TABLE 8 Models of the Simulations/Games [Cont}

Simulation Model Charactenstics

Evalyation of Modalsg

urban plan and a plan for the new property The
task of planning Futura City is to be achisved
through participation of diverse groups having
conflicting vested intarests. Presentation of the

plan to a constituent assembly, reevaluation,
bargaining, debate, and a final vate conclude
the ssmulation, resulting 10 consequences for

majar systems such as housing, transportatian,

and ndustry

the written materials accompanying the stmujation/game to
help clarify the designer’s intended educational purposes, and
we have rated the degree to which these objectives are
achieved. Secomd, we have analyzed the depree to which a
variety of skills are actually involved in participation, We have
classified these skills into eight general categories, which sum-
marize an analysis of the knowledge and skills developed
through participation. Those simulations/games involving the
highest levels of the component skills are listed after each
category:

(1} Research: Utopia, Cope, Dynamic Modeling of Alrer-
native Futures, Prospects, Futuribles

(2) Computation: Sunularing the Values of tie Furure

(3} Predicting probabiities: Cope, Simulanng the Values
of the Futyre, Futuribles, Dynamic Modeling of Alrer-
native Futures, Prospects

(4) Generating alternative possibilities: Dynamic Modeling

TABLE 9 Stated Objectives of Simulations/Games

(%)

(6}

(N

(8

af Alternanive Furures, Uropia, Futuribles, Cope, Pros-
pects

Clarifying preferabilities: Fururibles, Dynamic Model-
ing of Alterngtive Futures, Stmulating the Values of
the Future, Future Planning Games, Cope, Uropra
Modes of interaction: Furure Planning Games, Uton,
Edplan, 2000 A.D}. Futurg Ciry, Hybrid Delphi Game,
Simulagting the Values of the Furure

Interpersonal interaction: ropra, Hyvbrid Delphn
Game, Future Planning Games, Edplan, Dynamic
Modeling of 4lternative Fuyrures, Simularing the Values
of the Future

Evaluation: Dynamic Modeling of Alterngrive Futures,
Cope, Future Planning Games, Simulating the Values
of the Future Utopia, Hybrid Delpm Game

Table 9 covers the intended educational objectives and the

success with which they are realized. Table 10 presents an
analysis of the skills and activities the simulations/games
involve

Simulation

CObjectives

Degree of
Sueccess in Achieving
Stated Objectives

Futuriblas Ta heip individuals (1) gat acquainted with futurg possibilities, {2) share fealings High
about the future; (3} clarify own values regarding tha futurae; {(4) create visions
of "hoped for' fuwures; (5) write scenarios of how the future may happen; (6}
select prioritles far group lang-range planning: [7) chooss preferred futures for
daily work, service, and for other areas; and (8} anticipate the future with “jay

and commitment.”

Dynarnic Modeling of Dalphi: Achieve consensus through anonymausiy and objectively estimating the High
Alternative Futures likelihood of particular events occurring within a given field by some future date,

Afternative Futures Analysis and Review Achieve group consensus through public

and personal means on those future events within a field that are most desirabla

or preferable to the participants in the simulation.

Toentificatron Simuiation: \ncrease awareness of the educational needs for the

gifted and talented through the use of a one-hour activity which demonstrates

the Inappropriateness of Intelligence Quotient scores used alone as an identification

criterian,

Label Game: Examines models of the life of the handicapped on which the gama
was patterned and describes the transiation of thase models into game format;
provides an affective experience in the negative social psychological consequences
in life 2% a function of various assigned “’labels.”
Toward Walden Two' Basic companents of an operant conditioning-based social
system are enactad and observed in a classroom simulation. Participants learn

basic principles of operant conditioning while 1 ying to apply the principles to
others, within the context of » tokan econamy, 1.e., micro-soclety based on oparant

canditioning.

Simufating the \alues Through the operations researzh tachniques of simulation and the use of expart High
of the Future judgment, the participant (a) makes decisions atfecting the character of the

enviranment, tb) estimates the societal consequences of those decisions, and

{c} avaluates the desirability of these consequences.



[ABLE 9 Stated Object ves of Simulations/Games {Cont}

Simulation

Objectives

Dagree of

Success in Achieving
Stated Objectives

Space Patrol

Hybrid Delphi Games

Future Planning Games

Cape

Litopia

Prospects

Edolan

Edventure 14

2000 A.D, Futura City

Participants create the dimensions of a science fiction adventure—its scenario, roles,
alien capabilities, and rules—and then experience these fantastic possibilities through
their presentation in a rote-playing war-game framework, Each participant ““faces
tribulations that would titillate a Flash Gordon and baffle a Captain Kirk.' Foree,

wit, and intelhgence “are the weapons of redemption.” The objective is entertainment.

Participanis experience the very real conflicts in values, prrorities, and directions
that arise during negotiation of desirabie futures; determination of who benefits fraom
a particular future, and exploring how one gets from the present 1o the future.

While students confrant controversial sociai 1ssues existing presently, or potentially
impinging upon their planning of their personal future rolas, the primary objectives
spught are values disclosure, values clarification; constructing a life philosophy,
problem solving; debate/discussion, research of data to support positians;

an introductory exposura to such tasks as writing a marriage contract, determining
societal growth/no growth priorities, and resource allocation;

philosophy; formulating fareign policy an a specific 1ssue, dealing with death; and
planning prisons

Through creative or productive task requirements participants

may he led to {1} think more about the different alternatives we might have far
Iefe i the future; {2) solve some problems that anisa parsonally, for thae city, and
the universe; {3) learn a completely new (but not entirely foreign) language to
help them communicate with other game participants; (4) evaluate new forms
of technolagy far their effects on human beings, and {5} attempt to cope with
an exceedingly rapid pace of change.

Knowfedge (1) understanding the four systems basic to any society and some

of the elerments of each system and (2) understanding the problems of human
motivation and behavior that forming an ideal society poses.

Skifls, (1} using the library for ressarch, (2} using parliamentary procedure

moves to promote one's ideas, {3) using oral language in an organized fashion in
discussions with, and presentations to, smail groups.

Attitudes (1} appreciating the complexity and challenge of forming an ideal
society, (2) desiring to work toward an ides| society, regardless of the difficultes;
and (3} feeling that individual contributions sre important in a society. even if
they are not totally accepted,

To help participants sxamine their career, evaluate their training neads, and
develop specific action plans to maintain and enhance the relevance of their
skills, decreasing the chances of potential obsolescence The process provides an
opportunity to learn how 1o give and receive helpful feedback.

it provides insight into the political nature of educational planning and decision-
malang; provides a3 working example of politics in action; and provides an
exampie of how fustifiable are all possible points of view on some educational
ISELIES

Thus carser guidance game is designed to dynamically demanstrate four principles
{1} the range of educational options opsn to peaple now and as of 1981 is very
large, going far beyond conventional academic programs and training for trades;
{2) ebtaining ¢n education s a hife-long process, it does not stap afier high schoot
or after collage; (3) types of educational offerings must be suited in contant and
instructional style to the types of individual iearner in order for learning to be
succassful; (4} failure as well as success is to be anticipated as a possible outcoma
of any educational situation

To give students an opportunity to: (1) demonstrate thair understanding of
future planming; (2} become involved in futurist decision-making activities,
including {a) clarification of values, (b} analysis of trend indicators, {c) evaluation
of prionities, {d) scenario interpretation, {g) trend extrapolation, (f} group
interaction; {3} undarstand the different roles of key urban groups and their
infiuance in shaping the futura of America’s cities.

Medum

Medium

High

Medium

High

High

Medium

High

Medium




TABLE 10 Knowledge, Skills, and Activitias

Dynamic
Modeling 2000
of Simulating Hybrid  Future A.D.
Knowledge, Alternative  Values of  Space  Delphi Planning Futura
Skills, Activities Futuribles  Futures the Future Patrof  Game Games Cope Utopld Prospects Edplan Edventure Il City
Researph
Gathering information — - - - — L H H H — - —
Extensive reading — L L H - M H H L - L M
Alert observation - H - - — - - — — - - -
Skiliful listening L H L - — - — - —_ — - -
Generating hypotheses H M L - — L M H — - — -
Measurement/
experimantation - H — - — L — | — — —_ -
Canvergent thinking H H H M M H H H H M H H
Diwergant thinking 2! H H H M M H H H - — M
Preparing reports/
writing - I - - - M H H L - - -
Memory — L - - - - L -— - - - -
Computatron
Caiculating
mathematically — L L L - - L - — — L —
Predicting Probabiirties
Trend extrapolation M M H — - M H - H - - L
Cross impact analysis M M H L - L H H H - - L
Delphi consansus H H H - - L H - — - -
Geanerating Alrernative
Possibilitres
Brainstorming M H L - - — M 3] - — — —
Wishful scenarios H H L H - L M H H H — L
Alternative pathways M H L H - L H M H L H M
Clarsfying Preferabilitias
Planning goals/
strategies H H H H - H H H H H H H
Values clarification H H H H H H H H H H M L
Dalphi evant desirability
consensus H H H — H H H H - - - M
Relavance tree analysis L L L - - - — — - — _ -
Modes of Interaction
SmsH group discussion H H H H H ' H H H L H L H
Dehate - H H - H H L H — H - H
Large group discussion - — H — H H L H - H - H
Partiamentary procedure - - - - - H L H — H - H
Voting L H - H H L H — H —_ H
Interpersonal
Interaction
Persuading L M H — H H M H — H — M
Bargaining/negotiating —_ H H — H H M H - H - H
Helping/supporting L M L — M M M H L L L L
Coaiition forrmation — M M L M v L H — H — L
Evaluation
Criterion-referenced
test - H - - o - M — — - H H
Narm-referenced test - H - — - — — — — - - —
Evaluation af
sirmulation - H H L — - H L — — . —
Salf-avaluation H H H L H H M H H H L L
Evalutation of peers — H - L H H H H - L L M
Dascriptive disciosure
of presant 5Tatus H L L — L H — — H — — _

Key: H = Fhgh
M = Medium

L="Low



ROLES

Types of Roles

Descriptions of the types of roles appear in Table 11 Of all
the simulations/games, the Furure Planning Games will provide
players with roles and role-playing opportunities closest to
most 1ndividuals’ real-life experiences or general informatjon.
Because these games deal with controversial social 1ssues, they
often produce high levels of arousal, debate, and discussion. At
the other extreme, Space Fatrol broadens the range of roles
and character types to provide for weird extraterrestrial hfe
forms one might imagine encountering. Simulation/gaming de-
signers will find the rich variety of dimensions of people and
situations in Space Patrol potentially useful in structuring theur
thinking about scenarios for their own simulations. Prospects
does not involve role playing, since the individual players
apply this career planning simulation to themselves,

TABLE 11 Types of Roles

Simulation Roles
Fururibles Explorers; Planners; Students; Seif
Dynamic Modueling of Seif; “Experts™ on a given topic; member
Alternative Futures af Presidential Advisory Board for identi-

fication of Gifted and Talented Youth;
Individuals “labeled” either normal or
stigmatizing labels which emphasis dis-
abilities and not ability—cangenitally
defective, emationally disturbied, mentally
retarded; operant conditioning behavioral

enyineers
Stimuiating the Values Planntng Group, Social Predictors; Evalua-
of the Future tton Committee Members; Teenagers;

Housewifes; Middle class Employed; Par-
sons over §5: Cultural Elite: Poor

Space Patrof Game Master, Aliens and Creatures of Lhe
possible typess mollusk, plant arthropod,
amphibian, reptile, mammal, avian exotic,
mechanical polymaorph, erystalline, gas-
eous energy, Characters may be specially
constructed along tha following dimen-
sions, with the number of wvariations
possible specified: Metabolism {9), Special
Capabilittes (11 including ncreased hear-
ing, touch, sensitivity, telsscopic vision),
Psionics {7 including empathy, telepathy,
talekinesis, clairvoyance, mind control,
teleportation), General Shape (10 includ-
ing monoped to octoped, wings, tentacles,
etc.}); Sex {5 tvypes): Size {13 sizes);
Cyhorg replacements (13 including limbs,
structure, or sensory abilities]; Special
Weapons and Resources, Attitudes (5
levels from friendly 1o hostile)

Hybrid Delphi Garne Self

Future Planning Games Member of Presidential Cammission on
Moral issuss; Member of family facing
euthanasia decigiocn, Social Philesopher;
Meighborhaod Protaction Cammittas
Member; ERA Advisory Comrrussion
Muamber; 20560 A.D Member of Matlonal
Commisstion on Ecology: Warden; Prisan
Designer; Member, Immigration Review

TABLE 11 Types of Roles (Cant)

Simulation

Rales

Cope

Uropis

Prospects

Edplan

Edveamture 1]

2000 A.D.
Futura City

Board; Designer of a mythical All-Ameri-
can Hero, Supporters of Popufist Party or
Reformist Party, debating Social Security
issues; 2300 A D. Economic System
Planner; Foreign Policy Commission mem-
ber, faced with specifying a davelaping
nations policy decision or deciding a8 war
issue; §ix alternative world orders, and
two alternative phifosophies of coopera-
tion/competition; Cabinet Member making
U 8. budget decisions; Person choosing
capitalist, welfare, or socialist society;
Member of a family of following type
cammunal, palygamaous, monogamous,
samé-sex couples, professional parents,
single parénthocd; materialist, Christian,
humanist, atheist, guru, hippia

intettectuals, Engineers; Human Services
Specialists; Mechanical Services Techni-
crans, lnnovative Technologist Specialist;
Life Quality Technician; Computer Ser-
vices Assistants; Director of Human Ser-
vices, Director of Mechamical Services,
Drector of Innovative Technology; Direc-
tor of Life Quality

Subjects in the "Sunrise’” Cabin Communal
Experiment; ""Expert’ Planners for
Morality, Economic, Technologicat, and
Potitieal Systems; Partiamentary Procedure
Chajrparson; Committee for the “Daclara-
tion of Utopian Commitment™

Self

Principal of Elermentary School, High
School  Principal, Superintendent of
Schools, Teacher’s Bargaining Association
Representative; Student Council President;
Taxpayar; PTA Mamber; School Board
Member; City Councillor; Federal Aid
Represuntative; School Board Member

Female, 28, Divorcee: Mala, 41, Part-Time
Warker, Femata, 54, Housewifs with
Grown Children; Male, 56, Supermarkat
Owner; Female, 55, Widow of Astranaut:
Malg, 32. Retailer; Female 18, High
Schoo! Graduate; Male, 27, B.A. in Phy-
slcs; Male, 489, Divorces; Female 58,
Widow, Mals, 19, Factory Worker:; Fg-
male, 52, Spinster Elemantary Teachar:
Mala, 29 Assistant Personnel Manager:
Female, 19, Singls Parent: Female, 3B,
Stenographer

Chairman, Constituent Assembly; Profes-
sional City Planners; Business and Industry
Group Members; Black Activists: Private
Land Developers and Construction Firms:
Civil Rights Organization; White Middlse-
ctass Ethpic Families; Environmental Pro-
taction Organization; Citizens Group for
Urban Life Hanewal




Role Descriptions

Rale playing in a simulation is greatly influenced by the
way goalg, character, and personality are described. Limited
detai! provides for interpretation and elaboration of the role
according to the plaver’'s whims, while lengthy detail can be
supplied to ensure the performance of a role m a manner
faithful to the character upon which the role was based Role
descriptions presented barriers to effective role playmng in
2000 A D. Futura City, because the role definitions were
inadequate for players who are unfamiliar with such roles as
city planners, land developers, or environmental protection
ugency represcidatives. In the case of the other simulations/
games, the level of detail provided was generally appropriate.

Role Chracteristics and Flexibility

Three role-playing factors help ensure the successful enact-
ment of a simulation game. First, all players should be equally
or evenly occupied with meaningful tasks. Second, players
should strongly identify with theur roles, ucting them out with
total involvement. Third, the roles should be interesting both
to role players and to those with whom they interact. On these
dimensions of evenness, involvement, and interest value, none
of the simulations/games rate low. Cope, Utopia, Edplan, and
2000 A.D. Fumra City rate average in the areas of both

TABLE 12 Rola Deseriptions

Lengthy"
Brief: Detailed: 1 Page ar
Several Sentences 1-2 Paragraphs Maore

ESTE DOCUMENTO PRESENTA
PAGINAS EN MAL ESTADO

1

cvenness and involvement because they all have pusie, -
notably strong and weak roles, with some |oles having 5
degrees of involvement, while others had very {imied deg;
of involvement. On the other hand, a game director ¢y,
modify roles in all four to add details or distribute 135;\1
ensure more effective participation by all plavers. Wher, .
charactenstics and role flexibility are juintly conside: ed., [1‘
are four simulations that generally invole players evenly
mteresting roles and 1n roles which can be easily moq,
added, or deleted. These are Futuribles, Space Patrol Fas
Planning Games, and £dventure [f. Table 13 rates rale .,
teristics and role flexibility for all simulations/games

INTERACTIONS

In consideration of students’ opportunities to learn s,
interaction skills or to practice leadership roles, as wel] 3
game directors’ preferences for mteractions of various Vpe
intensity, we have reviewed the nature of the interaction
these simulations/games. Table 14 displavs the range. g
pects, a self-administered exercise, involves very humieed iy
action when there 1s any at all, while, at the other end of -
scate, Simularing the Values of the Future, Fdplan, any >
A.D. Futurg City involve intense intzractions in the form:
alternative roles, frequent attempts o persuade, ang sei:
different types of interaction, including within and betw.
small groups, as well as within and between large groups.

RULES

The rules for most of the simulations are generally zoo

Dynamic Modahng Futuribles Space Patrol ) . . ) )
of Alternative Simulating the Values Cope outstanding in their clanty, orgamzation, and completenes
Futures of the Future Utopis Table 13 reflects, though three are related as only adequate
Hybrid Deipht Future Planning Prospects these counts. Swunuiating the Values of the Future, 5.
20@31;.0. Futura £y f;t;f: y Edplan Patrol, and 2000 A.D. Futura City are fairly complex s .
[ L . . ..
tions, but their rules lack the precision and organizatian
make them easy to follow. This does not render them uap..
TABLE 13 Role Characteristics and Flaxibility
Dynamic
Modeling Z
of Simulating Kybrid Future A
Alternative  Values of Space Delphi Planning Far
Role Characteristics Futuribles  Futures the Future Patrc!  Game Games Cops Utopia Prospects Edplen Edventure /]
Evenness: Degree to
which ail players arg
equally occupiad High High Avg, Avag. High High  Awg. Avg NIA Avg. High
invalvernent. Degree
to which players
becoms involved
with roles High High High High High High  Avg. Awvg.  High Avg. High
Interest valua of rales High Avg. High High High High High High High Avg. High
Role Flaxibility
Easa with which new
roles can be added Easy Avg. Avg. Easy Diff, Easy Easy Easy Diff. Easy Eusy
Ease with which
axisting roles can
be defeted Easy Diff, Avg, Easy Diff, Diff. Easy Easy Diff. Easy Easy
Ease with which
existing roles can
be madified Avg Easy Easy Easy Easy Easy Easy Easy DHf Easy Diff




TABLE 14 Interactions
Dynarnic
Modeling 2000
of Sunufating Hybrid  Future AD
Alternative Values of  Space  Delphi Planning Futura
Types of Imteractions  Futurnbles  Futures the Future Parrol  Game Games Cope Utopia Prospects Edplan Edventure 1l City
{ndividual-individual X X X X X X X X X X X X
within small groups
{37 X X X X A g X X X X
Between small groups X X X 4 X X X X
Within targe groups (7+] x X X X X ® X X
Between large graups X % X
Intensity of Interaction
Frequent interaction X X X X X X X X X X
Fregquent trading *
Fraquent persuasive
attempts/
compromising/
bargaining X X X X X X x X
Several alternative roles X % X X % X X % x %
Same indiwdual 1n
several differant
roles X * * X = * * X *
Freguent research-based
oral presentauans
before small/large
groups * X X X
Kaey. X - Characteristic presant

* = Ppssible variation

able, but it does lengthen the preparation time before play can
begin.

PLAYER/ROLE RESOURCES SCORING

The procedures for scoring are generally clear and adequate,
as the summary 1 Table 16 shows. This table also notes the
general background that might enhance the effectiveness of
players. When you consider using one of these sirulations/
games, give careful attention to the backgrounds of the poten-
tial parucipants. By reviewing the information in Table 16 on
the types of player resources most relevant 1o success, a game

TABLE 15 Rules

director can try to compensate before play begns for any
significant variations in player’s knowledge, experience, or
ability that may compromise the interest, enjoyment, and
educational value of the simulation. You might either taks
special care in assigning individuals to roles or you might
modify the complexity of role tasks and the nature of goals to
prevent unfair advantages or disadvantages from previous ex-
penence {rom entering inte play as disruptive factors

SIMULATION/GAME PACKAGING

If any of the future-oriented simulations/games appear use-
ful and appropriate for your purposes on the basis of previous

Number of Pages
Simulation/Game

Clarity, Organization, and Completeness

Devoted to Rules Adequate Good Outstanding
Futuribles 14 [%-page size) X
Dynamic Modeling of Alternative Futurss Averages about X
6 pages each
simulation

Simuiating the Values of the Future 11 X

Space Patral 25 X

Hybnd Delphi Game X

Future Planning Games 2 X

Copa 24 X

Utopia 7 X

Prospects 34 X
Edplan 10 X

Edvenrure 11 & X

2000 A3, Futura City 2 X




TABLE 16 Player Resources and Scoring

Simulation

Most Relevant Player Resources

Scoring

Futurthles

Dynamic Modeling of Alternative Futures

Simulating the Values of the Future

Space Patrol

Hybrid Delphr Game

Future Planning Games

Cope

Utopia

Prospects

Edplan

Edventure !

2000 A.D. Futura City

Experience knowiedge of predicted
future trends

Knowladge and experience; mastery
of content/pracess during play

Power of some roles determined by
differential weighting; knowledge
of predicted technology, computa-
tional accuracy

Imagination and fantasy; skills in
bargaining strategy

Knowledge and experience;
knowledge of predicted future
rands

Nea particulare prior skills; power
af some roles determined by
differential weighting

Library study; persuasive
presentation of 1deas

Library study; persuasive
presentation of 1deas

Knowledge of one’s professional
career gosls and prasent strangths/
yeaknegses

Skill in the pelitical process and
persuasive presantation of ideas/
positions

Experiance selecting alected
courses to achieve caraar goals

Knowledgs and exparience with
arban planning procedures;
study and presentation of
positions

Mo explicit critenia, Result 1s values/priorities/predic-
tians clarification. Readily usable in decision making

Participants receive points for predictive accuracy,
decision-making, skiil in movement on game hoard, or
skill in mastering content of simulation, with rewards
contingent upon performance,

Computation and comparison af mitial with final
probabilities, hkehhaod and consaguences. Individual
compares group results with hisfher intent, reviews
overall conseguences.

Detallad computations and waights tables available to
facihitate scenario  generation; success probabihity
tahles, shield rating tables; ranged weapons teble datail-
Ing accuracy and power; tables for detailling effscts
of landing zones, types of encounters, and atiributes
of abiers or objects encountered.

Companson of initial individual selections with final
group selections; degree of success at persuasian within
groups of 3.

Comparison of initial individual selections and decisions
with final graup selections; degree of success a2t persua-
sionfconsensus building: degree of success of one's
tearn 1n debates

Points awarded for guality of wdeas in describing future
in human or technological terms; degree of success in
1ob traiming and task performance; degree of success
in Informaticn gathering, assimiation, organization,
and utilization; degrge of success in coping with ac-
celerating change; degree of success 1n mastering simple
computer language,

Degree of success in achieving consensus on moraf,
economic, technological, and paliticai systams, degree
of success in library research, degree of unamimity
in class on utopian commitment; degres to which
systemns are defensible in the face of c¢rucial evaluation
quastions/criteria.

Dagres to which the action plan for career developmaent
is implemented during two months following the
simulation

Degree to which ane ratains powerful position, or has
candidates wha win, during successive rounds of voting.
Computation of relative degree of power takes inta
account degrea of power allocated to individual’s role.

Learner determines success during the 20 year simulatad
educational venture by computing satisfaction points,
surplus incorne, and savgins, &hd comparing those
figuras to other players. To avoid iosing, must accumu-
late $20,000 by game's and.

The winning group will have cutlined priorities and
objectives for Futura City closest to those adopted by
the Assermbly in the final urban plan.

evalnation criteria, you will hope that the package will be
economical, durable, reusable, and ready for you to use Those
simulations that come ready-to-use are Fururibles Future

Planning Games, Prospects, Edplan, Edventure I, and 2000
A.D. Futurg City. The last three are Kits, the most expensive

this selection. Cope and Utopig require some simple duplica-
tion, The remaining simulations/games come in book or book-

let form and require construction and duplication. Although
this process involves time and some additional expense for
duplication, these costs are not excessive, and these simula-
tions remain on balance very cost effective, They have
relatlvely reasonable purchase prces, sspecially considering
that one is getting both a book and one or more simulations/
games for the price of a book alone. Table 17 summarizes this
information,



TABLE 17 Cost and Packaging

Cost per

Simulatien and Publisher Kind of Packaging Kit or Book Completenesss Durabihity
Futuribles kit $9.45 complets excellent
{world Future Society)
Dynamic Modeling of Alternative Futures book $2.00 eonstruction average
(S¢hool of Education, Indiana Uniy | and duplication
Simulating the Values of the Fueure book $4.95 construction average
(The Free Press) and duplication
Space Patrol book $5.00 construction averaga
{Gamesciencal
Hybrid Delphi Game booklet $5.50 duplicatian jverage
(R Saroff}
Future Planning Games large fold outs $.95 gach complete average
tGreanhavan Press)
Cope kit 314,00 enmplata averags
{interact)
{Jtopia kit $10.00 complets average
{Interact)
Prospects hook %6.50 camplety average
{Transnational Programs}
Edglan kit $30.00 complete average
(Games Central)
Edventure ff kit $60.00 completg average
[Games Centrall
2000 A.D. Futura City kit $47 00 complete gacd
(Nawsweak)

Thus, you should plan to give some additional preparation
time to structure players’ reflection upon their experience 1n
DEBRIEFING pay P pe

The degree to which students may achieve important simu-
lation/game objectives may depend upon the opportunity they
have to reflect and generalize from their experiences through a
structured debriefing. The availability of printed guides for
conducting the debriefing, evaluation forms or procedures, and
guidehnes for additional activities can be a great help to game
directors in conducting an effective debricfing. Unfortunately,
procedures for debriefing are lacking entirely for Futuribles,
Simularing the Values of the Future, Space Patrol, and the
Hybnd Delphi Game, they are very limited in Edplan. Evalua-
tion forms or procedures are specified for only six of the
twelve sumulations/games.

Though Futuribles, Space Patrol, and the Hybrid Delphi
(rame are among the simulations most deficient in debriefing
and evaluation procedures, all three offer some excellent
guidelines for additional activities. The sections on “planner
games™ and “student uvses” in Fururibles substantially con-
tribute to achieving educational obijectives. Space Patrol’s
scenario generator gives the user ouistanding freedom and
Rlexibility in generating ideas for replays, and, since the game
was designed to entertain, absence of debriefing procedures is
ot a very significant omussion. The Hybnd Delphi Game
Suggests helpful modifications and extensions to play.

These simulation/gaming designers as a whole seem some-
what reluctant to look upon the past, even when that past is
Players’ behavior during a future-oriented simulation/game.

your effort to help them achieve the intended purposes of
these simulations.

SUMMARY
Evaluation

On the basis of the ratings previously presented, Table 19
presents a summary of the evaluations for 14 areas, with each
listed dimension weighted equally to give the averall rating. A
review of this chart will disclose that almost half of the
future-oriented simulations/games have received an overall ex-
cellent rating: Futuribles, Dynamic Modeling of Alternative
Futures, Simulating the Values of the Future, Future Planning
Games, Cope, and Uropia. The four rated “good” overall were:
Hybrid Delphi Game, Prospects, fdplan, and 2000 A.D.
Futura City. Two were rated average: Space Patrol and Edven-
ture IT.

In interpreting these ratings, you, as the potential user,
should always begin with a clear idea of your own purposes.
For cxample, although Edventure IF was rated lower than
others, it does an excellent job of achieving its stated objec-
tives, and the packaging was rated excellent. By comparison,
although rated among the top group overall, Simulating the

Values of the Future has two important limitations—it is a
complex simulation, and the user has to spend time assembling

the materials before it can be played. This is to suggest that,
before hastily selecting one simulation over another, you



TABLE 18 Debriefing

Printed Guide for
Directed Discussian

Evaluation Forms
or Procedures

Guidelines for
Additional Activities

Comments

Futuriblas

Dynamic Modeling af
Alternative Futures

Simulating the Values
of the Future

Space Fatrol

Hybrid Deiphi Game

Futurs Planning Games

Cope

Utopia

Prospects

Edplan

Edvanture IV

2000 A.D, Futurs Crey

no

ves

no

no

na

yesg

yes

Yes

yas

ves, but very
limited

yes

yes

no

yes

ves

no

no

yes

yes

no

no

no

ves

yes

yES

yes, scanario
generator

ves

yeas

yns

yes

yes

ha

no

yes

Although procedures are not specified for
debriefing, by encouraging discussion of
values during each round of play you can
achieve objectives normally sought by a
formal debrefing. Procedures offered far
“planner games’’ and “student uses”

Dependent variable measurement has been
the moest common form of debriefing
employed 1n these simulatians/games, Many
have used a varigty of measurement proce-
dures for research and evatuation

The evaluation proceeds in 3 phases: 1} eval-
uaton of outcomes conducted from the
perspeciives of six groups {taenagers, house-
wives, middle-class employsd persons over
65, cultural elite, and the poor}; 2} eval-
uation of oputcomes; and 3) critigue of
exercise.

The purpose 15 to entertain debriefing s
not required

Although no  debriefing procedures are
specified, guiding the discussion during
consensus-building may halp achisve impor-
tant objectives.

Excellent discussion guides and evaluation
forms are built into the participant’s game
matarials, which require decisions or discig-
sure of attitudas/values.

A ane-page printed set of debriefing ques-
tions is good; a biblography of films, aru-
cles, and bocks helps the teacher anhance
the simulation’s educational impact

Students receive a set of evaluation gues-
tions concerning the moral, eccnomic,
technological, and political systams they
have established, teacher has selected
bibliography for additional activities.

The exercise has debriefing/evaluation pro-
cedures built in at every step._

Debriefing procedure is very Inadequate,
since 1t is & process having players read their
rolg profiles sloud, with the group voung
on whether the players achisved their
objectives.

A two-paragraph general guide is prowvided,
offering one “opener’” question; procedures
ganerally inadequete

Eleven debriefing gquestions stated; evalua-
tion procedures for detarmining final
scoras are clear, excellent guides for addi-
tional activities.

would be advised to be very clear about your own intent,
determine the importance to be placed upon the criteria and in
what areas for making evaluative judgments, and then review
ar leasr three altarnatives before arriving at a decision,

Comments

Our discussion of the simulations/games we have reviewed
concludes with some informal comments centering on suitable
conditions for using them, some possible limitations, and per-
sonal experiences with them, with the intent of helping you
decide what you might hike to try with your group or students.



TABLE 19 Ewvaluation Summary

e

Dynamic
Maodeling 2000
of Simulating Hybrid  Future A.D.
Alternative Vaiues of Space Delphi Planning Futura
Futunbles  Futures the Future Patrol Game Games Cope Utopia Prospects Edplan Edventure I City
Educatianal uses H H M M H M [ H H L M i
practical considerations:
age level, group s1ze,
playing time,
flexibility, In
autcomes/issues H H M M M H M M M L M L
Complexity ¥ H L L L H H M M M H H H
Vvalues promoted H M M L M H M H L L L M
Issues M H M L ] H M H L M L H
Accomplishment of
stated objectives H H H M ™M H M H H M H M
Knowledge snd skills
Research M H M M L H H H M L L M
Computation £ L L L L
Predicting
probabilities H H H L L M H M M L L L
Ganarating
aiternative
possibiities H H M M L L H H M M M M
Clarifying
preferabilities H H M 1 M H H il M b M
Modes of interection M M H L H H Wl H L H L H
interpersonal
interaction L H M L H H M H L H L M
Evatyation M H M L M H H M M L L M
Role descriptions M L M H L M H H H H M L
Role characteristics H M M M H H M M L L H M
Types of interaction L M H L M M M M L H L H
intansity of interaction M H M M L M M H L M L #
Rules clarity,
crganization, and
compieteness H M L L M M M M H M M L
Packaging H L L L M 2] H H H H H oM
Dabriefing t H M L L H M H H i L ]
Ex Ex Ex Avg Good Ex Ex Ex Good Goad Avg Good
Key: H = High
M = Medium
L= ow

A high rating was assigned If the simulation/game was rated as simple

Fururibles

This card game offers the user an excellent technigue for
etiing participants to explore future possibilities in nonthreat-
emng ways, revealing a great deal about their present values,
attitudes, knowledge, and goals. It 1s an excellent basic futures
introduction, as well as an enjoyable parlor game. For ex-
ample, after not having seen an old frend for two years, an
hour with Fururibles easily updated me on his personal past,
present, and future at a breadth, intensity, depth, and detail
that would have taken a day or two to emerge normally.

Dvianne Modeling of
Aliernative Futures

This 100-page publication presents detailed instructions for
assernbling five simulations/games, all of which the authors
have empirically tested in a variety of teacher training settings.
The simulations/games are generally well designed for play-

abidity and efficiency in achieving objectives that frequently
concem the preparation or inservice training of teachers work-
ing with, or designing curriculum for, exceptional children,
Although these simulations/games were primarily designed
within the area of special education, at least four have had
wider application with a variety of target audiences. All are
especially effective in educating teachers on the subjects of the
social psychology of mainstreaming handicapped children,
using paraprofessionals, building staff consensus, training
teachers in operant conditioning concepts, and identifying/
assessing gifted/talented children and youth.

Simulating the Values
of the Future

This simulation 15 a classic in the field, written by Olaf
Helmer (a codesigner with Norman Dalkey of the delphi meth-
od for conducting futures research). This version is a written



desenption of the simulation’s methods and materials as it wus
conducted in Pittsburgh tor five hours with 30 people in
September 1966 as part ol a conference on the effects of
technological change. It appears in an excellent futures book
which has a number of other outstanding articles by
well-known futurists on the impact of technolegical change on
past, present, and future Amerncan values. [ first used it in
abbreviated [orm in a graduate course 1 taught on Futures
Simutation/Gaming. Although 1t involved somewhat labonious
computation, it provided an excellent overview of issues, and
the group remained highly motivated and task-oriented
throughout, despite protests over calculations. I have heard the
simulation praised by the Denison Sirnulation Center staff
(Denison University, Granville, Ohio), who used it in under-
graduate liberal arts courses; I have also observed its highly
successful application as a university faculty/staff development
exercise in that same sefting.

Space Patrol

The serious war gamer, science fiction enthusiast or author,
or simulation/gaming designer will find the Space Patro! man-
ual a rich source of ideas for game scenarios and science fiction
plots. Although sometimes difficult to {ollow and time-con-
suming to read, the manual contains a variety of attributes of
beings. situations, and scenarios, that, when selected and/or
varied (often through the use of multifaceted die or dice),
provide the setting for many hours of science fiction and war
game-based enjoyment. It is my firm conviction that mowe,
television, or paperback writers could readily use the manual
as a device for modeling plots to stimulate and help organize
their creative writing.

Hybnid Delphi Game

My introduction to thus highly playvable game was at a
training session of the World Future Society dealing with
futures simulations/games. Our participation was enthusiastic,
debate was heated and intense, and consensus was achieved
with a sense of satisfaction. We obtained an excellent practical
experience in delphu methodology. The exercise is readily
adaptable to different events the user may want to have the
group coasider.

Future Planning Games

Bender and McCuen, now directors at Greenhaven Press,
wers two high school social studies teachers who began design-
ing games on controversial soclal 1ssuss to bring out assump-
tions and facts underlying opposing viewpoints. Their instruc-
tional development activities grew into a full-time profession
as Greenhaven Press, publishing the Opposing Viewpoints
Serigs of paperbacks on controversial issues, and the Future
Planning Games, Their classroom expenence, I'm sure, contri-
buted substantially to the extremely useful, well-designed, and
cost-effective format, with content focusing on importanl pre-
sent and future social issues for junior and senior high school
students.

Cope

One of the strategies most frequently recommended by
sinulalion/garmuing researchers and practitioners is to imbed a
simulation/game in the coniext of a vanety of traditional
¢ducational activities. The “learning through involvement™
apptoach af Cope provides not simply for imbedding, but for
using Cope as a four-week simulation/game, integrating a
selected bibliography, time chart, detailed teacher role instruc-
tions, and handouts for students into an attempt to provide
students with the experience of the simulated stresses and
anxieties of trying to cope with rapid social change.

Utopiu

Onc of the most difficult things to accomplish in exploring
futures in educational settings is to get students to creatively
and imaginatively think of their personal futures in terms of
the future. It is often difficult for students to suspend the
momentum of present and past experiences, which often
eclipses their serious exploration of alternative future possi-
bilities. This simulation of constructing an ideal socierv is
similar in one or two respects to B F. Skinner’s Walden Two:
simulation participants are subjects in a professor’s experi-
ment. and there is group participution in voting on principles
that will form the basis for the new society. In objecting to a
rule proposed by another player, one participant was over-
heard to remark, “l don’t want to be a rat in your kind of
Skinner Box!™ But the simulation Uropiz differs from Walden
Two in many respects: participants are led to engage in a great
deal of Wbrary research in exploring eight subcategories of
occupations and 31 job possibilities. Thus, it s most hikely
that no single psychological theory will underlie the utopian
socicty the students created. Another important difference is
that Utopia is begun in a fertile valley donated by a wealthy
industrialist, and participants have no economic worries,
having each been given cne million dollars. Walden Two has to
make it on its own economically from the outset. This rernoval
of economic reality in Utopia is at some times a strength, and
at other times a weakness. While it may help students consider
more far-fetched possibilities as alternative principles, it also
removes & considerable amount of acgountability and reality:
The kind of principles selected as the basis for an ideal society
are nol likely to be the same between someone worried about
providing the next meal for his or her family and a gentlemnan
farmer who has considerable inherited wealth, The user of this
simulation might want to consider an alternative scenario or
introduce some pressing realities to “test” the adequacy of the
principles drafted by the class, once they have survived the
pohiical selection process within Uropia,

Prospects

As a self-focused and self-administered career development
tool, Prospects provides simulation users with opportunities to

improve the personal planning of their professional career
development at far less than the cost of a management consuli-

ing/career counsehing firm. The printed materials readily pro-
vide a walk through the major decision and analysis steps, |



helieve that the simulation compares favorably to the first free
rpromotional” career counseling sessions provided to me by a
management consulting firm when [ was a Captain in the
United States Air Force considering altemative professional
careers. This firm offered me the opportunity to invest in
mvself by piving them $2000 o1 more to do an exhaustive
nsychometrically based evaluation, followed by professional
career counseling, presumably leading to a rising career as an
executive. (I respecifully declined to pursue a Ph.D.) [ believe
that the principles underlying the Prospects approach are very
similar to those being offered in far more expensive career
suunseling packages, all of which are designed to invoke posi-
1ive, setf-fulfilling prophecies for the career advancement of
the aspiring professional.

Fdplan

The political dimensions of planning a school budget are
dynamically simulated in this very actively involving role-play-
ing simulation. The basic content is a worthwhile and, in some
areqs, even crucial topic with the current dilemmas of public
school systems in adequately financing their educational pro-
grams. Edplan presents an excellent representation of pelitical
reglities and pressures, and offers feedback to participants
through votes on their positions, elections, and simulated
review of proposals by a federal (unding agency. One limita-
ijon inherent in the simulation’s approach is its stress on the
oolitical factors in the process, at the expense of rational
factors. One participant expressed some resentment during
debriefing that “politics seems to be the only thing that’s
important in this game.” Although the public forum of debate
presents a lively simulated setting for consideration of issues,
the underlying model is not always representative of all the
Tactors that go into educational planning, and that is an
inherent design limitation, If the underlying model of the
simulation is acceptable to the user, the simulation will do a
good job of creating that type of educational planning atmos-
phere,

Edventure If

A clear, easy-to-follow set of role descriptions and game
administrator procedures are presented for simulating 20 years
of future educational life. This simulation—built around a
wllege course catalog and a registration/transcript record
form, with planning for future education, work, and leisure,
2nd with feedback on decisions—can invelve middle or high

-chool students in more seriously considering their long-term
futures, ‘

2000 A.D, Futura City

The self-contained multimedia kit reflects the highly polish-
ed professional “packaging” one might expect from the pub-
lisher of Newsweek. As a part of the kit on 2000 A.D., the

Futura City simulation is relatively very short. The materials
of the entire kit provide the structural components for a
variety of future-oriented activities,

CONCLUSION

Whether we are designers or participants in simulations, our
assumptions may easily forestall decisions or may sometimes
launch untimely and misdirected actions. This may occur
because we “know’ our plans, our visions of tomorrow, are
firmly rooted within the present and past, appearing—errone-
ously—right or wrong for the tasks at hand, With sophomoric
arrogance we may become like the forcerer’s apprentice who
tinkered with trends during his master s absence, ﬂoodmg the
laboratory.

But dynamic modeling of the future through SImuIatmn
does offer the chance to transcend the constraints of real-
world time and space; the social sciences do, in a sense, briefly
become sorcery and harness the power of knowing the prob-
able practical impacts of simulated alternative future events.
With the enactment of a simulation, peaple participating with-
in created scenario environments are led to make believe for
real. The events of the simulation are real to them. At the
same time, the simulation may stand for events having either
hypothetical future existence or actual past realization. In
either case, the underlying elements are often diffused and
separated across distances of space and depths of time not
gasily traversed by human perception. We have at once both
the symbol (simulation) and the thing it represents (hypo-
thetical, or perhaps real, future events).

We must not confuse our gaming, modeling, and’ sunu[anon
with reality. Perhaps we may find these created realities much
better than the booming, buzzing confusion of real and
chaotic events, and we may prefer them. As soothsayers,
perhaps we will be no better off as future story tellers—or
“futstorians”—than the group of historians whose writings
have been regarded by some as “a pack of lies told by a group
of people who weren’t even there.” Nonetheless, it appears
desirable to keep. designing alternative futures simulations,
because we need better operating manuals to run the social
systems of Spaceship Earth. The fact-that visions of tomorrow
created by future-oriented simulations eventually will be
found not to correspond with actual events does not eliminate
the value of this activity. Future-oriented simulations/games
may help us plan better for the future by encouraging us to
experience parts of the future’s structure before the real events
Qccur.

Soren Kierkegaard observed, in Purity of Heart is to Will

, One Thing, that “the aim is 2 more reliable indication of the

marksman’s goal tha_n the spot the shot strikes.” Were we to
hit the target’s center every time, there would be no sport in
taking aim.



