orga-
nizes the decision-making process so that various plavers have
a say on what decisions are made and how they are made
Goodman’s other game, They Shoot Murbles, Don'r Thor?
structures the way in which a group of players makes decisions
to govern the group’s activities,

» Evalugtion. Some frame games are used for enabling 1
group 1o wintly evaluate an idea or abject, In GAMEgane Vi,
the group 15 required to brainstorm a list of ideas and then to
arrange them in a collaborative effort in order of priority.
Scifi requires different players to come up with alternative
solutions to different problems and lets the players themseives
decide on Lhe relative efficiency of each solution

Table 4 ndicates the purposes of the fourteen selecied
frame garies Whereas it is true that any given frame game may
be used to serve any purpose in the hands of a skilled game
leader, we have indicated only the primary purposes of each
frame game.

Levels of Simulation

Tust like any other instructional game, a frame game mayv or
may not be a simulation of some aspects of reality. The
following is a brief discussion of different levels of simulaticn
among the selected frame games,

» Nonsimulation frame games, These frame games make no
atiemptl o re-create reality. They are usvally games with a
cognitive instrucuonal intent at the lower levels, Often they
help the players master facts and figures and arrange them in
various categories. Facts in Five and System [ are examples of
this type of nonsimulation frame game.

Instructional Purpases

Awareness Lower Cognitive

Higher Cognitive

Maninstructional Purposes

Planning Decision Making Evaluation

Confrontation X

Encapsutation x

Facts 1 Five X
GAMEgame IV

GAMEgame VI x

Making a Change
Planning Exercise
Policy Negatiations
Press Conference
Pro's and Con’s
SerF

System 1 X
Teams-Garmes-Tournament X
They Shoot Marbles X

LA
x

X

b4
MHKHRK =
x

=




e Pseneclo~sivulation frame games. Very often a frame game
of the nonsitnulation variety is clothed in a simutation that has
no relevance to Lhe instructional inient. Press Confercnce, for
example, has some clements that represent what happens dur-
g an actual press conference. However, this representation
has nothing at all to do with the mstructional intent of the
game, which is to communicate various facts related to a
subject wea,

e Sinndation frame games. Confrontation is an example of a
simulation frame game in which cnitical elements of a confron-
tation situation are depicted in a game format to help players
schueve insights and skills related to the interpersonal dynam-
13 of such a siwwation, Policy Negorianions is another simula-
tion frame game in which various critical elements of the way
a group makes a Jeciston are realistically portrayed in a com-
pressed-time model. They Shoot Marbles is another simulation
game related to the process by which people relate to each
other in a society. In comparison with the other simulation
frame games, Marbles is 2 ighly abstract ssmulation.

s Operational frame games. Most of the frame games used
for noninstructional purposes are procedures for problem
solving 1n groups. Plarmmuig Exereise, for example, is not meant
to siptidate how groups solve problems in real life, It is to be
used for actual problem solving Seif7 is another example of a
frame game that may be used for putting a sysiematic proce-
dure for group interaction into operation.

Table 5 compares the levels of simulation of the selected
frame pames,

Compiexity of Rules

The number and complexity of rules vary considerably
from one frame game to another. Frames such as those con-
tained in Facis in Five and SciFi have fairly simple rules that
cun be explained 1 a matter of minutes. On the other hand,
frames like those in They Shoot Marbles and Making a Change
have sets of complex interrelated rules. Even with elaborate
explanations, the players may have to get into the game with a
only a partial understanding of the rufes and then wait to
obtain “on-the-game™ clarification.

TABLES Comparison of Levals of Simulation of Selected Frame Gamas

Table 6 compares the number and complexity of rules for
the selected frame games. Incidentally, there is no value judg-
ment implicd in a frame game’s having complex rules, [t is our
belief that all the selected frame games huve the optimum
complexity of rules and that, given adequate preparation and
appropriate seiting, all the selected games work well.

TABLE 6 Comparison of the Complaxity of Rules
of the Selected Frama Games

Frame Game Simple Medium Complex

Confrontation X

Encapsulation X

Facts in Five x

GAMEgamse |V X

GAMEgame Vf *

Making a Change X
Pianning Exercise X
Policy Negatiaticns «
Press Conference X

Pro’s and Con‘s X

SerFi X

Systern 7 X
Teams-Games-Tournament X X X
They Shoaot Marhles 4

Scoring

One type of rules related to frame games deals with the
scoring syster and the determunation of winners and losers,
There are two specific aspects of scoring systems which vary
among the se'ected frame games, and these are briefly des-
cribed below.

s Number of criterla for woming, A frame game may
emphasize just one cnterion for winnng or 1t may focus on
more than one, Seifi and Fucts in Five have single win criteria,
In the former, the player or team that writes the most top-
ranked solutions 1s the winner. In the latter, the player or team
that has the most cells correctly filled is the winner. Con-
frontation and GAMEgame IV use multiple criteria. In the
former, scores are compared to decide who has accumulated
the most poker chips, which group has made more compro-
mises, and wluch group has solved its problems most effi-

Frame Game MNansimulatian

Pseudo-simulation

Simulatian Operational Game

Confrontation
Encapsulanion
Facts i Five
GAMEgame {V
CAMEgame V!
Making a Change
FPlanning £ xercise
Policy Negotiations
Press Conference

Pro’s and Con's
JCIFY

Syztem 7
Teams-Games-Tournament
They Shoot Marbles

X
X




ciently. In the latter, teams may wian either for being able to
psych out the other teams’ selections or for including most of
ihe top items in their onginal list.

o Zerog-sum and non-zero-sum frame games In games like
GAMEgame fV and SciFi, there is a single winner (for each
category, if there is more than one). In games hke Press
Conference and Confrontation, 1t 15 possible for more than one
person 1o win in each category. The former type, in which it is
not possible for more than one person {or team) to win, is
catled a zero-sum game (in a simplified sense), The ather type,
which potentially permits everyone to win, is called a non-
Zero-sum game.

Table 7 compares the scoring systems of the fourteen
selected frame games. As you may notice, some frame games
{(for instance, Ewncapsulation and They Shoot Marbles) de-
emphasize the scoring system completely

Advantages and Limitations of Frame Games

We do not claim that the fourteen pames we reviewed
represent the best that s currently available in the area of
irame games. It is our opmmion, however, that these fourteen
are excellent examples of the versatility and diversity of frame
games.,

The advantages and lmitations of instructional games have
been listed and discussed so frequently that it would be
superfluous to repeat them here, However, we would like to
briefly point out some unique advantages and disadvantages of
frame games.

On the positive side, frame games help the user in these
ways.

» Designing a game from scratch is a time-consuming and
unpredictable task. However, with the frame game approach, a
teacher or trainer can “design™ a game in a fraction of the time
and with guaranteed results (because of the testing and re-
visions the original frame has undergone).

eVery often the teacher or trainer does not find a game
that precisely meets the local needs and objectives. With the

TABLE 7 Comparison of the Scoring Systems of Selected Frame Gamas

frame game approach, the game can be custom talored to
incorporate the exact contents desired.

= For the learner, frame games frequently provide an oppur.
tunity to participate in loading new content. Players probabl
learn more from such pariicipation in the creation of the game
than 1 actual play

e Jnce the rules of a frame game have been mastered, 1t 15
easier to learn how io play the new loads. Thus the learne;
spends less time mastering the mechanics of a game and more
time explonng the content when different versions of the same
framz game are played.

Frame games are efficient and powerful tools, and theren
ties the major danger w their use. The simplicity of frame
games brings inco action Kaplan's Law of Hammerability
(“Give 2 kud a hammer and he will find hundreds of things that
need hammering”). In earlier workshops we used to extol the
virtues of the children’s game Slapjack We lived 1o regret our
contagious enthusiasm when we received hundreds of loads on
the frame for the next three years. Teachers and trainers were
using the game to teach shape discrimination in kindergarten
and sonar-blip discrimination for the crew of a nuclear sub-
manne, bovine-respiratory-ailment disenimination for veteri-
nary doctors, and discrimination of different styles of acting
for theater majors. There 15 nothing more damaging to an
innovation than looking for suitable problems to apply it to.
and nothing more disillusioning than the ngid appreciation of
a flexible tool. We hope that in this essay we were able to
convince you of the merits of frame games in general and 2
few specific ones in particular without creating an obsessive
feed o use them.

Sources

Confrontation
Harold D, Stolovitch
1979

Win Criteria Type of Game
Frame Game Single Multiple Zera-sum Non-zero-sum Scoring De-emphasized

Canfrontation X * X

Encapsulation x
Facts in Five X b

GAMEgame IV X X

GANEgame VI X X

Making a Change X
Planning Fxercise X
Palicy Negotiations X X

Fregs Conference X X

Pro’s and Con's X
Scifi K X

System 1 X x

Teams-Games-Tournament X X

They Shoot Marbles X




Instructions! Alternatives
4323 East Trailridge Road
Bioomington. IN 47401
<2 00

Fncapsulation
1972

Creative Learning Systems, [nc.

93¢ C Street
San Dhego, CA 92101
master set $35.00

Facts in Five
£. A, Onanian
1966

Avalon Hill

4517 Harford Road
Baltimore, MD 21214
S$12.00

GAMEgames I'V and VI
Sivasalam Tluagarajan
1976, 1978

Instructional Alternatives
4423 East Traundge Road
Bloomington, IN 47401
each §2.00

Making « Change
Paul A, Twelker and
Kent T. Layden
1974

Simulation Systems

Box 46

Black Burtte Ranch, OR 97759
34.00

Planning Exercise
Paul A, Twelker
1971

Simulation Systems

Box 4¢

Hlack Butte Ranch, OR 97759
33.00

Policy Negoriations
Frederick L Goodman
1974

Institute of Iligher Education Research

and Services
tiox 6293
University, AL 35485

Provand Con's
1976

Creative Learning Systems, Inc.
936 C Sireet

San Drego, CA 92101

$19.95

Scifi
Diane Dormant
1976

Instructional Alternatives
75¢

System |
Instructional Simulations, Inc.
1965

Griggs Educstional Service
1731 Burcelona Street
Livermore, CA 94530

Teams-Games-Tournament
David L. DeVries and
Keith J. ¥dwards

1873

Center for Spcial Orgamization of Schools
The Johns Hopkins University

3505 M. Cha-les Strect

Baltimore, MD 21218

$3.00

They Shoot Marbles, Don't They?
Frederick L. Goodman
1973

institute of Higher Education Research
and Services

Box 6293

University, AL 35486
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