turns, going round and round until a fixed time limit has
elupsed or someune has “won”, or itis the “Diplomacy” type
in which afl players (or teams) make simultaneous decisions
and play proceeds in rounds, each one of which reflects the
decisions of the previous round, Table 15 divides the simula-
tions we are considenng into these three categories, and Table
16 details the activities in which the players are involved.,

Interactions

The kinds of interactions called for in the games you use
will influence greatly the kinds of learning which take place
among the participants. Table 17 categorizes the simulations
according to the ways in which players deal with one another.

The advantages of one-to-one or small-group interaction are
that most players will be active most of the time and therz is
less likelthood of physical or emotional drop-out. However,
games that stress small groups tend to be confusing to players
because they have little opportunity to step back from their

TABLE 15 Types of Activities

Rounds of Activity

Continuous {nteractive in Which All
Play, Often with Game Sequential Interact in
Progressing by Stages Turns Specitied Ways

Czegch-mate The Haymarket The Chiing Game
Gateway Case Congress of Viennsa
Liberté Nuremburg Grand Strategy
Destiny Senaca Falls Origins of Wyl
Pamc Czar Power

Waging Neutraitty Trage-0Off at Yalta

Alpha Crisis

Scramble for
Africa

American
Canstitutional
Canvention

own actlivities and look at the game as a whole. Games that
make extensive use of large groups or have the entire class
debate an issue together make 1t easier for participants to
monitor events, but some of the less vocal players may move
into the background and participate only marginally.

Issues and Piayer Initiative

Each of the simulations we are looking at focuses on a
series of issues, most of which stem from the particulars of the
historical circumstances that prompted the creation of the
simulation. Some of these are limited in scope; some are rather
wide in potential. Table 18 shows the major issues these
simulations treat and notes which present the issues ready-
made for players to consider and which require players to
develop issues before they can begin work on possible solu-
uons. In some cases the issues are presented in only outline
form and the players must fill in the details before substantive
solutions are possible, Whether your interests call for games in
which jssues are all ready for consideration or, alternatively,
for games in whach students give considerable attention io the
process of problem development as well as problem solving,
this table should help you select games that best fulfill your
needs.

TABLE 16 Major Activities

Sinuiation

Sequence

Alpha Crisis

AMErean
Constitutianal
Convention

The Chigg Game

Czar Power

Czech-mate

Destiny

Gateway

Grand Stratégy

The Havmarkat Case

Liberté

Nuremberg

Origins of W1/

take

3 or mare rounds of negonations, reactions
to previoys activity, policy decistons.

1 ta 9 rounds of B stages each {1} state
caucuses ta decide approaches tO iSsues,
[2) canvention meeting to make proposis
to entire hody, {3) informal discussian
amang delegates; (4} second stage of siata
caucusas to decide votes, (3) voting 1n full
conventan by state

4 ar 5 raunds of activities, detarmined by
roles, which include preparing for and
taking exams, trading goods and services,
collecting and administering taxes, decichng
questions of social propriety, and adjud-
canng dispuies,

4 rounds of § stages each: {1) select 4 major
problems for discussion; {2) players consider
alternative solutions, (3] small groups s
cuss solution alternatives, (4} decision by
Czar, {5) winning or loss of pomts. Orher
avents as g purge or overthrow of Cza: can
alsa occur

Generally continuous glay In, respcnse ©
Sudeten crisis may nvolve conferences or
declaration of war, No set order of response,

In introductory section playess perform
tasks related to infermation gathering,
3 rounds of negovation, reaction to new
events, arguments before President: Con-
gressional debate and vnte an President’s
dacision,

4 stages: {1) identification of immigrant
roles and transitton to the U5, {2} expes-
ience of passage through Ellis Island author-
ity; (3} Congressional debate on mmigra-
tion laws; {4) case study of integration of
public schoal system.

J or more rounds of Declaring sessions, in
which action is announced, and Conferring
sessions, in which decisions are made and
negotiations undertaken,

Pepsacution and defense take turns ques-
tioning witnesses and defendants at trial
followed by jury deliberation and decision.

1) economic phase. trade, pay, ar colact
taxes, try to earn points in a quiz; (2}
legislative phase: discuss up to 12 issues;
(3} trial phase- decide fate of Lours XV'I,
{4) terror phase: arbitrary arrests and
“executions” by Robespierre

(1} sssignment of rales and major research
of evidence or arguments used hy roles;
(2} prosecution and defense attorneys
turns guestioning witnessas and cde-
fandants, followed by judges' decision

In gach of 6 rounds each player in turn
places pelitical factors on various territeries,
attacks or defends territories, seeks to
establish control of certain territories, and
negotiates with others on future moves



TABLE 16 Major Activities {Cont}

Simuiation Sequence
Panic (1) assignment of rales, buyng and selling
stocks, market crash, and bank closing;
(2} cangressianal hearirngs and voting on
bills to soive ecanomic crisis.
Scrambte for Africa 6 to 10 rounds of three phases each:

11) neqotiations, (2} write orders for move-
ment of military and civihan umits and sign

treaties: (3] publish plans and  resolva
canflicts,
Seneca Falls After intial  speeches by principals at

conference, participants take twirns speak-
ing and voting on four resolutions.

Trade-Off at Yalta 5 roungds of negotiation and conferring on

five major issues of conferenca.

Waging Neutrality 2 rounds of 3 phases each (1) commercial
action: negotiate, trade, and conduct
business, (2) operatibns meeting: separate
groups decide on policy and strategy; (3)
vpan forum  discusss issues in public

RESOURCES AND SCORING

One of the critical factors to keep in mund when you select
a simulation is the incentive.-reward system buwlt into the
game. The major lessons of a simulation often come not from
the particulars of content but from the way the game is
played, If players recognize that a certain type of behavior and
interaction produces positive results in a simulation, they will
assume that a similar type of behavior would have produced
similar results in the real-life prototype, If you want to teach
that cheating the system was the only way of winning in a
purticular historical situation, you should select 4 game in
which cheating can produce a win. If competition is a critical
factor, then look for a simulation in which comperition over
resources is a fundamental part. If cooperation is the goal,
then cooperation ought to be the method whereby players
sucgeed. And, finally, if you wish to concentraie upon the
process of play and to dumimsh the importance of “winning,”
then look for an incentive system that promotes that end.
Players give their major attention to those aspects that pro-
mote their own interests within the context of a simulation,
and you should be extremely conscious of this factor in your
selection, use, of creauon of simulations.

TABLE 17 Kinds of Intaractions

MODEL VALIDITY

In using historical simulations, one of your most important
considerations will probably be whether the simulation does in
fact do a good job of modeling the historical event or cond:-
tions you want o teach, There are three levels at which we
might assess the historical validity of a game: (1) does it
portray {acts and major historical relations correctly, or does it
mislead players by leaving oul important figures or groups, by
skewing the lacts to produce an unrealistic outcome, or by
gwving erroneous information? (2} does it promote a valid
analysis of the cause and effect relations of the historical
situation, or does it mislead by oversimplifying conditions and
suggesting monocausal selutions to complex gquestions? (3)
does it lead to a valid understanding of the historical patterns
of thinking and value systems, or does it allow players to
transpose their modern values onto an historical stage where
they are inappropriate?

We are critical of the validity-of these games for different
reasons. Let us outline some of the most important difficulties
for you. First, we have categorized Congress of Vienna, Grand
Strategy, and Scramble for Africa as hmited because they
concentrate too much on the terntorial conflicts of their
respective times. Congress of Vienna is the worst offender in
this respect, the other two including some political 1ssues in
thewr format, but all of them leave oot important considera-
ttons of 1declogy, personality, and economics.

Waging Neutrality is limited to some extent in its treatment
of 1deological issues, concentrating as 1t does upon economic
considerations, While these were of critical importance to the
American decision to remain neutral and later to enter World
War I, they were not as overwhelming as the game would
suggest.

Seneca Falls and Haymarket fall into the *limited” cate-
gory because they are limited in scope. They fal to draw
sufficient attention to the larger movements of which their
foct are a part—the long-range struggle for women’s rights in
the former instance, and the labor and anarchist movements in
the latter. In addition, Haymarket uses purposely distorted
historical facts i the case. These alterations are minor—
changing the names of streets and buildings, for instance, and
not using the real defendants—but they seem unnecessary and
draw attention away from the true information upon which
the case hinged.

Primarily

Between
Primarily Incividuals and !
Cng-to-One Small Groups

Primarily Between Small

Entiraly in

and Large Groups Larga Groups

The Chng Game Czar Power Crech-mate The Heymarkat Case
Origins of YW/ Gateway (1) Congress of Vienna Gateway
Liberté (1} Grand Strategy Nuremperg
Perue (1) Trade-Off at Yalta Seneca Falis
Awpha Criss Amernecan Constitutional Convantion L iborri (2)
Waging Neutrality (1) Destiny 11) Waging Neutrality {2)
Scramble for Africa Partic (2} Dastiny (2}

Key.
of interactions called for,

{1)42} Refer to the first or second phases of the simulations in question, since these differ cansiderably in the types



TABLE 19 Resources and Scoring

TABLE 18 Issues and Player Initiative
Amount
of Playar
Simulation Major Issues Initiative
Aipha Crisis 155u€es center on Austrian uftimatum P
to Serbia, conflict of international
prestige and power
American rights and powers of executive, s
Constitutional legislative, and judiciary branches of
Lonvention governmaent; federal state relations;
procedure for amendment
The Ch'ing social, ecanomic, and political P
Garne interactions amang represantative
citizens of China
Congress of territorial division af Europe after S
Vienng 1815
Czar Fower internal political dissidence; land
distribution, foregn policy and
intarnal policy and internal
minarities; military needs; church-
state reiatians, taxation, censarship;
trade manapalies; gavernment
orgarzation S
Crach-mats territariai and diplomatic response
to crisis of 1938 P
Destiny whether the United States should p
go to war with Span n 1877-1878
(Fataway experience of nineteenth-century
digcriminatign against wnmigrant
ethnic groups S
Grand Strategy  territona! and diplamatc response P
to crisis of 1914
The Haymarket fate of the Haymarket defendants 8
Case
Liberté causes of and progress of French 8
Revalution: legislative power in
France; fate of Louis XV1 and
othars
Nurembarg fata of tha Nuremberg defendants; 5
respansibility of individuals to act
on basis of their own values
Origins of diplomatic control of Europe in s
Wi s 1938
Panic econpmic rise and fall; fluctuations |
of U S, economy in 1920s and
1930s
Scramble for military and civilian control of S
Africa and conflict over African cities
after 1882
Seneca Falls equal rights for women; equal S
job opportunities; elimination of
double work standard, suffrage—
all as applted In 1898
Trade-Off at Palish political system; cantrol P
Yalta of Germany; creation of United
MNations
Woging 1J.5, neutrahity, econemic P
Neutrality gpportunities at time of war;

role of economic factorsin U S
invalvemant in WWI

Sirmulatioh

Rasources

Scoring

Alpha Crisis

American
Canstitutional
Convention

The Ch'ing
Game

Congress aof

Vienna

Czar Powsr

Czech-mate

Destiny

Gateway

Grand Strategy

The Haymarket
Case

Liery

no individual resources: power
is military and economic, but
only on paper

no wdentifizble resources

money and land distributed
unequally at start, prastige
represented by social position

na dentifiable resources

rubles, titles, land distributed
unequally at start, positive
and negative points for guality
of life

troaps and ships

no ientifiable resources

no identifiable resources

troops and ships

no identifiable resources

monay and land distributed
unequally at start

no specific scaring
procedure,
emphasis an play

na specific scoring
pracedure;
emphasis on
quality of play

rmaximization of
persanal pasiticn—
waalth is less
ymportant than
influence

teams can
accumulate points
depending upon
treaties signed and
distribution of
territory

players attempt to
accumiilate points
measured aga:nst a
eommen standard
rather than against
one another

no specific scoring
procedure;
emgphasis on
process of negotia-
tion; simple
farmula for deter-
mining winner if
war breaks out

players score
Presidential Advice
Points based on
personal and group
perfarmances and
on results of
conferences and
Prasidential
decisions

no explicit scoring
procedure beyond
scoras on quizes;
emphasis an
quality of play

simple farmuia for
determining losses
and wing, but
amphasis on
process of diplo-
macy and negotia-
tion

no expiicit
3CONNY proceduye;

emphasis on guaiity
of role play

points lost or gain-
ed hy taxation, fate,
sCares On quizes,
emphasis on rela-
Tive improvement.



TABLE 19 HAssaurces and Seoring {Cont)

Simulation

Beghurces Scaring

nt identifiable resoyrces no explicit scoring
procedure;
emphasis on
resgarching and

playing rojes

Nurembery

poiitical factors distributed
uneaually at start

Origins af
vl

points for gaining
undarstanding or

control factors in
territuries desig-

nated by national
objectives chart at
beginning of garme

wealth pomts distlbuted
unegually at start

Prrnic points lost or
gained by speculs-
tion, investment,
fate, performance
on quites, fate of
congressienal balts,

taxation

Scrambie
for Atnca

each counuy receives two
military anc twao civilian
unis at start

peinis for controt
of certain tours by
milizary and
cvihian unmitg and
for succassful sign-
ing of treaties

Senacs Falls na dentifiable resourcas no explisit tearing
procadure,
emphasis on
quahty of play
Trade-Qff at

Yalte

no identifiable resources ne specific seoring
procedure,
emphEsis on
quality of play
Waging
Neutrality

money, carga, destroyers
distributed unequally

no specific scoring
procedurse;
emphasis on
auality of play

The difficulties with Gatewgy and Trade-Off at Yalta lie
with the sequence in which the games are played. The first two
sections of Gateway, in which the imrmigrants travel across the
ccean and land at Ellis Island, are good historically, but the
transition to the third and fourth parts is poor and tends to
confuse players. Yaltg falls down 1n its artificial diviston of the
1ssues with which the delegates are confronted. The way the
game 15 currently set up, players are unable to make deals
icross issues, whereas in the real situation such divisions were
not present, This difficulty 1s easily remedied with a change in
the rules to permit such-negotiation and allow players tb
cansider all the issues simulianeously, at leust as they prepare
their general strategy.

Likerté and Qriging of World War Il present more serious
Prublems. Origins of World War If deals almost entirely with
territorial issues, and while it makes use of markers sym-
bulicing pontical” and “understanding” {actors, these are for
all practical purposes still ticd to territorial control as if they
were military units. The game is intriguing as a game of pure
Stratepy, but 1t teaches little about the true origins of war. It

TABLE 20 HMistorical Validity

Low Limited High
Libsrté Congress of Vienna The Ch'ing Game
Origins of WAVH Gateway Czech-mate

Grand Strategy Czar Power

The Haymarket Case Destiny

Scramble for Africa Nurembery

Seneca Falls FParnre

Trade-0ff at Yalta Alpha Crisis

Waging Neutrality American
Constitutional
Convention

skips over any changes in the political climate from 1935 o
1940 and ignores internal factors such as the role of popular
support for a particular policy, ideology, or internal political
conflict, such as that in the USSR in the 19305

Liberré poses several problems of tustorical validity. First, it
leaves out the sans-culottes, the urban poor of eighteenth-cen-
tury France, who played such a crifical role in the Revolution,
and lumps them in with the peasantry, thus perpetuating one
of the most common misperceptions beginning students have
about the French Revolution. Second, the game employs poor
transition between sections, leaving 1t unclear how ar why the
Revolution developed 1 the way 1t did. And finally, 1t gives
Robespierre almost arbitrary power to purge anyone he wants
from the game, thus distorting both the political dynamics of
the purge, in which Robespierre was only one of the many
actors, and the reasons Robespierre himself had for leading the
country in the direction he did. He was far from the totally
arbitrary megalomaniac which the game presents. While the
quizes help clear up some of these oversimplications, the play
of the game leaves too much room for potenual misunder-
standing.

DEBRIEFING

The ultimate success or failure of a simulation exercise
often depends upon the character of the debriefing session, the
discussion after play of what happened, why it huppened, the
changes in feelings and attitudes players experienced during
the- game, the strengths and weaknesses of the simulation
itself, and the simulation’s historical validity. Some of these
simulations provide a guide for the debriefing session, listing
important questions to ask, issues to confront, and points to
note. Others provide only sketchy suggestions. Still others
leave out this component altogether, assuming that you will be
able to fend for yourself.

While one cannot automatically equate quantative sugges-
tions for evaluation and debriefing guidelines, the two are
almost always congruent. Simulations are by nature less pre-
dictable in their outcomes than other types of classroom
activity, and therefore they require careful listing of possible
alternative outcomes and issues that mght be confronted in a
debriefing session A simulation that does not take the time or
devote the space in its published description to such examina-
tion does a poor job of handling the debriefing process.

Our simulations vary greatly in the amount of space they



devole 1o debriefing suggestions and, as a consequence, in the
quabiy of their debsiefing section. One cannot always predict
from the general character of the simulation 1ts approach to
debriefing. Even games like the Ching Game or Penic, which
in most other respects are outstanding in their conceptualiza-
tion and description, brush onlty tightly by debriefing with a
few suggested issues and a general admonition to the instructor
to hold a debriefing session. Others, such as Haymarker, even
though less sophisticated than some of the other games 1n our
listing, carefully and completely lay out the issues, questions,
and problems an instructor might deal with in debriefing.
Whether or not debriefing comes as part of a packaged
game, you should pay careful attention to the debriefing
session, noting in the course of the game items or develop-

TABLE 21 Dsbrisfing Outlines

ments to which you would like to return later for analysis,
Remember also that what does not happen in a game may be
pust as significant as what does. Likewise, a shortcoming that
participants note after the simulation is over may resuit in
thewr learning as much as they would have if the left-out facto
had been incorporated into the exercise,

FLEXIBILITY

Games that lend themselves to adaptalion are often more
useful in the long run than those that depend upon a rigid
playing out of the game as presented in the package you buy.
It is important, therefore, if you are gong to invest 11 one of
these games, to know how you might modify it to suit vour
own purposes or how much you can use the format 1t suggests
to create your games. In Table 22 we will look not only at the

Inadequate Fair Adeguate Excettent e iy . . .
7 il built-in flexibility of each simulation concerning fength, nuim-
[na guidelines)  {a few questions) [several tseveral  par of players, outcome, and issues, but we will also examine
paragraphs of pages of . X
suggestions— suggestions  Some of the ways changes might be made without destroying
aver 10 and the game’s dynamics and suggest which games are best suited
guestions) guestionsl  aq prototypes for developing simulations of vour own.
Congress of The Ch'ing Grand Straregy Czech-mate
Vienna Panic Liberté The
Seramble for American Nuremberg Haymarket PUBLICATION AND PACKAGING
Africa Constitutional Gateway Lase In selecting a commercial game, you must pay attention not
Qrigins of WWIL Convantion Destiny Alpha Crisis only 1o the cont d charac f the g itself b )
Czar Power Seneos Falls Waging y 101 ent and ¢ aracter of the game itself but to the
Neutraiity  WAY 1T is put together. Simulations come in all sizes and
Trade-Offar  shapes, some well packaged. durable, and reusable, some
Yaita shoddy and easily worn out. Some games come only as Jus-
TABLE 22 Flexubility
Flexibility
Value as
Simulation Length No of Players Quticome ssues Possible Alterations Protatype
Alpha Crisis L H M L might changa role descriptions H
to correspond more to real
perscons; heve students research
real leaders and events
American Constitutional Convention M H M N might allow students to deveiop M
1s3ues motre an their own rather
than following historical pattern
sa directly
The Ch'ing Game M H H M might add crises or change crises L
cited in the game
Congrass of Vienna M A %] N might have student research roleg, M
personalities of Isaders, and
national goals; allow players to
select how their priorities rank
and points may be won; inject
issues other than territory
Czar Power M M H L might have students select H
atutudes to be expressed by
roles based on rasearch; add
maore roles representing warkers
Czech-mata M M H L might have students research M

roles, personalities of leaders,
and national goals; base roles
on real leaders rather than
prototypes



TABLE 22 Flox:hility {Cont)

L

Flexibility

Simulation Length Mo, of Players

Value as

Qutcome ls5ues Possibte Alterations Prototype

Dastiny M H

Gatewal L H

Grand Strategy M H

The Haymarket Case L M

Liberté M M

Nuremberg M M

Origins of Wit L L

Panic L H

Scrambile for Africa L M

Seneca Falls L H

Trade-Off at Yalta M H

Waging Neutralicy L M

M L high flexibitity in time students H
spend researching issuas and
roles

H A might play first two sections M
only, have players use personal
family background as basis
for rales

H L might allow students ta M
research national goals;
pattern roles after real
persons; Inject other issues

M L might allow players to M
daterming more the
character of play, have players
rasearch case as background
far roles

L L might play only third section L
on trial of Louis XV or second
section on leqistation

M L might try only sore of H
defendants, concentrating
an selected 1ssues; specify
mare directly

M L might tia rolas more to real [
leaders; add other countries,
inject factors other than
territorial cantrol

H M might assign roies more M
specifically or have players
patrern roles afrer raal
BXperiences

H M might increase complexity L
by creating new rofaes or
potential conflicts, by develop-
ing background infarmation,
or by madeling rales maore
reatistically

M L might define rolas mors L
explicitly; stretch time factor;
allow negotiation on issues

M N might use only some of issues; M
allow players to negotiata on
all issues simultaneously; allow
outside conferences among
aides while major |eaders
negatiate in control session

M L might inject more paolitical or M
ideological issues. suggast
impact of public opinion by
adding roles

kay H = High M = Moderate L= Low N = None

criplions, requiring you to supply all the props and parapher-
D13 necessary to run the game properly, Others contain
¢v:tything from the rules to the pencils and name tags. And,
last but ot leust, custs vary.

The games we selected for review here are within a general
educational materials budget, but we recognize that not all of
YU will be in a position to afford the more expensive games,

Consequently, price will influence your selection. In general,
a5 in making any purchase, you should make sure that you are
geiting the most for your money in content and design. A
pootly packaged and overpriced game is not worth getting
even if it does meet olhier criteria outlined in the earlier part of
this essay.



TABLE 23 Packaging

Simulation Kind af Packagr. Approx. Cost Commpleteness Durabulity
Alpha Crisis book $2.00 d high
American Constitutional Convention student handbow, 51 55 each d average
The Ching Game boak $2 00 p,c.d hign
Congress of Vienna pamphlet £ 50 d average
Czar Pawer kit £63.50 complete high
Czech-mate manual %14.00 d average
Destiny manual %14 00 ¢, d average
Gataway manual 514 00 d average
Grand Strategy Kit $39.00 complete high
The Hayrarket Case manual %$15.00 d average
Libarté manual $14 00 e, d average
Nuremberg manual £14.00 d average
Qrigins of WWII kit $1000 vomplete high
Panic manuat $£14.00 d average
Scramble for Africa pamphiet $3.85 d average
Seneca Falls manual $10.00 complete average
Trade-Off at Yalta kit $35.00 compiete hiah
Waging Meutrality manual $14.00 c,d average
Key* g = purchasing required ¢ = construction required d = dupliczzz~ <z red

OVERALL STRENGTHS AND WEAKNESSES

If none of these sumulations 18 perfect, likewise, none
total flop. In the closing section of this essay, therefors
would be useful for us to review the games we are conside
for their most critical strengths and hmitations In the

FTABLE 24 Major Strengths and Limitatians

Simufation Strengths

Limitations

run whether these characteristics are of critical importance
depends primarily upon you. Major strengths to some wili be
only minor benefits to others; a glaring weakness to one will
be 1 minar incenvenience ta another, The strengths and Liouta-
tions we have identified are shown m Table 24, We leave the
final judgment up to you.

—ABLE 24 Major Strengths and Limitations {Cont)

Alpha Crisis

sion; roles vary well

deveioped,
American
Constituional
Convention tive of delegates on
variaty of issues

The Ch'ing
Game

good intreductary

confronts compiex issues
with minimum of confu-

presents axcellent rale
analysig, giving perspec-

no irmtial statemer: =°
purpose; ruies not
systematically laic
out for instructor,

issues limited and
simplified; format
restricts freadom of
initiative as studens
are called upon to
follow historical
pattern rather than
confrant issuas
openty

rufes are highly com-

2 mulation

Strengths

Limitations

C2ar Power

Czech-mate

Congress of
Vienna

material; roles carefully
constructed and accurate,
format carefully thought
through and thoroughly
researched; highly
effective at achieving

goal of simulating
twalfth-century social
realtions in China,

good mixture of forma|
and informal negotiation;
rules clear and pomt
allocation fair and
unambiguous,

plex and require hicn
level of player under-
standing; requires
purchase or construe-
tion of additional
materlals; heavy
responatbilities for

instrucior
Destiny

background to Con-
gress is limited; issues
entirely territorial,
thus leaves out ssues
like Concert of Eurcpa
or Holy Alliance,
tands to strass compe-
tition amofig countries
rathar then drive for
great power balance;
na discussion of de-

Gareway

qopd at addressing issuas
of Russian autocracy and
critical probiems of iate
nineteenth-century; roles
waelf articulated; moves
and point allocations
complicated but easy 1o
follow.

good introductary and
background material;
emphasis on process of
negotiatian, not winning
war; clearly constructed
and well outlined; good
dabriefing section

excellent timing and
format, background
infarmation good,

excellent gUals; seE{gns
1 and 2 well outlined
and clearly developed

briefing pracess, rales
"ot t:learly definad
and not hased on real
personalities

1ong worker's Mol
tends to underniay
infiuence of urban
workers, roleg same-
times too prescriptive
of actions.

roles not based on
personalities of real
leaders; tends to be
heavy Ipad on
instructor; suggested
schedule tends to
produce overcrowded
activity

poorly defined attitu-
dinal goals; shift of
rolas naar end of game
tends ta diminish
impact of presidential
decision: students

have hard time aban-
doning earlier positions.

pOOY transition among
sections; sections 3
and 4 only suparficial-
ly develaped.



TABLE 24 Major Strengths and Limitations [Cont}

e
Simulation

Strengths

Limitations

TABLE 24 Major Strangths and Limitations {Cont)

Grand Strategy

The Haymarket
Case

strasses diplomacy and
negotiation process, hot
strateqy of war; nicely
packaged, good debrief-
ing sectian,

case carefuily cutlined:
roles strictly defined;
gets well at issues of
jurisprudence; good
debriefing section.

rales not tied to real-
life prototypes;
downplays influence
of persanalities; issues
mainly territoriat and
political rather than
ideological ar internal*
issues like Pan-Slavism,
Young Turk Revoit,
or Austria-Hungarian
rivalry not discussed

fact sheet containg in-
sufficient background
information, role des-
criptions too detailed
in direction of player
actions; tends to be
difficult to pick up
attitudes of 1380s

Simulation Srengths Lumitations
centrates oo heavily
on military confhict to
detriment of pohtical
of ideological issues,
rules initially confus-
ing

Seneca Falls defines 1ssues to be roies not clearly de-
debated well. fined: perspectives of
leading characters
vague, requires outside
resgarch or carefut
brisfing by instructor;
limited in scopg of
1ssues debated.
Trade-Off at 1ssues well articulated; 1ssues artificially dwvi-
Yafta good background infar- ded, actions by players
mation; format clear uneven.
and rules easy to follow,
Waging excellent focus on leaves out political
Neutrality critical issues of com- issues and persanality

marcial causes of
American neutrality

of Wilson or other
leaders as factors.

Libertd excallently articulated tries to do oo much
goals, good inuitial secyion in one game, poor role
on nature af resolutions, division leaves out
good trial and lagislative critical role of sans-
sections. culottes; economic

activity in first section
stilted; uneven transi-
tians between stages;
aversimplified expla-
nation of Terror;
infarmation in guiz
sections not effective-
Iy mirrored in play

Nuremberg excellent goals; good minimal description of
concentrations on issuas; possibie roles for wit-
good role assignmaent nesses leaves options
{stresses nat what to do too open-gnded,
but how to approach
ssues) ; rules well
canstructed.

COriging of excellent as game of tarritorial conguest

wWvid strategy. tao much tha goal of

game; thus bypasses
nongquantifiable causes
of war such as national
pride, weological con-
flict, internal affairs,
rules complicated; no
sense of changa in
political circumstances
from 1835 to 1340;
background essay
historically misieading,

Panic excallent goals; format roles poorly defingd !

Seramble for
Africa

and timing clear, gets
wall at both feelings and
facts.

intriguing game of strategy.

and little background
nformation,

poor general descrip-
tion; distorts motives
of explorers by tump-
ing riches, religion,
and glory together in
single category; con-

and later entrance in
WW1I, roles well defined;
rules claar and well
organized.

CONCLUSION

Some of the criteria we have considered in this review are
geared to match your requiremnents with simulations that best
meet them. In such cases only you can rate which are better.
In other cases, however, we are able to make an overall
judgment, and we have attempted to do so 1n Table 25.

Of the eighteen simulations we have reviewed, we would
rate nine as ouistanding, with scores of 18 to 20. Four more
we would rank as good, and five with scores of 10 or below as
only adequate. Even the strongest have weak points, although
in most cases they are not glaring, some of the exceptions
being the debriefing segment of the Ch'ing Game or the role
descriptions in Panic. However, these do not detract from the
overall balance of the more outstanding games; that quality is
what brings them their rating. The games to which we have
assigned lower scores exhibit increasing imbalance or, i the
cases of Gateway, Haymarket, or Seneca Falls, less well-devel-
oped characteristics across the board. These lower scores,
however, should not keep you from considering the games we
have ‘designated as good or adequite. Time and budgstary
considerations or more hmuted pedagogical goals may make
these more appropriate for your needs than the more fully
developed simulations.

When all is said and done, as we have stressed time and
again in the course of this essay, your needs are what make a
simulation truly worthwhile or not, and no matter how we
might rate them, we cannot make an absolute judgment. As we
noted 1 our opening remarks about the nature of history and



TABLE 25 Owverall Evaluation

Effectiveness

Breadth i Carrying Internal
ot Qut Stated Hole Aole Crder and  Historical

Simulanon Content Purpose Rules Descripuion Involvement  Caonversian Vaulidity Debriefing Flexibiinty  Packaging Cost  Generai®  Tuorn
Alphy Crises 1 2 1 2 2 2 2 2 1 1 2 2 2
Armgrican
Constitutranal
Canwearion 1 2 1 2 1 i 2 Q 1] 1 2 1 ia
The Ch'ing
Game 2 2 2 2 2 2 2 Q 1 1] 2 2 a0
Cangrass of
Yienna 1 1 2 o] 1 2 1 0 g 0 2 0 i
Czar Power 2 2 1 2 2 2 2 2] 1 2 o] 2 =
Czech mate 2 2 2 1 2 2 2 2 1 1 1 2 20
Destiny 1 2 2 2 2 2 2 1 1 1 1 2 14
Gareway 2 1 2 2 2 1 1 1 1 1 1 1 i
Grand Strategy 1 1 0 o} 1 1 1 1 1 2 Q 1 12
The Haymarket
Case 1 1 1 2 1 2 1 2 4] 1 1 1 i4
Litrerté 2 1 1 1 1 0 ] 1 0 1 1 0 2
Nuremberg 2 2 2 1 i 2 2 1 1 1 1 prd 18
Origins of WAL 0 1 1 Qa 1 1 3] c 2 2 2 s} 13
Panic 2 2 2 0 2 2 2 1 2 1 1 2 G
Scramtrie for
Africa o] 1 0 1 1 1 Q ] o 2 0 7
Seneca Fafls 1 1 1 1 1 1 1 1 1 1 1 "2
Trage-Off at
Yaita 2 2 2 1 2 1 1 2 1 2 o] 2 g
Waging
Meutrality 2 2 2 2 2 2 1 2 4] 1 1 2 15
a Subjective and informed overall judgement
ey 2Z=very gacd

1 = good
Q= hmted
the role stmulation has played in the study of the discipline, SOURCES

we must all select those tools that best help us to invesligate,
fearn, and communticate the history in which we are interested.

No simulation, no matter how well conceived, how lavishly
packaged, or how good a bargain, can serve effectively unless it
meets our goals. No simulation can be used effectively in a
course if it is simply stuck on as a last-munute appendage to
the syllabus, [t must be integrated into the flow of the course,
it must reinforce the ideas and issues upon which the course as
a whole is built; it must complement the lectures, discussions,
readings, or audiovisual activities in which the course partici-
pants are engaged. Its use therefore requires careful pianning.

You may have to modify the games you buy; you may find
even with ihe variety of games on the market, that nons meets
your needs and You have to create your own, either using
some of these simulations as models or starting from scratch.
In either case, the time you spend analyzing your needs,
looking over the available simulations, and planning for the
integration of simulation activities will be time well spent and
will, if done propedly, result in greater variety of context,
greater interest in issues, and greater learning for some of the
game participants. Simulation 15, a8 we noted early on, the
primary tool of the historian’s trade; the use of these simula-
fions only broadens the effectiveness of our apparatus and
offers to make us in the lang run more complete historians and
more consummate teachers,

Alpha Crisig
William A. Nesbitt
1973

Center for International Programs

and Comparative Studies

The University of the State of New York
Albany, NY 12210

$2.00

American Constitufional
Convention

Leonard Stitelman and
William Coplin

1969

Science Research Associates, Inc.
155 N. Wacker Dr,,

Chicago, Ill. 60606

Student Handbook, $1.95 each

The Ch'tng Game
Robert B. Oxnam
1972

Learning Resources i1 International Studies
6@ E. 42nd St , Suite 123
New York, N.Y, 10017



Congress of Vienna
B Barker

R. Boden

1973

Longmuen Group Ltd., Resources Unit
9-11 The Shambies

York, Umted Kingdom

£6.75

Czar Power
R. G. Klietsch
1971

Systems Factors, Inc,
1940 Woodland Ave,
puluth, Minn, 55803
§43.50

Crech-muare
Daniel R. Place
1976

[nteract

P2 Box 262
Lakeside, Calif, 92040
314.00

Destiny

Paul Dekock and
David Yount
1969

[nteract

P O.Box 262
Lakeside, Calif, 92040
$14.00

Careway
Jay Mack
1974

Interace

PO, Box 762
Lakeside, Calif, 92040
k14,00

Grand Strategy
Clark C Abt and
Ray Glanier
1970, 1975

Geries Central, Abt Publications
53 Wheeler St.

Cambridge, Mass. 02138

335.00

The Haymarket Case
Dasvid DalPorto
1979, 1972

lfizsrory Simulations

PO Box 1775

Santa Clara, Calif. 95051
31500

Liberte

s1ster Marleen Brasefield
1970

Interact

PO.Box 262

Lakeside, Calif. 22040
31400

Nuremberg

Arthur Pegas

1971

Interact

P.O. Box 262
Lakeside, Calif. 92040
$14.00

Origins of World War IT
The Avalon Hill Company
1571

The Avalon Hill Co.
4517 Harford Rd.
Baltimore, Md. 21214
512.00

Panic

Paul DeKock and
David Yount
1968

Interact

P.O. Box 262
Lakeside, Calif. 92040
$14.00

Scramble for Africa
B. Barker and

R. Boden

1973

Longman Group, Ltd., Resources Unit
19 West 44th St.

New York, N.Y. 10036

$3.95

Serieca Falls
Paul BeKock
1974

Interact

P.O. Box 262
Lakeside, Calif. 92040
$10.00

Trade-Off at Yalta
Daniel C. Smith
1972

Prentice-Hall Media
150 White Plains Rd.
Tarrytown, N.Y. 10591
$£35.00

Waging Neurrality
Russ Durham and
Virginia Durham
1970

Sumulation Sysiems

Box 46

Black Butte Rauch, Ore. 97759
$14.00



