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ABSTRACT

This occasional paper excerpts student reaction to
the social studies simulation "Economic Systems," developed by
Academic Games Associates. Introductory remarks by the series editor
emphasize the importance of a debriefing session to allow the
relationship of simulation and learning objectives to be assimilated.
In this case study, the game is used as a tool to reinforce eccnomic
concepts studies taught previously through reading assignments from
"American Capitalism" by Laurence Leamer and Dorothy Thompson. The
beginning level of the game, "Production, and Consumption," includes
the three economic roles of work-¢, farmer, and manufacturer, for
which the students divide into three, eight man groups and play for
three class periods. The excerpted reactions, part of a fourth class
period devoted to debriefirg, cover the purpose of the games, what
was learned, problems encountered, and recommendations for future
use. The teacher feels that the game makes concepts concrete,
fulfilling his objectives to develop an understanding of supply and
demand, price determination, the interrelationship of different roles
in society, and the effect of collective action. (JH)
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. PREFACE

Simulations tend to share several characteristics: they are based .
upon some sort of a model of the "real world" (e.g. a social or eccnomic system),
roles of participants are described; the behaviors of the participants are
structured (ranging from very rigid to very flexible) in relationship to the
description of the roles; there is a stated goal to be achieved or problem to
be resolved. :
In"recent years there has been a dramatic increase in the number and
variety of different types of simulation games made available commercially, There
has been a parallel increase in the use of simulation as an instructional strat-
egy in social studies classes. i

Hebert Meserve, the author of thls Occasional Paper, describes-the use
of one such social studies simulation, Economic Systems, developed by Academlc
Games Associates (which originated at the Johns Hopkins University and has been
under the direction of Dr. James S. Coleman). Mr. Meserve provides a brief
description cf Economic Systems, and the setting in which the simulation was used.

A critical part of the use of simulations in an instructional setting
is .the "debriefing" session, in which the participants discuss their reactions to
and reflections upon the experience of participating in the simulation. Some tes chers,
possibly somewhat apprehensive about whether they will be able to sustain the
high level of student motivation and involvement in the simulation, tend to min-
imize or even eliminate the debriefing stage. However, these debriefing sessions
help the participants clarify the nature and extent of what can be learned from
“the simulation.

This paper focuses on the debrleflng phase of the simulation and provides
the reader with a "representative sample" of student responses to the following:
guestions: ' :

' . What did you see as the purvose of the game [i.e. simulation]?
. What did you learn from playing the game [simulation]?
. What problems did you encounter in.the game [simulation]?
. Do you think future American ngtory students should play
the game [simulation]? '

If qwmulatlons are to be something more than merely motivational devices,
then teachers and students may. well wish to give special attention to the role of
the debriefing session and 1tq relatlonshlp to the simulatior experience and the
learning process.
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Student Reactions to 3ocial otuc s.Simulations: A Case Stﬁdy

Student Reactions to the “1conomlc Systems" ulmuJatlnn game 1is the subject
-of this’ oaoer.“_the particigating students were eleventh‘graders in an American
History clgss'at Zarl L. Véndermaulen Higﬁ‘Schbol lqcitcd in Port Jefforsbn;
New York. Vandermeﬁlen,is a feeder school for-four other di trlcts that are
Just reachiﬁg sufficient size to build their om schools, As a result, the
students of the five communities are from a broad spectrum of the middle class,
Vandermeulen is a high school consisting of approximétely 1,300 in pupil povulation.
The community is one of the more estatlished ﬁreas on the north shore of Long
Islénd, 'ﬂhen the.high school was buiit ih 1935 it servgd eleven different
ébmmunities. Az suburban growth has sféadily moved‘éast from New quleity,
the nunﬁer ef sending-distribts has been reduced so that_ﬁy 1975 there will bhe

2

only one district sénding its students-to tﬁe high school. As a result of the
grovth and change in the area, the students come to Vandermeulen with a wilde
variety of educational experiences and academic competence.. The students are
heterogeneously gfoupéd in all the,SOCial studies classes.

The students invdlved in the "sconowmic bystem?" simlation game.had a
readi1q é crprehension range from approximately Pl"ht“ brﬁde to post high Jchool
Sirty ver cént of the cless showed intersst in continuing their education at the
colleze level, The knowledge of basic.gconémic concerts was minimal for most
of the students. In order to help Lhe students obtain = béitef understanding

of ecenomics and how it affects their daily 1life, “Economic 3 .y stems" was used as -

‘a tesiching technisue. Miconomic Systems" is a product of icademic Gemes Associates
=) [ X -

&

and is vreduced by Western Publishing Co. at

\ ) \ : ost of -$25.00 per kit. Reprod oduced
below is a statement of the 6§erview of the game as it appears in the instruction
manuel.

" Seconomic Systen ‘imulﬁtez, in abstract forn, basic fcatﬁr@s éommon to ;

» (hE R

wide variety of eccnomic system, Zuch phuyer takes one of three econociic roles:

Q : . 1.

ERI!

Aruitoxt provided by Eic:



E

werker, farmer, or manufacturer. Farmers and manuficturers control the farms
and factories; workers supply labor to run the factories or provide additional

labor for farms. ¥ach player attempts to achieve a high level of satisfaction

. by obtaining and consuming two tywes:of consumption goods.,

The game is played in rounds,'énd eéch round consists of three stages-
preduction, marketing, dnd consumption~during which»fooa and manufactured goods
are.producea, exchanged, and consumed. Goods are exchanged and labdg hired by
thg use of money, Which takes on whateQer value thevplayers giveliz‘thfough their
transactions;mm?layers earn "ooints" by consuming food_and manufactured‘goods.
‘The pointbschedule reflectS'the.pfinciple of diﬁinishing marginal uﬁility: the

A

ideé»that a ccmhodity is more imodrtant_if one has less of it.

Higher levels of the géme prVide.for invesfment and ﬁhe creaﬁion cf
capital and for a fourth role, tﬁevmine owner, whose mine_produces the raw
métériéls necessary to produce manufactured goods. Additional variations allow
for trade Between'systems, taxation, consumntion of public gzoods, (schools,
roadé, and police protection) znd possible government ragulatipﬁ of the economy,."

Only‘level oné, “Prpiggﬁiph and‘Conéumption", ﬁhé’mosﬁ baéic of the levels
was played by the class which'waé divided'into three groﬁps of eight players
 with one séorekeeper ver group. Three class periods were devoted to playing
the.gamé, a portion ol another class was devoted to.instructing the students
in the rules of the gahe.and anéﬁher'full class period was reqﬁiréd for the
"debriefing“.i Prior to playing the simulation game, the students haa been
introduced to basic concepts of economics such as.supply and demand, and the
ivélue of money aﬁd'econoﬁic cycles,; the séme concépts'that would be used in

playing level ons in the game. The students were introduced to these concepts

by reading assignments from American Canitalism by Laurence Leamer and Dorothy

| 2

Thompson. This book is published by the Council for Advancement of Secondary

\‘1.‘ - - 2.
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- supply was limited or too high priced,

Education and is available from the ieGraw-Hill Publishing Company. The readings
were sugplimented by class discussion and teacher lectures. Only after the
students had a foundation in basic economic concepts was "Zconomic Systems™
introduced to the class. It was used primarily as a tool of reenforcement and
most importantly for application of what_had been learned.

As part of the students' debriefing, .they were asked to write an evalua-
fion of the simmulation game. They were asked to corment on the following
questions:

1. What did you see as the purupose of the game?

2. What did you learn from playing the gime?

3. What problems did you encounter in the game?

4, Do you think future American History students should
play the game? ' , :

The following is a regresentative samoling of the students' resnonses.
For purpose of authenticity, the student evaluations are reproduced as they.
were originally handed in-without corrections.

TaVE

r
[95]

- (1)The vurpose w:s tb show how un econon ‘works.. It's just fine to know that
the flow of goods and services is in one direction, and the money flow is in
the oﬁher, but to practice by experience helps make the knowledgé more concrete.,
. (2)The main protlem in the game was to pry to7get the most out of whgt,you

were selling, whether it be labor, hours, or food. Another uproblem was the fact

of doing without a certain thingz, zuch as food or manufactured goods, if the

3

BARBARA
The. purpose of the game was to show the stages of an economy, the precduction,
marketing and consumption. The croblems we were faced with were those like, to

keep from going bankrupt, budgeting your resources so you get the most out of

them, and knowing the stages of production so you know exactly what to geta

O
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JOYCE

N .
/«~m"fThls vame wis very beneficizl in that it showed pros and cons of com)etltion.

|

 Thc ‘major ﬂroblhm was that we didn't have euough manufacturefs. The two ménu-
facturcrs would fix tbc1r prlcco and rarely negotiate so we mannLy galned points’
'on only farm oroductu. It isn't alwa s good to keep yépr prices fixed because,
as we learhed, yo; do without. Thé game was.very enjoygﬁle and Iyﬁould be
havoy to‘plﬂy it‘again‘ |
BOB <
I‘thinﬁ that the purpose of the game was to tr& and get familiar of how our
econony wgrks.' Not oﬁly Leing concérned gith how it works, but also with the
probléms that may come'up. ,The only problem which I thouzht had.any importance
was thé forming of a monopoly, in group one;n |
-CINDY
-(3) The main point of the zame is to show that everyone deéends’on the next
person to sustain 2 llVlnLo
(4) T probabiy would §lay the game agaiﬁ because the things which hapvened are
'lfhe same which happens in real'busingsses. . o ) L f -
KIi

The purzose of the game w2s to show how prices change. Why vhey go up and
dowm. It aW o] bhO’Cd how some MOnooly are started,

'Erom this game 1 understoqd.wlot nore ﬂbouf mvrkeflnn, production, and con-
sumtion. I zlso learn jou have t¢ be a-good barginer. You have to know who
you can make the besf bafgins w}th.'

* DORRIE
dlobout profuction you cnn‘, nave markting or consumtion. If you have one
you- need the qthers. And you neczd %he workers, farmefs‘and the manufutures
to make this all poscible, I think these gzames are worth while. Its easyer to

understand the operations.

RIC
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JOB

Alot was learned from this game. By assuming a position in an economic system,

we were faced with the dilemnas of an average consumer. I learned how the

.

v

economic cycle revolves. ' //
a . / ‘
I would do it agzin. It was a

lea#ﬁing’experience,-and a welcome break from
classroom doldrums and dull ﬁextbook learning.
CINDI

In our zroup we decidéd to have a boycott against the manﬁfactorer, everyone
agreed but oné of the member; thatlaproved of a boycott took the advantage’
that the manufactorer wogld deal only with hinm énd Just dro;pod out or the

boycott which caused us to lose some of our gains. If this hapuens in just a

in "real life'.

4]

game, you can imagine what happen
One of our viggest nroblems was establishing urices, Some peopls were easy
to deal with while others set high prices. As soon as there was an abundance of

a product thenrice went down and sometimes the demand for it. We found it

)]

just going out and sailing.

19

wasnft as easj as
Games like these make things alot easier to undextand. Economiéﬁ which is
asually hard-to understand and slow moving became alot of fun té,geﬁ iﬁto with
‘thé gIme .
‘From theltenchcr's'point of’ view, the objectives of the gamevwere the
de&elopment of an understanding of the following conc¢p£s:
1. The operaticn of sugply and demand
2. How price is deiermined
3. The interrelationshin of different roles in our society

4. The effect of collective action ( unions or monopolies)
on the econony

For, these surposes the game was a success. The objectives were obtained,

and the students have a better understanding of each concept bacause they have

O

\
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been able to take abstrict ideas and apply them in a concrete situation. As

result, ons of{the more difficult units in ths Americun History syllabus has

become an enjoyable learning and teaching exverience,

Q.
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