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SAFE is a simulation game dealing with the future of education from 1975 to 2024
and beyond. It is computerized on an APL direct-interaction system and can be
-gasily played at any location over telephone lines. It takes approximately 1.8 -
hours computer time to play, with 5 to 9 hours preparation, and approximatzly 2
hours discussion.  .cam sizes may vary from 2 to 18, but smaller groups are more
manageable. Up to 70 students can play the game at a given time. Specifically,
SAFE "models'' the short- and long-range impact on society of decisions which:
educational leaders might make about possible social, educational, and techno-
logical developments. It does not attempt to predict real educational developments
of the future or their impact on society, but undertakes only to open the imagina-
tion to possibilities. Some of the objectives which the game is designed to help
participants reach are: developing an increased sensitivity to the values of
various socio-political groups; learning a wide range of future educational
alternatives; and, integrating the future perspective into a personal philosophy -
of education. There are complete instructions for playing the game, a selected
bibliography, and, in the Game Director's Manual, general directions for organizing
participarts and running the computer--including all the matrices of inter- _
relationships utilized, plus complete computer programming.. : :
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SIMULATING ALTERNATIVE FUTURES IN AMERICAN EDUCATION

by Jerry Debenham

University of Utah, Department of Educational Administration
May 1973

Imagine yourself in this situation. The year is 2005. You're
a public school district administrator. You have just implemented
a program which makes advanced intelligence drugs avazilable to all
citizens in the community. An unanticipated minority has become
rebellious as advanced reasoning and memory powers qualify numerous
citizens for professional training and jobs which the society cannot
provide. Lawsuits are initiated by cunservative group: (Jemanding the
discontinuation of usage of the drugs. The teacher's union har decided
to strike if intellignece drugs aren't prohibited in the schools. Rad-
icals threaten a revolution if their free distribution is discontinued.
The federal government promises to back you if you maintain the prog-
ram.

This is just one among an infinite number of possible scenarios
which can occur in the completely computerized classroom game called
SAFE (an acronym for Simulating Alternative Futures in Education). The
game is the product of several year's effort at synthesizing the grow-
ing body of futurist literature in education into a meaningful
learning experience for students of social change. It has been recently
used in courses in Education, Educational Administration, Sociology,
and Social Work at tne University of Utah.

Specifically, SAFE is designed as a game which models the short
and long-range impact on society of decisions which educational
leaders might make with respect to possible social, educational and
technological developments from 1975 to 2024 A.D. The game DOES
NOT ATTEMPT TO PREDICT REAL EDUCATIONAL DEVELOPMENTS OF THE FUTURE OR
THEIR IMPACT ON SOCIETY, but undertakes only to open the imagination
to possibilities. The game is designed to hlep participants reach
the following objectives:

-

* Participants will learn a wide range of future educational
alternatives which can be anticiapted to some extent from
generally foreseeable developments in American society.

* Pparticipants will learn new techniques and approaches now
emerging to facilitate meaningful long-range planning.

* Pparticipants will learn a model for studying the interrelation-
ships between schools and society and the consequent re-
straints on the powers of educational decision makers.

*Pi¥ticipants will develop an increased sensitivity to the
values of various socio-political groups.

* Participants will deliberately examine a variety of view-
points on controversial issues about the future with the
intention of establishing informed opinions about them.

* Pparticipants will demonstrate faith in the. power of reason
and in analytical methods to foresee and build a more
viable future. '

* Participants will weigh alternative educational policies
against the standards of long-range overall pablic welfare
rather than short-term or special interest groups.

* Participants will judge problems and issues in terms of )

. situations, purposes and consequences involved rather than

6
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in terms of fixed, dogmatic precepts or emotionally wishful
thlnklng -

* participants will seek to integrate the future perspectlve
into their personal philosophy of education.

* Participants will show increased confidence in their own
and their society's ability to deal with a rapidly changing
world.

SAFE employs a complex model of the interrelationships between
schools and society which is purely liypothetical. General social in-
dicators, which are a precondition for an accurate systems model, are
just beginning to be condeptualized and gathered. What this exercise
underscores is the need for systemmatic thinking in terms of a
variety of alternatives, for considering long-range multifold effects
of educational decisions and for gathering extensive, reliable social
statistics of relevance to educators.

GAME PROCEDURE:

In its mechanics, SAFE cneters upon the interplay of five basic
elements: .

District Innovation Planning Committees develop operating and
planning programs within the constraints of a designated oper-
ating budget. Their objectives is to maximize overall social
satisfaction with public education.

Edvents are general proposals for changes in the educational
system. Two new edvents occur dur}ng each two-year planning
period and their adoption by the district affects the socievents
and the indices of satisfaction.

Sociecvents are general classes of social developments (such as
GNP growth, student .riots, teacher strikes) which occur on a
rrobability basis and are affected by the various edvents and
in turn, affect the indices of satisfaction.

Educational Evaluators are socio-political groups representing
alternative viewpoints concerning the best aims and methods of
education. They determine the impact of district innovation
planning committee decisions upon the indices of satisfaction.
Indices of Satisfaction are social indicators of the degree of
relative change in satisfaction with public education by each
of the seven educational evaluators.

Each participant in the game represents an important community
leader and is part of an innovation planning committee for a metro-
politan school district. He iz responsible to help the committee
make crucial decisions for the district over the next fifty years
or from 1975 to 2024. There are one to three other districts in the
state called STATOS. The commlttee task is to please the public over
the long-run more adequately and con51stently than any of the other
districts. If it can do this, it can win more satisfaction points
than any of the cthir districts by the year 2024 and will be declared

the winner.

The committee has three ways to affect its world, a role played
by the computer: 1) through edvents, 2) edsurance, and 3) edvertising.
Figure I is a flowchart showing these alternatives. The main way is

(l
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through the purchasc of edvents. These are sixty major proposals for
educational reform in STATOS. Table III briefly describes the first
twenty of them. Only eight to twelve of these edvents are available
as options from which the committee may choose at any given time. The
committee task is to select that edvent among the options which will
win it the most satisfaction points for the present, have the least
undesirable long-range consequences, and is least expensive after

dividing the benefits by the costs.

FIGURE I
FLOWCHART OF INTERACTIONS BETWEENM THE DISTRICT
INNOVATION PLANNING COMMITTEE AND THE WORLD

1 DISTRICT . \g

INCOME
\
DISTRICT
INNOVATION
PLANNING
COMMITTEE
EDSURANCE 60 EDVENTS EDVERTISING
3
TWELVE BASIC LONG-
SOCIEVENTS , TERM MULTI-
FOLD TREND

REVOLUTION
] 2 B
SEVEN
EDUCATIONAL
EVALUATORS

—

SATISFACTION




In cach district is hypothesized that there arc seven distinct
soclo=political groups actively concerned about influencing the
course of education. Table I briefly describes these educational
evaluators and gives the influence they wield aver the public at
the beginning of the game. Every edvent has .some evaluators who favor
it and others who oppose it,

The number of points a committee may win by the implementation
of an edvent is determined by summing the products of the influence
levels and the degree to which each evaluator favors or opposes
the ecdvent. For example, if the Essentialists control 32% of the

TABLE I -~
BRIEF DESCRIPTION OF THE EDUCATIONAL EVALUATORS

1. Neo-perennialists: This group believes in a fundamentally un-
changing universe. Schools are responsible to teach the essent-
ials of the protestant ethic. The trend toward the expansion of
school responsibilities is to be reversed. Influence level: 8%.

2. Essentialists: This group believes in a slowly evolving world.
Educators are to transmit only those cultural elements that have
become thoroughly established (support the status quo) and inte-
grated into the national heritage. Influence level: 32%.

3. Social Realists: This group believes it is the job of the school
to keep up with social change and adjust to the needs of society.
It believes in moderate expansion of the schools and opposes any
programs which might weaken the influence of educators. Influence

level: 25%.

4. Experimentalists: This group believes the purpose of education is
the development of critically minded individuals capable of
seeking and finding creative answers to the problems they face in
society. It favors considerable student freedom. Influence level: 12%.

" 5. Social Reconstructionists: This group believes the purpose of
education is to develop individuals with the ability and desire
to create a better social order along the lines dictated by current
social knowledge. Influence level: 12%.

6. Human Potentialists: This group believes the purpose of education
is the expansion of consciousness and the provision of experiences
which promote individual self-actualization. It promotes almost
unlimited student freedom. Influence level: i0%.

7. Biological Reconstructionists: This group believes the ultimate
purpose of education is the promotion of the biological transfor-
mation of man. It promotes all programs which help man control or
transform his primitive instincts. Influence level: 2%.
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power and are rated moderately in favor of an edvent, then tyey offer
the district 320 satisfaction points (320x1l, where 1 stands for a
moderate rating) if it is implemented. If the other evaluators,
however, are against the edvent, all total the district may still
lose points.

Unfortunately, not all cdvents are successes., The success or
non-success of an edvent is dependent upon the extent to which teachers,
students, parents and administrators will go along with it. When an
edvent fails, the influence changes anticipated with its success are
reversed, and only half the satisfaction points possible are earned.

There are also many citizens in STATOS who are threatened by
most changes which occur in education and generally speaking, are
most pleased when no change takes place and taxes are reduced. The
decision they like best about change, with a few exceptions, is
the decision to avoid all change. This is called the Null Option in
SAFE. Though it costs nothing to implement, it has far-ranging effects
upon the influence levels of the evaluators and the probability of
occurrence of the socievents. :

There are twelve major social events of importance to educators
which migh occur. These are briefly described in Table II. During every
two-year period the computer generates a random number between one
and one thousand. If this number is greater than the probability
of occurrence for a socievent, the socievent does not occur. If it is
equal to or less, it does occur. The occurrence of a socievent,
like the implementation of an edvent, alsc has multiple far-ranging
effects. First, its occurrence may increase or decrease the probability
of itself in the future and each of the other socievents. Second,
it may change the influence levels of the educational evaluators. And
third, it may radically affect the income of the district.

Participants don't need to stand idly by and watch the computer
generate disasters. A second way the committee may affect its world
is by the purchase of edsurance. Edsurance consists of a series of
rograms which may range from' community-school interaction groups to
the establishment of emergency funds. Its purchase assumes that the
implementation of such programs reduces the probability of occurrence
of negative socievents by two-thirds. Edsurance does not, however,
reduce the probability of occurrence of nuclear war or revolution!

The only way the district can modestly reduce the probab:lity

.0of nuclear disaster is by strenuous implementation of certain s.lect

edvents and the avoidance of others.

Revolution may occur in the district if the influence of two
or more socio=political groups has dropped below zero. This means that
district leader . :ave been ignoring the needs and interests of this
segment of soci s and it now constitutes a powerless; alienated, dis-
gruntled minority. If a revolution occurs (stochastically determined),
it may success or fail. But in either case, like edvents and socievents,
it has far-ranging effects upon the society.

10



TABLE II
BRIEF DESCRIPTION OF THE TWELVE SOCIEVENTS
Soclavent Description Cost
1. National GNP growth results in a tax incrcase | SD +2.225 M.
2. Greater ecfficiency in school administration Sh +2.625 M.
3. Increase in community involvement and concern SD +8.625 M.
4. Greater national interest and funding SD +6.750 M.
5. Conservative recaction by peliticians ' SD =4.250 M.
6. Parent boycotts and suits over changes in sch. SD -3.500 M.
7. Teacher strikes and sabotoge SD -4.500 M.
8. Student riots, protests and vandalism SD -4.250 M.
. 9. Sudden increase in student population SD -3.500 M.
10. Accidental school disasters SD =5.000:M,
1l1. Redirection of resources from schools SD -6.250 M.
12. Limited nuclear or other social disaster SD -125.000 M.

The problem that quickly comes to participant awareness
is that many edvents which may win the most immediate public satis-
faction often raise the probability of occurrence of undesirable
socievents. In view of this, the committee may 1) go ahead with the
original choice and take its chances, 2) choose one with less points
but more desirable long-range effects, or 3) take this second option,
but then follow it -with edvertising.

Edvertising is the third way the committee may affect its world.
It consists of a series of techniques ranging from media'presentation
to lobbying and catering to influential people -- all in an effort
to persuade the evaluators that they should like the committee's choice
much more than they seem to.be inclined to like it. For example, if
in 1975 Career Education is the best.point-winner but Family Neighbor-
hood Learning Centers has the best long-range effects, the district
may choose the latter and through edvertising raise its satisfaction
winning potential to the level of Career Education..Unfortunately,
however, district funds are limited and edvertising is expensive.

In addition to all the forces for change outlined above, there
is one final powerful force affecting the socievent probabilities and
influence levels. It is the basic, long-term trend of the society to
become increasingly sensate (empirical, humanistic, utilitarian or
hedonistic) and egalitarian (meritocratic, democratic, and socialistic).
In SAFE, this trend is expressed in terms of a gradual strengthening
of the four liberdl influence groups and certain socievents.

In summary, the district innovation planning committee has
three ways of changing its world: through edvent selection, edvertising
and edsurance. The computer has three ways of affecting the district:
through sccievents, revolution, and the basic, long-term multifold
trend. By these means the computer can radically reduce the district
income and change the influence levels of the evaluators. The players
soon realize that the computer plays a very powerful role and the
committee a weak one. Participants never have quite enough money
and the computer is always cre4ting some ominous situation. The committee

1t
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task L5 to anticipate the longe-range congequencesn of its decigions
In such v way that it ¢an generally contrul the computor, maximis
ity points and ovutwit the othar teams.

PREPARATION AND PLANNING:

Because of the complexity of the game as a result of the slow,
but constant changes in all relatannshipg, the game is divided into
five ten=~year planning period. When participants come to interact
with the computeor, it takes them only ten years into the future.

Then it automatically summarizes evervthing that has happened == all
the points the district has earned, socievents which occurred, the
debts accumulated, interest charged, changes in influence levels and
probabilitins of occurrence for socievents, etc., and turns itself
off. This informrtion is then used to prepare policies and make decis-
ions for the next ten-year period.

Participants are taught during the course of the game to
mathematically optimize their decisions by the use of three types of
anclysis: public relations, futurist, and cost-benefit. At the be=-
ginning of the game, players are asked to review the first twenty
edvents and select by intuition those which they feel will earn them
the most points. The result is that they select the ones they per=-
sonally like the most. This is also the approach many district
leaders use today. In the game, however, it usually proves to be a
disaster. Unlike the real world, the computer immediately analyzes
every decision the participants make in terms of the three forms of
analysis mentioned above.

For example, in 1975 the edvent options are one through twelve.
The computer performs a public relations analysis by calculating the
number of point: each of these edvents could earn the district and
then asks itself if the district choice is one of the best two. If
it is, it types out: YOU MADE ONE OF THE BEST POSSIBLE CHOICES FOR
EARNING PUBLIC SATISFACTION. If the district choice is not one of the
best two, the’ computar types: YOU DID NOT MAKE ONE OF THE BEST CHOICES
FOR EARNING PUBLIC SATISFACTION. ANALYSIS RANKS IT ¥, where X stands
for *he position the choice held in the ranking.

The computer then proceeds to perform a futurist analysis by
evaluating and ranking the long-range consequences of each edvent.
Finally, it performs a cost-benefit analysis ty summing the benefits,
both short and long-range, and dividing them !y their costs. In each
case, participants get immediate feedback on their decisions as shown

above.

Our experience shows that students find this kind of feedback
quite discouraging at the beginning of the game. 1t disturbs their
faith in their intuitions and hence, their ability to make reasonable
decisions. At the end of the first round, they often sit discouraged
by the results of their decisions, and yet fascinated by the computer's
ability to instantaneously evaluate all their choices. The result is

12
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that most become determined to master more complex and analytical
techniques of -decision making in order to control the computer.

The game is designed to help the participants accomplish pre-
cisely this goal. Over the next four rounds, the assignments are
gradually increased in difficulty until by the end of the game,
students can mathematically handle -all three forms of analysis and
generally speaking, consistently receive the highest praise from the
computer f.r¢ their superior decisions. Students seem to find this
electrifying and very encouraging.

RESULTS:

We have now played the simulation-game with a number of groups
at the University of Utah in Education, Educational Administration,
Sociology and Social Work. Our evaluations indicate that all the object-
ives are met with over 90% of the participants. When we ask students
what they feel are the most important things they learned from the
game, the following three are most freguently stated: 1) "getting
educational ideas for the future," 2) "learning different things
the districts have to take into consideration before implementing a
new program," and 3) "seeing how the future can be affected by. the
manipulation of power groups." When we ask what aspects of the game
they enjoyed the most, two responses dominate: 1) "running the computer
and watching the results," and 2) "working witli other members of the
group and seeing how their opinions compare with mine."

APPLICATION:

-

SAFE was originally designed to be played manually. The inherent
complexities and mathematics of the game soon ruled this out. The
game is now completely computerized on.an APL direct-interaction
system. Participants may sit down at a portable computer terminal
anywhere in the nation and connect by telephone with the nearest

_computer facilities. The students run the terminal themselves. And

although the game takes into consideration over 1400 variables, it
is still quite manageable by undergraduater of all abilities.

The game takes apporximately fifteen hours to play. This
includes 2.3 hours computer connect time, 5 to 8 hours individual
preparations, 3 hours in small group discusszions, and one or more
hours in large group discussions both before and after the game.

The number of people which may play the game at-a given time
is essentially unlimited. However, only ten teams can play on one
terminal and one account. Successful team sizes vary from 1 to 18,
though smaller groups are more manageable. Average costs have been
$3.00 for the 125 page game manual and from 50¢ to $4.00 per student
for computer time (depending upon the size of the group and location
of the computer center.). a

13
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TABLE III
SUMMARY OF THE FIRST TWENTY EDVENTS

Edvent Description

Cost

1. Career Education: Proposes that educational insti-

tutions become much more career oriented through
the establishment of Career Education Centers and
Greater Community Talent Banks.

2. Vouchers: Proposes that public schools be rede-
signed to provide alternative learning environments

which are financed by the number of students they

‘can attract and keep.

3. Accountability: Proposes that districts be respon-

sible for defining specific goals and behavioral
objectives and that profiles of general effect-
iveness be made public. .

4. Authoritarian Schools: Proposes that teachers and
principals be given authority to impose considerably

more discipline through mild corporal and severe
social punishments.

5. Family Neighborhood Learning Centers: Proposes that
centers be publicly financed where both children and

adults can be enticed into new educational exper-
iences.

6. Community Nursery Centers: Proposes that centers

be publicly financed which both train parents in
child-rearing and care for and educate the child-
ren of working mothers.

7. Televised Home Study: Proposes that distinguished

scholars prepare televised study units and that
students throughout the nation may receive credit
in lieu of traditional classes.

8. Education as Vocational Training: Proposes that

educators limit their compulsory requirements to
direct vocational training under the guidance of
a national testing agency.

9. Community Guidance and Evaluation C enters: Pro-

poses that school counselors and psychologists be
re-oriented to cater to the needs of the entire

community.

10. Experiential Learning Schools: Proposes that ed-

ucators shift emphasis from cognitive to conflu-

ent or experiential learning with careful emphasis

on training the emotions.. : .

{:.gl‘.i ‘ ;ﬁ’ | 1‘1

SD

st

SD

SD

SD

SD

SD

SD

SD

SD

11 M.

12.5 M.

7.5 M.

3.5 M.

l16.5 M.

14.5 M.

11 M.

6.5 M.

17 M.

8 M.
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First twentyﬁedvents.continued

11.

12.

13.

14.

15.

le.

17.

18.

19.

20.

Interactional CATV Schools: Proposes that
two-way televised communication be established
between the home, the school and the com-
munity.

Individualized Learning Schools: Proposes that
instruction be automated where possible, teachers
re-oriented and upgraded, and schools opened

the year round.

Education as an Occupation: Proposes that the
required years of schooling be increased, but that
students receive significant incomes as they ad-
vance into higher learning.

Society Schooling: Proposes that large schools

be broken into small clusters which form miniature
societys of their own and which are controlled

and directed by the students themselves.

Community Arts Center: Proposes that art education
be vastly broadened in concept and be made avail-
able to the whole community through public
supported centers.

Family Health Center: Proposes that health edu-
cation be vastly broadened in concept and made
available to the whole community through public
supported centers.

Educational Research Institute: Proposes that
regional centers be established for developing
and testing alternatives to and improvements in
the public schools. ’

Student Information Service: Proposes that per-
sonality projectiles be made on every student to
detect in advance important negative deviances
from the norm.

Youth Towns: Proposes that educational parks be
built in slum areas which are organized as total
youth communities with their own government,
shops and student housing.

Education Assembly: Proposes that boards of edu-
cation be reformed on regional levels to function
in a similar manner as state legislatures. Mem-
are elected by quota.

sD

sD

sD

sD

sD

sD

sD

sD

sD

sD

8.5 M.

18 M.

9.5 M.

14.5 M.

13.5 M.

5 M.

6.5 M.

17 M.

6 M.
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FOREWARD

SAFE is a gam.e about the future. It is also a
simalation which suggests complex interrelationships
betw=en schools and society, neQ techniques and rationale
for meghingful decision-making, .and many social and edu-
cational developments which might occur over the next 50
years.

SAFE, an acronym for "Simulating Alternative
Futures in Education," attempts to synthesize parts
Qf the growing body.of futurist literature in education
into a meaningful leérningfexperience. Specifically,
SAFE is a hypothetical study of the impact of possible
-educational developments in the last quarter of the
Twentieth Céntury and‘first quarter of the Tweﬁty-first
upon the quality of life in a highly industrialized, demo-
cratic country. Most of the background information for
this simulation has been taken from delphis forecasting
and scenarios describing educational trends and possible
developments in the United States; but with minor modifi-
cations, GAFF is adaptable to any country with a public
education system.

This document serves as the game-maﬁual for partiqi~

pants in the computerized version of the simulation. It
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contains complete instructions and materials for playing
the game, a sample run, avselecﬁhbibliography, and a game
evaluetion form. Each éarticipaht will need a copy of
this manual.  In addition, the game director will need
"eAFE: Game Director's Manual," which contains cemplete
instructions for organizing the game, running the computer,
and changing initial values, edvents,* end/or socievent*
interrelationships.

The development of this simulation and its docu-

mentation were initiated under a research fellowship from
the University of Utah. Its completion serves as'the
basis of a dissertation by the author in Cultural Founda~-
tions of Education.

"lie author wishes to express his appreciation to
membefs of his committee and especially to his chairman,
Michael J. Parsons, for his patience, assistance, and
encoufagement throughout the entirety of this project.
Special appreciation is also extended to Jefry W. Smith
and Ted C. Smith for numerous and significant contribﬁ-
tions to this study: Considerable‘influence in the game's
development resulted from many student suggestions and- ‘
three other simulations relating to the future of society:
"STAFOL," by Dennis L. Little, et al. (Middletown, Conn.:

Institute for the Future, 1971), "DELPHI," by Stuart

N .
These terms are explained in the manual.

iii
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Umpleby and John Briggs (University of Illinois, 1970),

and "FUTURE," by Kaiser Aluminum Corporation, 1966.

Copyright 1973 by Jerry D. Debenham.
All rights reserved.

No part of this document may be reproduced or trans-
mitted in any form or by any means, electronic or
mechanical, including photocopy, recording, or any
information storage and retrieval system, without
permission in writing from the author.
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INTRODUCTION

SAFE is a simulation of the impact of public edu-
cational decisions upon. the quality of life within a state
designated as STATOS. Specifically, it is designed as a
game which models the short- and long-range impact on
society of decisions which educational leaders might make
with reséect to péssible social, educational, and techno-

logical developments from 1975 to 2024 A.D. The game

attempts to predict neither real educational developments

of the future nor their impact on society, but undertakes

only to open the imagination to possibilities.

SAFE is designed for use as an educational or
training exercise for any individuals with serious inter-
est in a dynamic, industrialized society. The: game is
designed to help participants reach a number of objec-

tivésm Some of them are:

* the need to think in terms of a past-present-
future continuum and the interrelatedness of
short- and long-term developments

* the fact that there may be many alternative
educational futures

* the fact that the future differs from the
present as a result of both human decisions
and chance natural happenings,

* the importance of analyzing and attempting
' to control svents exogenous to the educa-
tional policy process



* the fact that educational programs may have
different impacts upon different societal
sectors

* the fact that there are competing priorities -
for limited resources ’

* the need to develop decision-making skills in
an environment which involves uncertainty
(external events) and restraints (budget)

* the potential usefulness of social indicators
and educational indices of satisfaction

* the need for a model of the interrelationship
between schools and society capable of pre-
diction = o

*

the potential usefulness of computers in educa-
tional decision-making

SAFE presupposes a simplified systems model of the
decision process and of interrelationships between schools:
and society which only tangentially simulates aspects of
the real world. General social indicators and studies of
systems dynamics of relevance to educators are in the
infancy stages. What this exercise underscores is the
need for systematic thinking in terms of a variety of
alternatives forconsidéring long-range, multifold effects
of educational decisions, and for gathering extenéive,
reliable social statistics of relevance to educators so
that truly sophisticated models can be designed and used.

In its mechanics, SAFE centers upon the interplay
of five basic elements:

District Inn :tion Planning Committees develop opera-

ting and plar 29 programs within the constraints of a

dedignated op ating budget. Their objective is to
maximize overall social satisfaction with public educa-

tion.




Edvents are general proposals for changes in the educa-
tional system. Two new events occur every two years in
the game ‘and their implementation by the districts affects
the socievents and the educational evaluators.

Socievents are general social developments (such as GNP
growth, student riots, nuclear war) which occur on a
probability basis. Their occurrence affects thé district
income and the educational evaluators.

Educational Evaluators are sociopolitical groups which
represent different societal sectors and alternative
viewpoints concerning the best aims and methods of edu-
"cation (a role played by the computer). They determine
the impact of district inncvation planning committee
decisions upon the indices of satisfaction.

Indices of Satisfaction are social indicators of the
degree of relative change in public satisfaction with
education. They determine how many points the district

wins.

Playeré are réndomly assigned to groups of three to
20 to represent District Innovation Planning Committees.
Ov;f”a span of five ten-year planning periods, the com-
mittees choose among 60 edvents those innovations for

the schools which they feel will maximize the satisfaction

of the_educational evaluators as measured by the indices

et

of satisfaction, and which will most likely reduce the
probability of occurrence of undesirable socievents. The
team which accumulates the most satisfaction points over
the 50-year planning pefiod is the winner. Each of these.
aspects of the game will be described in more detail later
in this manual.

This simulatioﬁ-game has been designeé to be

played on an APL direct-interaction computer terminal

4
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with one or more teams of human role-players. All edvents,
socievents; ‘and educational evaluators as well-as their -
interrelationships and their ultimate’impact_upon the
indices of satisfaction are represented and totaled by

the computer in order to simplify and shorten the time
needed for play. Manually operated versions of the game
have been designed, but they have not been used widely
because of the extensive time required to calculate

the effects of the hundreds of interrelationshibs;
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Section I
THE DISTRICT INNOVATION PLANNING COMMITTEES

In the simulation-game SAFE, each participant
plays the role of an importég& community leader who is
a member of an Innovation Planning Committee for a 1ar§e
metropolitan school district. You are one of these
ieaders and will help your committee make the crucial
policy decisions for the district over the next 50 years,
or until the end of your life. There are one to nine
other majqr districts in your state, called STATOS. You
are competing wifh them againét the computer. It repre-
sents the world. Your task is to please your constitﬁ~
ency over, ;he long run more adequately and consistently
than any of the other districts. If you do thié, you can
win more satisfaction points than any of the others by_
the year 2024, and will be declared the winner.

You have three ways to affect your world (i.e.,
the cémputer)las éhown in Figure 1l. on the following page.
The main way is through the purchase of edvents. These
are major proposals for educational reform in' STATOS.

There are 60 edvents which are proposed ovér the
50 years. They are all 1isted‘in Appendix A at the end
of this manual. For example, thé first dné ié Career

9
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Fig. l.--Flowchart of interactions.between the
district innovation planning committee and the world.
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Education. It proposes that the public schools become
much more occupation-oriented. Some of the power groups
in your community like this proposal: others loathe it.

If those who like it haVe more influence than those who
dislike it, you can win satisfaction points. The more
the like it, the more points you can win. Your task is

to help the committee decide which of the edvents that
are proposed will win you the most points. Unfortunately,
you do not have enough moﬁey‘to buy very many edvents, SO

you must be quite selective{

While you are busy making your selections, the com-
puter, which represents the world, is busy creating all
kinds of problems for you to deal with. These problems
are called socievents. There are 12 of them and they
represent major social developments which might occur
~during any given year. For example, you might experience
student riots which will cost your district gD 4,500,000
STATOSDOLLARS)or oné-third of its biennial innovation
.budget. It is possible to have a revolutiOn or even
nuclear ﬁar, from which it is very difficult to ever
get out of debt.

B Your committee does not need to sit back passively
and jﬁst watch these disasters occur.‘ You can do two
things to help prevent their occurrence:

One, you can buy edsurance. When you purchase

edsurance, we mean that you hold special seminars, bribe
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studénts or faculty, infiltrate dissident groups, lcbby
at the legislature, or actually buy insurance policies
deéigned‘to specifically keep ﬁndesirablevsocial events
from occurring or at least affecting you.

The other way to keep the computer from ruining
your plans is to select only those edvents which lower
the probability of occurrence of undesirable social events.
Edvents not only can win or lose féu points, but they can
also affect the occurrence or nonoccurrence of .socievents.
For example, if you buy edvent two, Vouchers, it maf win
you 500 satisfaction points, but it will make it much more
likely that the computer is going to tell you that you had
teacher strikes and hence lose $D4,500,000. What do you
do when your best choice for satisfying the power groups
might significahtly raj.se the probability of a disaster
oecurring?

There is a way out of this dilemma. You can buy
edvertising. By this we mean that you design special
media presentations for the mass public, treat influen-
tial people to special luncheons or conferences in remote
scenic lands, invite in feporters when anything noteworthy
is happening, hire public relations consultants, carefully
cover up anything that goes wrong, and design special
studies to prove your assertions--all in<an effort to
persuade your constituency that it should like your deci-

sions much more than it seems to be presently inclined to
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like them. Tor examplé, say 'the best choice for earning
public satisfaction points among the edvent options is
Career Educéﬁion, but you.discover>tha£ its implementa-
tion will make nuclear war more likely. And if nuclear
war occurs, you are ruined. Yet you want to win as many
points as ppssible. What you decide to do is to purchase
the se;ond best choice, which does not make nuclea; war
more likely. In order to make up for the lost points,
you decide to persuade the public that it likes this second
choice as much as it waé going to like the first choice.
This way you can earn just as many points or even more
than were possible with the first choice. Of course, it
does cost you considerably more money. But you reason
that in the long run, by choosing not to raise tpe chénce
of nuclear war, you are ahead.

So altogether you have three ways of changing your
world: through edvent selection, through edvertising, and
through edsurance. The computer has three ways of affect-
ing you--through the occurrence of éocievents, revolution,
and the basic, long~term trend. But in comparison, its
power can be very strong and yours dquite weak. You never
will have guite enough money and it will always be gen-
erating’some expensive disaster. Your task is to-antici-
pate its machinations and therefore reduce their probabil-

ity of success. Only this way can you control the
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10
computer. But at the same time, you must not forget to
also outwit the other districts by earning more satis-
faction points.

In order for you to have some time to think about
and plan your actions, the game is divided into five ten-
year planning periods. When you interact with the com-
puter, it will take you only ten years into the future
during one session. Then it will automatically summa-
rize everything that has happened--all the points your
district earned, all the disasters that occurred, all the
debts accumulated--and turn itself off.

To help you prepare fer the first and each of the
succeeding rounds, the game director will give you short
homework assignments designed to help you become familiar
with the major variables in the game, and most importantly,
help you determine what are the wisest decisions to make
during the next ten-year period. The next time you meet
with your committee and before you interact with the com-
puter, you will present your recommeﬁdations to the team.
The committee task is to reach a consensus on what deci-
sions it should make duriné the following ten years.

In summary, you are an important community leader
on an Innovation Planning Committee which represents a
typical large metropolitan school district over the years

1975 through 2024 A.D. It is assumed that the programs
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11
your planning committee develops for educational change
in the district are adopted and implemented by the Board
of Education. All your decisions are planned on a teh-
year basis but implemented in two-year intervals. So
all together there are five rounds to the game and 25
linplementation periods. Your committee task is to
accumulate as many satisfaction points as possible.

You have three powerful means to accomplish this:
selection of edvents, edsurance, and edvertising. The
team which most successfuily outwits the computer and
each of the other teams by the end of the game is the
winner.

In each of the following sections, the various ele-
ments of the game mentioned here will be discussed in
greater detail. The final section describes the specific
responses of the computer itself.

Good luck! and Good planning!
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Section II

EDUCATIONAL EVALUATORS

District innovation planning committees purchase
edvents which automatically determine the satisfaction‘
'felt by various sociopolitical segments of society. There
are in STATOS numerous and conflicting points of view on
the goals of education. In SAFE we therefore hypothesize
the existénce of numerous sociopolitical groups con-
cerned with influencing top educational décisions, ihey
do not represent all the citizens in the district,mgut
only that powerful minority consisting of bankers, news-
men, real estate interests, religious leaders, business-
men, politicians, and assorted vocal special interest
groups. They are identified with the fbllowihg seven
value orientations:

Neoperennialism (NEO)
Essentialism (ESS)

Social Realism (SOC)
Experimentalism (EXP)

Social Reconstructionism (REC)

Human Potentialism (HUM)
Biological Reconstructionism (BIO)

* % % % ¥ ¥ %

A brief description of each value orientation and

the percentage of influence its adherents, who are called

»

the educational evaluators, wield at the beginning of
the game over educational policy decisions in the com-

munity follows:
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* Neoperennialism (NEO) Influence level: 8%

This value orientation is represented primarily
by medium-educated, comfortable, middle-dlass opinion
leaders representing interests from small businesses,
churches, and farming. They believe that there are cer-
tain basic moral (Protestant ethic), religious (Christian-
ity), and social truths (monogamy, laissex-faire capital-
ism) that exist in what is fundamentally an unchanging
universe. The job of the schools is to develop the
capacity of mind for grasping these basic truths. This
group is opposed to the schools teaching anything except
‘the cultivation of the intellect primarily through expo-
sure to éertain great mindq or subject disciplines. NEO-
PERENNIALISTS WANT THE TREND'TOWARD EXPANSION OF SCHOOL
RESPONSIBILITIES REVERSED AND RECOMMEND WE TURN TO THE
PAST FOR APPROPRIATE LIFE~STYLES. Churches are to be
reinvigorated by reassuming responsibility for moral and
religious education. The traditional family is to be
strengthened by taking back many of the responsibilities
the schools have assumed for themselves such as sex edu-
cation, health care, sports, voca£ional training, instruc-

tion in current events, and promotion of hobbies.

* Essentialism (ESS) Influence level: 32%

This value orientation is re.' . -ented on the one

hand by many people who are at or near the top of major
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political and business institutions of society. Such
people command power and often wealth and célebrity or
at least have access to such. And on the other hand,
the Essentialist values represent the majority of opin-
ion leaders for citizens in the skilled or semiskilled
occupations--the "silent majority" of the urbaﬂ middle~
class. The Essentialists believe in a fundamentally
changing, evolving world--one that, however, changes
only gradually. The main job of education, therefore,
is to transmit ONLY THOSE CULTURAL ELEMENTS THAT HAVE
BECOME THOROUGHLY ESTABLISHED AND INTEGRATED INTO OUR
NATIONAL HERITAGE--such as language, history, computaﬁion,
and essential character traits needed for an occupation
and participation in the community. They are OPPOSED TO
ANY CHANGES IN THE SCHOOLS WHICH THREATEN OR CHALLENGE
THE STATUS QUO, i.e., that have not proven themselves
to be absolutely essential.‘ They call for more emphésis
upon essential knowledge and skills and less upon student
intefest, freedom, immediate needs, personal experience,

and personal initiative.

"* Social Realism (S0OC) Influence level: 25%

This value orientation is represented by well-
educated, upper-level, white-collar workers and consti-
tutes a sizable majority among the school administrators,

some legislators, and others who formally influence
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educational policy-making. They believe it is the job of
the school to keep up with social change. The primary
emphasis of the curriculum is‘TO HELP. EACH INDIVIDUAL
TO ADJUST TO MEET THE DEMANDS THAT HiémSOCIETY WILL PLACE
UPON HIM AFTER GRADUATION. They favor moderate expan-
sion of school responsibilities but experiment primarily
with programs which promise greater efficiency in the
learning of facts and skills. THEY ARE OPPOSED TO ANY
PROGRAMS WHICH MIGHT WEAKEN THE POWER OF SCHOOLS or which

are viewed with strong disfavor by the established inter-

ests.

* Experimentalism (EXP) Influence level: 11%

This value orientation is represented by empiri-
cally-oriented commupé;y leaders, scientists, and univer-
sity faculty who write many of the textbooks and train
- the teachers. They believe in a dynamic, changing world
in which knowledge is tested by human experience. The
main purpose of education IS TO DEVELOP CRITICALLY-MINDED
INDIVIDUALS CAPABLE OF SEEKING AND FINDING (at least ten-
tatively) CREATIVE ANSWERS TO THE PROBLEMS THEY FACE IN
SOCIETY. It is the schools' job, therefore, to help
individuals becomé creative, self-disciplined problem-
solvers in line with scientific ideas--i.e., fledgling
scientists. Experimentalists favor a wide variety of

teacher-guided curricular experiences where students
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hrvre the freedom, self-responsibility, and opportunity

to learn by doing.

* Social Reconstructionism (REC) Influence level: 12%

This value orientation is represented on the one
hand by liberal intellectuals trained in the social and
behaviofal sciences and represented most consistently
among newscasters, authors, journalists, and studen£'
leaders. On the other hand, it consists of much of the
vocal leadership of minority, disadvantaged, and various
other socially oppressed groups in society. THE MAIN
PURPOSE OF EDUCATION, they say, IS TO DEVELOP INDIVIDUALS
WITH THE ABILITY AND DESIRE TO CREATE A BETTER SOCIAL
ORDER ALONG THE LINES DICTATED BY CURRENT SOCIAL KNOWLEDGE.
Schools should model the kind of society neéded to bring
about greater equality, justice, and happiness, and thereby

prepare individuals to create or condition them to demand

such a society.

* Human Potentialism (HUM) Influence level: 10%

Advocates for this value orientation are most often
organized into vocal special interest groups composed of
well-educated, upper-middle class college youth, young
parents, and various writers and journalists associated
with special institutes or university depaftments of
psychology, sociology, and education. They often have

influence over curricular materials and teacher training. -
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They hold that the main job of the school is to study-thé
child ané to develop ‘an educational program oOr curriéulum
based upon the felt needs and ‘desires of each child (as
opposed to adult-recognized present and future needs of
each child) and in écqord with his particular stage of
development on the road to self--actualization. Great
emphasis is placed on individual choice and individual
responsibility for that choice. Advocates of this posi-

tion WANT TO ABOLISH THE MAJORITY OF CURRENT EDUCATIONAL

- certification. "They are AGAINST ANY PROGRAMS WHICH MIGHT

INHIBIT THE INDIVIDUAL'S CREATIVE EXPRESSION.

. . Influence
* Biological Reconstructionism (BIO) Level: 2%

This value orientation is represented by researchers
and writers who are usually by occupation anthropologists,
biologists, medical docto;sftphilosophefs, ormgéydhblo—
gists and who have aécess to influence through "informal
channels" such as lect&iing,.friendships, study committeees,
etc. The& believe tha£ man is increasingly ill-adapted
for survival in modern society secause his primitive
instinctual nature and anachronistic social traditions

make him unable to deal successfully with emerging capa-

bilities for mass destruction, rapid social and techho—

‘logical evolution, or the COnstfuction of a truly "utopian"

_society. The only real hope for the future of civilization
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is THROUGH A FUNDAMENTAL TRANSFORMATION OF BéTH MAN'S
SYSTEM OF SOCIAL ORGANIZATION AND HIS BIOLOGICAL NATURE.
The main job of the schools, therefore, is threefoid:

1) prémote youth and adult learning experiences which
emphasize new programs of governmenéal, communai, and
family organization for achieving personal self-fulfill-
ment and improved childjrearing; 2)‘promote similar learn-
ing experiences which show thg need for and‘promise of a
biological transformation; and 3) have schools serve as
the centers for testing and implementing programs which
promise to further the social and biological evolution
of the species. THE BIOLOGICAL RECONSTRUCTIONS WANT Tb

CONSIDERABLY EXPAND THE ROLE 6F PUBLIC EDUCATION IN THE

LIFE OF EVERY CITIZEN.

Table I summarizeé the differencés.and commonali—
ties of the seven valﬁe orientations. 1In the left—hand
column there are seven statements of difference and a
continuum with numbers froﬁ one to ten. Across the top
are listed the seven educational evaluators. 1In the
matrix to the right are numbers which show where on
the cohtinuum the opinion of each of the evaluators is
with respect to the statements of difference.

These value orientations do not change during the

course of the game. What does change, however, is the

~influence of power groups which promote these values.

12
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TABLE 1

DIFFERENCES AND COMMONALITIES AMONG THE
EDUCATIONAL EVALUATORS

NEO ESS SOC EXP REC HUM BIO

......

1. Emphasis on the individual

- and self-fulfillment versus

emphasis on the needs of the -
state and job performance. 4 8 5 3 9 1 7

Individual 1 10 State

2. Emphasis on man's ration-

ality and teaching for con-

scious control versus empha-

sis on man's irrationality

and indirect control. ' 3 2 3 1 5 7 9

Rational 1 10 Irrational

3. Emphasis on traditions of
the past versus needs of the
. present versus preparing for .
-the future. . 1 3 6 5 8 5 10

Past 1 ) 10 Future

4. control of learning by teacher
versus control inherent in learn-

ing environment versus total :
10 5

learner control. ' 1 2 3 6 4
Teacher 1 10 Individual
5. Emphasis on facts and subject »
matter versus techniques for < L
learning to learn. - 2 1 3 8 5 10» 7¢
Facts 1 10 Learning h
6. Emphasis on the role of the
school as preserver of the past
versus maintainer of the status
quo builder of a new society. 1 4 6 8 10- 7 .10
Tradition 1 10 New Soc%gty ‘
7. satisfaction with schools

~MMMWWW¢todaywversus«dissatisfaction.- ... 8. 2 3 8 10 9 8

" satisfied 1 10 Dissatisfied
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Both the selection of edvents and the occurrence of soci-
events slowly but consistently change the influenCe levels.:
It is quite possible that by the end of the game . a
group which is very weak in 1975 will be very powerful in
2024. It is also quite possible that a group relatively
strong in 1975 will be extinct by 1995. A group is said
-to be dispersed when its influence level drops below zero.
When this occuré) district decisions no longer affect the
group and the group's value orientation cannot affect the.
satisfaction pointsvthe district may earn. The group can
be re&ived to é positive influence level because of unde-
sirable social events, such as a conservative reaction, a
rédistribution of resources, a revolution, or nuclear war.
Its influence level can also cqhtinue_to drop because of
other social events. When its influence level, drops below;v;
=70 it is said to-'be extinct because the possibility of its

being revived to a significant influence level is very

remote.

»
. Until a group becomes extinct, however, a committee

is wise to always consider its perspective. when finalizing

decisions in order to reduce the potential for a revolutionf
At the 3nd of each two-year planning period, the com-

puter analyzes all changes in the influence levelsﬁof the

evaluators and tells the committee whether the district

has become more conservative or more liberal during that

‘round. If the sum of the influence levels of the Neo-
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perennialists, the Essentialists, and the Social Realists
have increased one or more points during a round, the
Edistrict is said to have become more conservative. If.w

‘the sum is zero or less, the district is said to have

become more liberal.
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Section III

SOCIEVENTS

There are twelve socievents which may occur during
each iteration of the.game according to their probabilities
at the.givén time. The first‘four are positivé.and result
in increased income for the committees. The lasf eight are
negative and force the teams to lose considerable sums of
money if they oécur. The twelve socievents (and abbrevia-
tions which will represent them), their probabilities of

occurrence at the beginning of the game, and their costs

are listed in~bable 2

TABLE 2
THE TWELVE SOCIEVENTS

Event Initial Gain (+) or

Num- Proba~  Loss (-) by ‘ . . L
ber bility District Socievent Description
(Scale: Innov. Fund
- 1-1000)
1 666 + SD*2,225,000 National GNP, growth (GNP) has resulted

in a tax base increase for the district innova-
tion fund. '

2 90 + 2D 2,625,000 Greater efficiency (GRE) in school admin-
istration, financing, and teaching.

3 220 + 2D 8,625,000 An increase' in community involvement
(coM) and concern for public education.,

4 250 + 2D 6,750,000 Greater national interest (NAT) in pub-
lic education has resulted in legislative enact-
ments which provide an increase in funds.

. .
%D = STATOSDOLLARS . (continued on next page)
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TABLE 2--continued

Event Initial Gain (+) or

Num- Proba- Loss (-) by

ber bility District
(Scale: Innov. Fund
1-1000) )

5 65 - 8D 4,250,000 Political conservatives (CON) in STATOS
: are aroused over foreign achievements and the
expansion of nonacademic curricula. A return
to essentials is demanded of educators. Funds
cut.

Socievent Description

6 95 - #D 3,500,000 Parent groups (PAR) have been involved
in recent mass transfers, boycotts, and suits
in protest over recent changes in the schools.
Resulting damages and delays necessitate reduc-
tion in funds.

7 115 - gD 4,500,000 " Teachers (TEA) have recently conducted
numerous strikes and acts of sabotage in protest
over threatening new organizational and instruc-
tional programs. The resulting damages and
delays necessitate reduction of funds.

8 125 - ¢D 4,250,000 Student (STU) vandalism, riots, and pro-
tests have sharply increased because of irrele-
vantin inequitous, and excessively demanding new
programs, resulting in damages and delays.

9 120 - gD 3,500,000 Elite, minority, and religious groups
- have closed another 100 private schools (PRI).
The result has been a rapid increase in publiic

school enrollments and a decrease of funds.

10 55 - gD 5,000,000 A number of accidental school disasters
: (ACC) have occurred ranging from travel accidents
to unknown disastrous side effects of new experl-
mental programs.

11 65 - gD 6,250,000 A redlrectlon ‘of resources (RED) from
schools to other ‘institutions in soc1ety has
occurred as a result of decreased faith in what

schools can accompllsh.

12 20 "~ gD 125,000,000 The 1nternatlonal arms race has pro-
vided many nations and revolutionary dissenters
with advanced nuclear capabilities. Conditions
for world safety are violated and 30% of your
district has been destroyed in a minor nuclear

holocaust (NUC). -
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Any or all of the socievents may occur in'each two-
year implementation period, but in some periods none of
them may occur. The happening or nonhappening of a soci.-
event is determined in a Monté Carlo fashion based on the
event's probability of occurrence in that particular iter-
ation. That is, a random number between zero and 1000 is
generated by the computer for each of the 12 socievents.
Then that number is compared with the actual probability
of each socievent's occurring. If the lafterngceeds the
former, the event is assumed to have occurred. No socievent
may have a probability nuﬁber at any time less than eight
chances in 1000 over a two-year period. |
The occurrence of any of the twelve socievents has
a possible cross-impact effect on 1) the probability of
occurrence of all other socievents in the future, as shown
in Table 3, and 2) the percentage of influence he;d by each
- of the seven educational evaluators as shown in Table 4.
InAthe lg{t.column in Table 3 ére listed the 12 soci-
events. The numbérs across the top represent the same 12
events. This table shows that the occurrence of a given
socievent may increase or decrease the future occurrence
of itself or any other socievent. For example, the occur-
rence of GNP growth causes the occurrence of socievents
1,3,4,5,7,8,9, and 12 to go up in the future, and the
occurrence of 2 and 6 to.go.down. The information in this

‘M““““tompléted mat¥ix—-is~very-valuable-to-players-by-helping -
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TABLE 3

CROSS-IMPACT MATRIX OF THE EFFECTS OF
SOCIEVENTS ON EACH OTHER

Soci- S OCIEVENTS

*
events GNP GRE COM NAT CON PAR TEA STU PRI' ACC RED NAC

1 2 3 4 5 6 7 8 9 10 11 12

1. GNP 6 -3 3 6 6 -3 6 6 6 1
2. GRE 3 3 -3 3 -6 6 3 -3
3. coM -3. 3 -3 -3 -6 -3 6 -3 -6
4.NAT. 3 3 -3 3 3 3 3 3 -9
5. CON 3 3 -3 -6 3 — 6 -6 -3 9 3
6. PAR : -3 3 3 | 6 -3 -6 -3 -3
7. TEA -6 -9 3 3 3 -3 6
8.sTU -3 -6 -6 3 6 3 9 -3 6 6 -3
9. PRI 3 3 3 3 -3
10.acc -3 -6 -6 -6 6 9 3 3 -6 -3 6
11. RED 3 3 -3 -6 -3 9 6 -9 -3 3 3
12. NUC -180 -120 -120 -120 30 =30 =30 =30 60 60

* .
See Table 2 for Socievent Description

them determine long-range effects of the occurrence of

various socievents; hence, which events must be purposely
controlled and how to do it. The compieted'matrik showsmr
the exact extent to which the probability of occurrence'
of each of the socievents is changed.

The occurrence of any of the 12 socievents not
only affects the future occurrence of itself and each .of
the. other socievents, but also the‘percentage of influence
held by each of the seven educational evaluators. Satis—

faction points earned or lost by adoption of edvents are
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TABLE 4

CROSS-IMPACT MATRIX OF THE EFFECTS OF
SOCIEVENTS ON EDUCATIONAL EVALUATOR

INFLUENCE
SOCIEVENTS EDUCATIONAL EVALUATORS

NEO ESS _SOC __EXP REC _ HUM _ BIO

l. GNP -5 -5 2 2 3 4 1
2. GRE -5 3 4 -2 1 -3 3-
3. coM . 3 .5 3 3 -8 3 -8
4. NAT -5 -3 3 -3 10 -8 5
5. CON 10 20 -8 -8 -3 -10 -3
6. PAR 10 5 5 -2 -4 -5 =10
7. TEA -5 5 20 -5 -5 -10 -
8. STU -3 . -8 5 3 3 8 _8
9. PRI 13 -10 5 g ~-10 5 -10
10. ACC 15 5 -3 -3 -3 -3 -3
11. RED 15 15 -3 -5 -10 -3 -10

12. NUC 120 -100 -60 -40 80 -80 . 100

* A ‘ ‘
See Section II (pp. 12-21) for description; for ahbreviations
see page 12.

* %
See Table 2 for Socievent Description

)

n o t summed directly to arrive at total satisfaction points,
but must first be multlplled by the percentage of respectlve
influence each of the seven groups w1e1ds over public educa-
tional opiniOn. This will be discussed in greater detail in
Sections V and VI. Suffice it here to say that the occur-

rence of each of the 12 socievents increases or decreases

the influence wh1ch each of the educat10na1 evaluators holds”

~(on a scale from one to 1000), hence, 1nd1rect1y, the sat1s-

faction points which any given edvent may promise.
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In the left column of Table 4 are listed the 12
socievents. Across the top are listed the seven educa-
tional evaluators. The table shows that the occurrence
of any socievent affects the influence of every educa-
tional evaluator. For example, the occurrence of GNP

gorwth causes the influence of the first two evaluators

to go down and the last five to go up equal to the total

number of points the first two went down. The infor-
mation in this completed matrix is very valuable to
players in helging them determine the long-range effects
of various socievents on,influence'held by educational
evaluators, hence, which events must be promoted to

increase desired influence levels.

Edsurance

Districts may reauce the probability of occurrence
of undesirable socievents through the selection of parti-
cular edvents.d‘Ih a more direct way, districts may E?ke
precautions a;;inst the occurrence of these undesirggie

socievents through the purchase of edsurance~(precautionary

insurance against undesirable educational socievents).

Edsurance consists of one or all of the following seven

educational progfams: &) ccmmunity~school interaction
groups with responsibility ot identify and alleviate areas
of tension; b) school-directed community educational exper-

iences (seminars, assemblies, film presentations, etc.)
ST IR AREeLRr e AN Sutibisiviutstbu it ARSI
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for the purpose of educating the evaluators on critical
issues; c¢) mass meﬁia programs explaining developments
and proposals; d) organization of community referendums
and action gioups as well as change agents and infiltra-
tors when necessary; e) publication of newsletters, papers,
books, and magazines for local use to inform the public on
various issues; f) purchase of insurance against theft,
vandalism, arson, and even strikes; g) establishment of
emergency funds. -

When a cpmmittee decides to buy edsurance for any
or all of the negaéive socievents, it is qgégmed that a
~vofessional staff is hired for the purpcse of implement-
ing one or all of the above programs relating to the given
socievent. | |

The costs of edsurance are shown in Table 5. They
are exactly one-half the probable long-range cost of a
socievent'é occurrence to the district if edsurance is
not bought. Edsurance costs are recomputed at the end
of each ten-year planning period and rise or fall accord-
ing to whether the particular edvent's probability of
occurrence has risen or fallen during‘ the round.

If edsurance is purchased for a given socievent,
then two things happen in addition to the costs which are
deducted from the district account. First, the probability
of occurrence for the socievent is temporarily lowered by

. two=thirds_for.the_two-year period. Now the socievent can
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TABLE 5

EDSURANCE COSTS AT THE BEGINNING OF THE GAME

-

Socievent Cost of
Number Socievent Description Edsurance
5 CON Conservative reaction SD* 138,125
6 PAR Parent protest 166,250
7 TEA  Teacher strikes 258,750
8 STU Student riots 265,625
9 PRI Student population increase ‘ 210,000
10 'ACC  Accidents 137,500
11 RED Redirection of funds 203,125
12 NUC Nuclear war ' " Not Available
TOTAL COST FOR ABOVE EDVENTS ‘$D 1,379,375

*
8D = STATOSDOLLARS

still occur duriﬁg that period. For example, say the
probability of teacher strikes occurring in 1993 is 145.
If the computer generates a random ﬁumbé£ between one and
1000 which is higher, teache; ;trikeé do not occur in that
year.. If the computer-generated number is the same or
lower, then teacher strikes occur. Now if edéurance is
purchésed in 1993 against teacher stfikes, then its prob-
ability of occurrence is lowered from 145 to 49. Now the
computer will have to generate a random number less than
50 for teacher strikes to occur. When the two-yeér period
is over, the original probability of occurrence is rein-

stated.
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Second, the purchase of edsurance also permanently
lowers the probability of occurrence of the socievents

for which it is purchased by one point.

Although the purchase of edsurance both temporar-

ily and permanently lowers the probabilities for negative

socievents, it would be more economical to purchase

edvents with good long-range effects to lower these same
probabilities of occurrence.

If edsurance has been purChased and this.decision
prevents the occurrence of an pndesirable socievent, then
the computer will tell the'district7which socievent would‘
have occurred if the edsurance programs had not been imple-
mented. Edsurance does not protect against nuclear war

or revolution!

The Basic, Long-Term Multifold Trend

There is a basic trend in STATOS which is assumed

to go back for over five centuries and which can be seen

""as a common, complex trend of interacting elements. This

trend has important effects on both the influence levels
and the socievents.

- The basic, long-term multifold trend is for STATOS
to becdmé increasingly sensate (empirical, this-worldly,
seculér, humanistic, pragmatic, utilitarian, contractual,
epicurian, o;mhgdonistic) and egalitarian (meritbcratié,

democratic, and socialistic). 1In the 'school district,
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this is expressed as a slow, long-range tendency for the
‘four liberal value orientAtions (Experimentalism [EXP], --&
‘Social Reconstructionism {SOC], Human Potentialism [HUM],
and Biological Reconstructionism [BIO}) to gain influ-
ence and for the fhree conservative orientations to lose
influénce. This may be reversed, however, dﬁring some
decades and accelerated during others.

In SAFE, this cycle of constant value changes due
to technological, social, and international developments
may cause a decade to éfavitate toward "extreme conserva-
tism," "moderate conservatism," "moderate liberalism," or
"extreme liberalism." Because of the basic, long-term
multifold trend toward liberélism, however, during any
ten-year period there is only a 33% chance of one of the
conservative countertrends occurring and a 66% chance of
one of the iiberal basic trends occurring. |

Whichever of .the four value shifts for a decade
actually occur (and this is determined randomly ac¢cording
to the above probabilities), the COmputer.will’inform the
district of the basic trends for the planning period at -
the beginning of each ten~year round. The effects of the
given‘value shift:are added to district influence levels
on a two-year basis.

The basic, long~term trend not only affects the
influence levels of the educational evaluators, but also

the probability of occurrence of the 12 socievents.
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If a conservative trend occurs, then GNP (growth), GRE
(efficiency), COM (community involvement), and NUC
(nuclear war) all tend to go up, while NAT (national

involvement), CON (conservative reaction), PAR (parent

¥

protests), TEA (teacher strikes), PRI (private school
closures),. ACC (accidents) go down. If a liberal trend

predominates, generally the opposite occurs.
o

Revolution = ... . f—;g;
. 24 J"—'-:(.n-—; -

=

In addifioﬁ to the possibility of the 12 socievents
aﬁd the basic, long-term trend occufring as outlined above,
there is another alternative deVglopﬁé%t which may affect
the district: revolution. The concepé of "revolution" in
the game is not to suggest a violent overthrow of ci§i1
government but rather the radical change of influence
levels of the educational evaluators over public educa-
tion_in the community.‘ A district edgcatiqnal.revplugion‘
may result from raéid change in state or national govern;
ment organization, new legislation, violent acts of stu-
dents or speciai interest groups, or the new involvement
of previously unconcerned power groups. It is assuhed
that with "revolution" the entire district administrative
staff is fired andAreplaced!

The occurrence Or nonoccurrence of a "revolution"
is determined in- the following way: Ddring every two-

year planning period, the computer asks itself whether

-,
-
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any, and if so how many of the seven sociopolitical groubs
have lost all influence in the district (i.e., ﬁheir influ-
éhééllévels have dropped below zero) but who have not yet
become extinct (by dropping below -70). 1If two or more
groups in the district fit this category, then it is assumed
that a potentially revolutionary situation has arisen. This
does not mean, however, that an attempted revolution will
take place, only thaé the potential for such has arisen.

To determine whether an actual revolution will be
attempted, the computer genefates a random number between
one and 30 and then asks itself if this number is greater
than the sum of the number of groups which have lost all
influence in the district. If it is, then an attempted fevo-
lution does not occur. If it is equal to the number of power-
less groups or less than that number, an attempted revolution
occurs.

For example, assume that in 1997 the'influehce levels
for the Experimentalists (EX) and the Human Potentialists
(HUM) drop below zero; furthermore, the influence level of
the Neoperennialists (NEO) has already dropped below zero
in 1987. .The computer generates a random number between one
and 30. If this number is greater than three, no attempt at
revolution is made during the next two years. If it is three
or less, an attempted ;evolution will occur. The computer
will continue to ask this question every two yéars as long

as two or more power groups. have lost all influence in the

district. ' ‘
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Now if an attempted revolution actually ocqﬁrs, it
may‘either succeed or fail. The success or- failure of
the revolution is determined by the computer generation
of another random number between one and 20. If this
number is greater than the square of the sum of the number
of power groups which have lost all influence in the -dis-
trict, the revolution is a failure. If the random number
is less, the revolution is a success. For example, if
two groups have lost all influence, then the random number
generated by the computer between one and 20 must be four
or less for the revolution to succeed. If three groups
have lost influence, it mustibe nine or less for success.
For four groups, it must be 16 or less; and with fivé or
more groups, the success of the révolution is assured.

If the revolution is a failure, gD 20,000,000
in damages and delays as well as a radical power change
résult. The inflﬁenéé oflfhe moé% powerful gfoué is
increased by a npmber equal to half the sum Qf all other
power groups. And the influenge levels of the remaining
power groﬁps are reduced to half their previous value.
The revolutionary groups lose a further 40 points. This.
means that power has been concentrated in the hands of
‘the prevailing leadership and the revolutionaries are
weaker.

'If the revolution is a success, again gD 20,000,000

in damages and delays as well as a radical power' change
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'result. All previous power groups lose two-thirds of
their influence in the district, while each of the groups
- which previously‘had no influence gain an equal share

of the influence lost by the others. For example, assume
that the Neoperennialists (power level -27) and the
Experimentalists (power level =-5) stage a successful
revolution. And assume that the previous influence
levels of the other sociopolitical groups is as follows:
Esséhtialists 415, Social Realists 385, Social Recon-
structionists 55, Human Potentialists 125, and Biologi-
cal Reconstructionists 45. After the revolution and the
8D 20,000,000 lost, the power structure would look as
follows: The previous power groups would lost two-thirds
of their power. The Essentialists would then be 137,
Social Realists 127, Social Reconstructionists 18, Human
VPotentialists 41, and Biological Reconstructionists 15,
The '_':-.fé"\;aiﬁic”{aﬁ;&""éi{o}iéé" would gain equally the amount
of po&er lost (666 points) to make them: Neoperennialists
306, Experimentalists 328.

The success or nonsuccess of the revolution also
affects the probability of occurrence of each of the 12
socievents. If the revolution is a success, then the
probability of occurrence of each of the following soci-
vents goes down: GNP =10, School Efficiency -10, Parent
Protests -20, Teaéher Strikes -20, and Reaistribution of

Resources -20, while the probability of occurrence of the
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following goes up: Community Involvement 5, National
Involvement 30; Conservative Reaction 20, Student
Riots 10, Private School Closure 50, and Nuclear War 10.
If the revolution is a failure, then the probability of
occurrence of each of the following sgéievents goes down:
Community Involvement ~20, Conéervative Reaction -20,
Parent Protests =20, Teache; Strikes ~-20, and Redistri-
bution of Resources =20, while the probability of occur-
rence of the following increases: GNP growth 10, School
Efficiency 20, Natiohal Involvement 20, Student Riots 50,
Private School Closure 50, énd Nuclear War 5.

Whether the revolution succeeds or fails, it is
to be noted from the above that Parent Protegts, Teacher
Strikes and a Redistribution of Resources all go down to

some extent, while National Involvement, Student Riots,

Private School Closure and Nuclear War all go up.

(o)}
o
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Sec*tion IV

EDVENTS

There are 60 edvents which are proposed during
the course of the game. Each is listed in detail with
its cost and according to its order of proposal in Appen-
dix A. During the first ten-year period, the edvents

are available as options in the following order:

First two-year period: - Edvents 1-12
Second two-year period: Edvents 1-14
Third two-year period: Edvents 1-16
Fourth two-year period: * Edvents 1-18
Fifth‘two-year period: Edvents 1-20

Evefy two years two mor2 edvents are added as options.
Aftervthe‘tenﬁh year, twd optidns afe subtfécted'fbrrévery
two that are added so that there are always 20 options
available, minus the ones already chosen, of course. No
edvent may be selected which is notAdesignated as an
option for the period nor may any edvent be selected
more than once.

In the'firét ten-year planning period, 1975-1984,
the first 20 edvents are the options as shown above. For
the second period,Al985-l994,‘the first ten optioﬁé are

gradually dropped and ten new ones are added. So the
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options become 2-22, 4-24, 6-26, 8-28, and 10-30 as each
of the five two-year periods goes by. From these must be
subtracted, of course, any that were previously selected.
For the third ten-year period, 1995-2004, the options are
12-32, 14-34, 16-36, 18-38, énd 20-40. This pattern con-
contiﬁues throughout the remainder of the game.

Edvents are to be thought of as experimental pro-
grams which are being debatéd in the district at the
beginning of the implementation period in question. For
example, Edvent #1 is Career Education and costs gD 11,000,000
to implement; Edvent #2 is Vouchers and costs gD 12,500,000
to implement; and so on. Each of these edvents has two
categories of effects as shown in Tables 6 and 7.

The left column in Table 6 lists ten of the edvents
which occur during the first round:of the game. At the
topare listed the seven educational evaluators. In the
matrix to the right are 1isted the effects of the first
two edvents on the satisfaction of the educational eval-

uators. The positive and_negati#e numbers represent

points on the following continuum: =3 =2 -1 +l1 +2 +3

where +3 means the particular'educational evaluator under
which it is listed is very satisfied with this edvent and
-3 means he is very dissatisfied. For example, the Neo-
perennialists are moderately dissatisfied with Career Edu-
cation but reasonably satisfied with Vouchers, while the

Essentialists are reasonably satisfied with Career FEducation

62 . ,
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TABLE 6

CROSS—-IMPACT MATRIX OF THE EFFECTS OF EDVENTS ON THE
SATISFACTION OF THE EDUCATIONAL EVALUATORS

1 i i *
Planning Period EDUCATIONAL EVALUATORS

1975-1984

EDVENTS NEO ESS sOoC EXP REC HUM BIO
1. Career education -1 +2 +1 +1 +1 - -1 +1
2. Vouchers +2 -2 -3 +1 +2 43 42

3. Accountability

4. Authoritarian
schools

5. Family neighbor-~
hood learning
centers

6. Community nursery
centers

7. Televised home
study programs

8. Education as voca-
tional training

9. Community guidance
and evaluation
centers

10. Experiential
learning
schools

*
See Section II (pp. 12-21) for description; for abbreviations
see page 12. ' ——

and reasonably dissatisfied with Vouchers. The committees
seek to adopt those edvents which the most influential socio-
political groups strongly favor. These are the ones that

will earn them the most satisfaction points.
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A compieted matrix in Table 6 is very valuable to
players by helping them to decide which edvents will likely
maximize satisfaction points. This matrix may be obtained
'by either of two means: players may £ill it in themselbes
by intuition or they may ask for an opinion poll with such
information. If théwassigﬁments at the end of thi$ manual
are used, a partially completed opinion poll is automati=-
cally provided for each of the five ten-year beriods.

The adoption of an edvent not only pleases or dis-
pleases the various evaluators, but as with the occurrence
of socievents, must be considered a social development- -
which actually changes the influence levels of each of the .
groups. The degree to which a particular group's influence
changes is dependent upon two things: a) the degree
to which the evaluator is for or against the edvent, and
b) the degree to which each of the other evaluators is for
or against it. For example, if the Neoperennialists are
stréngly against an edvent and all the other groups are
in favor if it, then the Neoperennialists stand to lose
considerably more influence in STATOS than if they had
others supporting their position with them.

Whaé is important here for committee members to
remembef is that their choice of an edvent will raise the
influence level of those evaluators who favor it and lower
the influence level of evaluators who disfavor it. If all

evaluators equally favor or disfavor an edvent, then no

61
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influence changes result. But however much power one
group gaihs, another must lose. So if many are for an
edvent and one is against, the one who is against stands
to gain or lose a great deal.

The mathematical equation for determining how many
points are gained or lost is as follows:

P=1.5 (X~ M

Where M is the sum of the satisfaction levels

divided by seVeﬁ (i.e., the Mean);

Where X is the satisfaction level of the evaluator

in question; '

Where P is the degree to which the influence level

of that evaluator increases or decreases.

The éhoice of an edvent not only has powerful
effects upon each of the evaluators but also upon the
probability of occurrence of the 12 socievents as shown
in Table 7. The left column in Table 7 lists ten edvents
which occur during the first round of the game. At the
top are listed the 12 socievents. 1In the matrix to the
right are listed the effects of the first two edvents on
the probability of occurrence of each of the socievents.

The positive and negative numbers in the matrix

represent points on the following continuum: -6 =3 -1 0 +1 +3 +6

where +6 means the probability of occurrence of that soci-
event goes up by six points (on a scale from one to 1l000),

and -6 means it goes down by six points. For example, if
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} TABLE 7 .

CROSS-IMPACT MATRIX OF THE EFFECTS OF EDVENTS
¢ ON EACH OF THE SOCIEVENTS

\ T .
e *
S SOCIEVENTS \\“\\
. . - .
EDVENTS i e
T GNP GRE COM NAT CON PAR TEA STU PRI ACC RED NUC \\\\
.
kN
l. Career
education +1 +1 +2 -1 -2 +2 +1 +1 +1
2. Vouchers ~-1 -3 +2 -1 +2 -3 +3 -3 +4 +2

3. Accounta-
bility

4. Authori-
tarian schools

5. Family
neighborhood
learning cen-
ters

6. Community
nursery cen-
ters

7. Televised
home study
programs

8. Education
as vocational
training

9. Community
guidance and
evaluation
centers

10. Experien-
tial learning o
schools

* .
See Section II (pp. 12~21) for description; for abbreviations see
page 12.

*h :
See Appendix A for complete list of Edvents:
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Career Education is adopted, the probability of GNP growth
and greater Community Involvement in educational funding
each go up by one point while the probability of a Con-
servative Reaction or Sfudent Riots each goes down. A
blank spot in the matrix signifies that no significant
interrelationship occurs. |

A completed matrix in Table 7 is aléo very valuable
to players in helping them decide which edvents will most
likely'ihpféése school income in the future and avoid
deductions or losses. This matrix may also be obtained
by either of two means: players may fill it in them§elves
by intuition or they may ask for it at the beginning of
each ten-year period by commissioning a futurist forecast.
If the assignments at the end‘of this manual are used,
then a futurist forecast is automatically provided for

each of the five ten-year periods.

Edvent Failure

Not all edvents which are implemented in STATOS,
unfortunately, turn out to be successes. The success or
nonsuccess of an edvent is dependent upon two things;

a) éhe cumulative probability of occurrence of teacher
strikes, parent protests, student riots, and a redistribu-
tion of resources; and b) the random selection of a number
by the computerﬁ

For examéle, assume that the probability of teacher

strikes is 125, student riots 105, parent protests 70, and

‘t
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a redistribution of resources 80. Then the cumulative
probability of edvent failure is the sum of these four,
or 380. The computer generates a random number between
" one and 2,000 after each edventlis implemented. If this
number is above 380 the edvent is a success; if it is
below 381, it is a failure. | |
If an edvent fails, then three things happen:
a) only half the number of satisfaction points that could
have been earned are actually earned; b) a power reversal
results and those groups which woulé have gained influence
lose half the influence they would have gained; tHose
‘ groups which would have lost influence, gain halflthe
inf%uence they would have lost; and.finally‘c) all posi-
tive socievent effects areﬂlost, but half the negative
effects remain.
| A committee can affect the probability of éuccess
for its edvents by reducing the prdbability of occufrénce
of teacher strikes, student riots, parent protests, and a
redistribution of resources. These probabilities can be
reduced through the implementation of edvents with good
long-range effects or through‘the pﬁrchase of edsurance.
The computer will inform the committee every two-
year period if the probability of edvenﬁ failure has gone
up and will summarize this cumulative probability change

at the end of each ten—yéar planning period.
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The Null Option

There are many citizens in STATOS who are threatened
‘by ﬁbst changes which oécur in society and éenerally speak-
ing are ﬁost pleasedjWhen no change takes place, savings
are accumulated, and taxes are reauced. The decision they
iike best about change, with a few exceptions, is the deci-
sion to avoid all change. This.is called the Null Option
in SAFE. Though it costs nothing *c implement the Null
Option, it has effects upon the socievents and may earn
satisfaction points for the district just like an edvent.
‘The only qualification is that no edvent may be imple-
ménted during the two—z?gr period for the option to be
effective. o
In STATOS the various power groups view the Null
Option according to the continuum from -3 to +3 used to
evaluate allvthe'edvents, where -3 means they are very
much‘against the proposal and +3 meansbthey are very much
for it. The Neoperennialists rate the Null Option +2,
Essentialists +2, Social Realists +1, Experimentalists -2,
Social Reconstructionists -3; Human Potentialists -2, and
Biologicai1R;donstructionists -3. With the-power struc- -
ture as established at the beginning of the game, the
implementation of the Null Option would,earn the district
210 points and increase the influence le&els of the Neo-
perennialists and the Essentialists eéch by six and tﬁe

Social Realists by three while it would decrease the
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~influence levels of the Experimentalists and the Human
Potentialists each by tﬁree and the Social Reconstrﬁci
tionists and the Biological Reconstructionists each by
four. | . .

As with all ed&ents, the implementation of the Null
Option also has éffects upon the socievents. The proba-"
bility for greater efficiency, community involvement, and
private school closure each goes down by two, while the
probability for national involvement goes down by four,
and for a conservative reaction down eight. However, the
probabilities of student riqts and a redistribution of

resources each goes up by eight and nuclear war up one.

-
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Section V
INDICES OF SATISFACTION

The objective of each district innovation planning
committee is to earn as many satisfaction points as possi-
ble. The team that has accumulated the most points at the
end of the game is declared the winner. This is not to
suggest that the only concern of puhllc educators in STATOS
is the long-range satisfaction of various power groups. On
the contrary, educators may have many concerns: training
ih’skills, transmission of the‘cultural heritage, self-
actualization of students and faculty, provisien of fun
activities for youth who are not wanted at home or in the
job market, higher salaries and. prestige for teachers, etc.

SAFE presupposes, however, that only when these
'aboue goals are reLatlvely achleved w1ll thevlnfluence
groups tend to be satisfied. 1In this way, it is suggested
that the overriding goal of educatiQnal pelicy—makers in a
democratic society is the long-range satisfaction with the
schools of those citizens who control them. It is the
policy-maker's responsibility to inform his public through
edvertising when his studies indicate that their wants and
demands are in the lohg-run to society's and their own dis-

"

advantage. It is not his'responsibility to autocratically
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impose his will upon them.
There are three ways a team can earn points:

1) by implementing edvénts chosen among the 20 options
which‘gre available during each ten-year planning Period,
2) impleﬁenting the Null Option if the}conservatives are
strong, and 3) buying edveftising to persuade the eval-
uvators that they like the district choices more than they

thought they did.

Determination of Satisfaction Points

Every edvent has a predetermined effect upon the
indices of s%éisfactionaassociated with the educational
evaluators. These indices represent theJdggree to which
each of  the seven evaluators favor§ or disfavors the eévent.
To convert the inéices of‘satisfaction‘éhange into total
satisfaction points earﬁed or lost, t@ree other things are
needed: 1) the previous levels of influence associated
with the seven evaluators, 2) the indices of. influence
change whidh‘result because of the purchase of the par-
ticular edvent, and 3).'the socievents whi;h occurred and
their effects upon the influence levels of the educational
evaluators.

For example, the computef will determine‘Epe total
number of satisfaction points possible from the éeléction
of Edvent #1 (Career Educaﬁion) as shown in Téble 8. Row

A gives the indices of satisfaction change as taken from
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TABLE 8

DETERMINATION OF SATISFACTION POINTS

EDUCATIONAL EVALUATORS™

EDVENT
Co ‘ NEO ESS s0C EXP - REC HUM BIO

1. Career Education

" A)Y Indices of Satis-

faction change -1 +2 42 +1 +1 -1 +1
B) Indices of Influ-

ence Change -10 +7 +3 +3 +3 =10 +3
C) Previous Level of ‘

Influence +80 4320 +250 +110 +120 +100 ;+2q

: o o )

D) New Levels of )

Influence +70 +327 +253 +113 +123 +90 f23
E) Socievent

Effects on

Influence -5 -3 +10 +5 +5 -5 -2

F) Final Levels
of Influence +65 +324 +263 +118 +128 +85 +21

G) Gross Satis- :
faction Points -65 648 526 118 128 -85 +21

H) Net Total:
+1280

*See Section II (pp. 12-21) for description; for abbreviations
see page 12.

Table 7. Row B gives the indices of influence change which
result because of the selection of this edvent as described
. in Section IV. Row C gives the initial indices of influ- |
énce which existed before this edvent was implemented. -
At the beginning of the game Row C consists of the
initial influence 1eve1§ described in Section II and put
on a qontinuum from one to 1000. -Row D gives the new

indicgs of influence for the evaluators as a result of
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the implementation of this edvent. It is derived by
adding B and C. Row E takes into consrderation the s2ci-
evehts that occurred during the tio-year period in which
the edvent was implemented and shows how the influence
levels have changed because of their occurrenée. Row F
if the final level of influence for the evaluators at |
the end of the two-year period. It is derived by‘adding
D and E. Row G shows the satisfaction points earned or
lost by the purchase of Career Education. It is derived
by multiplying Rows A and F. The net total on Row H is
the sum of the elements of Row G;

In preparing for a ten-year plénhing period,'players
can estimate how many points an edvent can earn them by just
multiplying the indices of influence change (A), which are
partially listed in the assignﬁents in Appendix B, by the
previous levels of influence ), yhich are available in
Section II at the beginning of the game and are provided
by the coméuter‘at the end of évery succeediné ten-year
planning period. The products of (A) and (C) are then
sﬁmmed as shown in (H) to give an estimate of the total(
points‘any.edvent might earn the team.

This technique is extremely valuable to piayers
because it provides them with a means to determine which
- of the edvents among those.availéble would be the"best one
to implement. The higher the net total is for any edvent,

the more desirable it becomes; that is, of course, if the
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Ibng—range effects on the socievents are also desirable.

It should be noted again that the sum of the levels
of influence for the evaluators always approximafes 1000.
‘_As one group becomes morerinfluential, another group must
necessarily become less influential. As mentioned earlier,
it is quite possible for some groups to lose all their
influence by dropping their Row D indices below zero. When
such occurs, the negative influence levels continue to be
- recorded, but no satisfaction points'may be earﬁed or lost

from this group until its influence level rises above 2zero

again.

Edvertising

| It is assumed that a large percentage of the eval-
uators in STATOS are relatively short-sighted or ignorant
on educational matters and can be persuaded by such means
as commercial advertising, special community presentations,
endorsement by influential leaders, etc., to change their
evaluation of the desi;ability of any given edyent in a
positive direétion. For example, the Neope?ennialists
moderately dislike career§?duéation and hence rate it -1,
while the Essentialists considerably favor it and raté it
- +2. Through edvertising a committee may change ahy of
these ratings up to one full point in the positive dirée—
tion. That means the Neoperennialists can bé peréﬁaded'
at least to take an indifferent position on career educa-

tion and hence rate it €, while the Essentialists can be
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persuaded that it is the best thing that could péssibly
be done and rate it +3.

Through edvertising in this way, a committee can
earn a considerable number of points and permanéntly change
the influence levels of the evaluators in desirable direc-
tions. For example, in Table 8 Rows A and F were multi-
plied to get the gross satisfaction points earned for
career education. Now assume that a committee decides
" to edvertise as much as possible on three rapidly declining
influence groups in the district. This means it is going
to persuade each of these three evaluators to like this
edvent one full point more or dislike it one full poinﬁ
less. The new indices which result and the consequénces
of the decision upon the total points earned are shown in
Table 9.

Row A gives the original statehent of the degree to
which the evaluators like or dislike the édvent as taken
from Table 6.  Row B shows.hdw much edveftisiﬁg the bbm-‘
mittee decides to implement (this is the maximum for the
three low influence groups). Row C gives the new indices
of satisfaction which result when Rows Avaﬁd B are added.
Row D gives some hypothetical previous levels: of iﬁfluence.
Row E shows how these influence levels will change as a
reéult of the edvertising. These changes are derived
mathematicaliy by the formula provided earlie;l“_Row F

Qis the sum of Rows D and E. The Gross Satisfaction Points
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TABLE 9

EDVERTISING EFFECTS ON SATISFACTION AND INFLUENCE LEVELS

*
EDUCATIONAL EVALUATORS

EDVENT NEO ESs SOC EXP REC HUM BIO

l. Career Education
A) Indices of Satis- . -
faction Change -1 +2 +1 +1 +1 -1 +1
B) Edvertising -:- +1 0 o . 0 0 1 1

C) New Indices of R
Satisfaction 0 +2 +1 +1 +1l 0 +2

D) Previous Levels-
of Influence +5 +285 +325 +85 +265 +25 +10

E) Changes in Influ-
ence. - +3 -2 -2 -2 -2 +3 +3

F) New Influence .
Levels +8 +283 +323 +83 +263 +28 +13

G) Gross Satisfac-
tion Points 0 +570 +323 +83 +263 0 +26

H) Net Total: +1265

I) Additional Points
Earned: 37

* %
J) Cost: gD 980,000

. , . . o . . ‘ .
See Section II (pp. 12-21) for‘descrip - fer abpreviations see
page 12. s :

h B
H <

RN k

* % ' s
8D = STATOSDOLLARS PR i

on Row G are derived by multiplying Rows C and F. They are
summed to form the total in Row H. The additional points
earned through edvertising in Row I result from both the
changes caused in the indiceé of satisfaétion and the influ-
"ence levels. A total of 49 additional points are éarned by

\

s
_J . .
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edvertising directed at the three low groups, but since
this slightly reduced the influence of the four larger
groups, 12 satisfaction points were also lost to make the
additionél points earned only 37. But the district was

~ .Charged for the full 49 at gD 20,000 per satisfaction
point. The additional costs result from changing the
power structure.

When edvertising is directed at the powerful groups
in the district or at all groups, it is possible to earn |
up to an additional 1000 points. This would cost the dis-
"trict about gD 21 million. The gquestion is whether the
committee could earn more points through the purqhase of
an edvent for an equivalent sum of money. '

Two qualifications to the'use of edvertising need
to be noted. First, the committée may no- edvertibe for
any group more than one full point. To maké typing easier,
the person at the terminal responds with a number between.
one and ten, where ten reprsents one full‘poipt, and num-
bers less than ten represent a fraction the;eof. Second,
if the satisfaction of an evaluator is already +3, then
its satisfaction can never becomé'greater and so edver-

tising with this group is not allowed.

Savings and Loans

If a committee decides to purchase more edvents
_— than it can afford or is forced into debt because of the

occurrence of various socievents, the computer automatically
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assumes the district wishes to borrow the deficit sum at
the rate of 5% per year. However, since it is assumed
that loans are initiated randomly during £he two—yearv
impleméntation period, actuél interest charged is only
5% fpr the two yearé.

For example, a committee may spend all but @D 150,000
on the purchase of edvents. The occurrence of three nega-
tive socievents, however, necessitates“thét it borrow an
additional gD 9 million. At the beginning of the next
implementation period, the computer deducts the 8D 9 million
as well as gD 450,000 in interest for a total of gD 9,450,000.

from the 2D 12 million the district receives in tax reve-

nues.

A committee may also save extra funds that it has
from one implementation‘period to the next at the rate of
4.5% per Yeaf or 9% for the two-year period. As with loans,
it is assumed that savings are initiated randoﬁly during
the period, so actual interest earned totals 4.5% of all
funds remaining at the end of each‘pgriod.

If a committee goes into debt over %D 30 million,
the public increases its tax revenues by 10% of the total
‘debt. For example, if a district is 8D 50 million in
debt, the compﬁter will increase its piéﬁﬁial income from
8D 12 to SD 17 million, an increase of 10% of gD 50 million,
or 8D 5 million. This is possible becauseé of an increase

in the taxes levied on the citizens. The public, however,

3
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is invariably displeased by the need for increased taxes,
and the district loses 50 satisfaction points for every
8D 10 million it has in debts if the total is still above
8D 30 million at the begiﬁning_of the two-year éeriod.

Another example of how debts and satisfaction points

are related is when an expensive disaster occurs. >Nuclear
war immediately“incﬁrs a district debt of gD 125 million
for costs of rebuilding the district. The public increases
the tax revenues by 10% of the debt or from gD 12 million
biennially to gD 24 million. Since ihterest amounts to
gD 6.2 million, this is a net gain of gD 5.8 million in
which to pay off the debt. Every two years, howéver, the
district loses 600 satisfaction points because of the
increaséé tax burden upon the public. g
_ ' In order to di;courage teams from incurring exces-
sive debts, any team_whiéh is still more than 8D 10 million
in debt at the end éf the game is declared bankrupt and
loses 800 satisfaction points if he has not had a nuclear
war and 300 if he has, for each gD 10 million in debts
whiép remain. However, committees may go up té gD 10
million in debt without losing any satisfaction points.

If a committee manages to save a surbius_over 2D 30
million, the citizens conclude that the district doesn't
need such a high biennial tax revenue and therefore

reduce the tax leVy by 10% of the surplus. For example,

if a district has saved up 2D 50 million, the computer
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will reduce its biennial income from 8D 12 to 7 million,
a decrease of 10% of SD 50 million, or 8D 5 million,
until such a time that district savings fall below gD 3C
million again. The'puﬁlic, of course, is very pleased
by the decrease in the tax levy and the district earns
100 satisfaction points for every gD 10 million it has
saved above 8D 20 million at the end of the two-year
period. In the example above, if the district still
has gD 50 million in savings it will earn an additional
300 satisfaction points.

When tax revenues are changed, significant effects
upon certain socievents also occur. Whevever taxes are
increased, the probability of further community involve-
ment goes down by ten points, and national invoivement
and a consérvative reaction each goes up by ten points.
Whenever taxes are decreased, all three of the above go

,

down by ten points.

It is possible for the game to be terminated early
before the year 2024 is reached. If a district is in debt,
the computer will ask itself every two years if the dis-
trict debt is greater than gD 200 million. -Such debts
can occur with two or more nuclear wars and revolutions--
a series of misfortunes which is very rare, but can happen
if the committee consistently makes very.podr decisions.

If the district debt is . greater than gD 200 million,

it is assumed that war has destroyed the society, chaos is
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rampant, and the schools are clbsed. The computer will

type:

THE GOVERNMENT HAS\COLLAPSED. PUBLIC SCHOOLS ARL
FOREVER CLOSED. EDUCATION HAS RETURNED TO THE FAMILY,
THE TRIBE, AND THE PRIESTS.

The computer will then sum all that has happened in the.

game and terminate the program. , —
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Section VI
GAME. PROCEDURE : BRIEF . SUMMARY

It is the purpose of this section to explain in
greater detail exactly how the computer interacts with a
team to simulate a future environment, and the techniques

the computer uses to evaluate team decisions.

_The Game Program

r

In the simulation-game SAFE the computer represents
the world with which the district committee is interacting.
It computes the effects of their choices upon the educa-
tional evaluators and the socievents,. determines which
soclevents orccur, serves as a bank and a critic, and .
‘finally summs it all up at the end. An outline of the
computer-team interaction is shown in Figure 2 on the next
page. A two-year run of the game on the computer and a
.ten-year conclusion are given inlAppendix C.

When the team representative sits down at the com-
.puter terminal and types in his team number; the name of
the game, and the roﬁnd he is about to play; the computer

will immediately respond by typing:

INTRODUCTION

YOU ARE ABOUT TO PLAY THE GAME SAFE --A SIMULATION OF
THE FUTURE OF EDUCATION FROM 1975 TO 2024 A.D.

8J
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INTRODUCTION
+

Basic, Long-Term Trend
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€

Two-Year Planning Period

.;-(

Edvent Choice

¥
Evaluation of Choirs
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Edsurance

+
Sacievent Occurrence
+
Edvertising
¥

Evaluation of Edvertising
+

Satisfaction Points Earned
+
Statement of Value Changes
Statement of Account

+
Total Points Earned
+
Statement of Debt
¥
Status of Variables
. +
New Edsurance Costs
¥
SUMMATION
¥
Statement of Ac~count
¥
Total Points Earned
¥
Edvents Purchased
¥
Status of Variables
¥

Socievent Frequency

Socievent Losses
¥

Foints per gD* Invested

* gD = STATOSDOLLARS

Fig. 2.--Game Procedure Flowchart
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YOU REPRESENT DISTRICT 1 AND ARE NOW RESPONSIBLE FOR
EDUCATIONAL DECISIONS FROM 1975 TO 1984.

Depending upon the round the group is playing, the dates
on this last statement will vary accordingly. The com-
puter proceeds to determine whether the ten-year societal\
trend will be conservative or liberal. For example, the
computer may type:

GENERAL SOCIETAL AND INTERNATIONAL DEVELOPMENTS (WER THIS
DECADE WILL STRENGTHEN INFLUENCE GROUPS IN YOUR DISTRICT
FAVORING MODERATE LIBERALISM. .

Whichever trend occurs, its effects are computed during
ea~h of the two-year planning periods for the entire
decade. The computer next types out:

YOU ARE NOW LIVING IN THE YEAR 1975. YOUR ACCOUNT HAS JUST
‘BEEN -CREDITED WITH 5D* 12 MILLION FROM TAX REVENUES.

WHICH EDVENT WOULD YOU LIKE TO IMPLEMENT THIS YEAR?
~IF NONE, TYPE 0.

Players must now>proceed to type in which of the
first 12 edvents they wish to iwmislement during this two-
‘vear period. After they type in the nqmber of the edvent,
the compﬁter will immediateiy tell’themlthree things:. 1)
whether it was cne of the two best choices available for
immediately earning satisfaction points, 2) whether it was
one of the two best choices possible for long-range bene-
fits--i.e., increasing the probability of occurrence of
positive socievents and decreasing it for negative soci-

events, and 3) whether its benefits are worth the cost.

N L ‘
SD on the computer will mean gD (STATOSDOLLARS) .
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.
il

"If a team has made the best possible choice for
earning satisfaction points,.then the probability of
socievents Greater Community Iﬁ@olvement* and Greater
National Involvement each goes up by two points. If‘ |
a tea%ldid not make the best choice, then these two go
down by two points each.

If a team.has made one of the two best possible
3ﬁ?;ces for long-range bengfits, then the probability of
socievents Conservative Reéction and Redirection of Rescurces
eaéh goes up by two points. If a team did nct make one of
‘the two best choices, then these two go down by two points
each.

These computations are figured out by the computer
instantaneously and §tored in its memory. ‘The computeg
also calculates at this time the cost of the edvent ané
its effects upon the occurrence of all other socieventé

\

and the educational~evaluators in general as given in
Tables-6 and 7.

“gThe computer next asks the players if they want to
choose another edvent during this two-year period;i If not,
i£ procéeds to ask them if they wish to implement edsur-

* k . PO " .
ance programs. Then 1t computes by random seiection

according to the probabilities of'occurrence as to which

e

*
See Table 2.

* *

PP

See pages 27-30. VoL

80




63
socievents occur,* bug it tyl s out only those socievents
for which edsurance has not been purchased.

If players bbught edsurance, the computer will now
tell them which socievents would have occurred had they
not‘bought-it.‘ . o | |

Playérs are then asked if they wish to purchase
edvertising.** If they decide to edvertise, the computer
will immediately tell them how much it cost them, how...
many additional séfiéfaction points they earned, and the
extent to which influence levels were changed. It will
also rank their choice with the’edvent options for earn-
ing points veréus the costs involved.

The computer now states that this two-year session
hasz ended. It types-éut how many satisfaction points the
district earned, notes whether it has gone into debt, and
if so, charges ic intefest accordingly,*** and proceeds
to begin the nu:ni: two-year planniﬁg period. |

This procedure just described,.as is shown in Figure
2, sopeats iiseif £i' 2 times until the ten-year planning
oeriod is completed. Then the program termiﬁateé itself
to aliow committees to prepare for the rnext session.

A the end of each ten-year pcriod the computef

prints out the total points the district earned during

5

*
See Table 3.

* %
See pages 51-54.

« kk*k
" See "Savings and Loans" pages 54-58.
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the ten ve. -, reviews the status of the account and all
va*iabl.  ,influence levels of the educational evalua-
tors .nd the probability 9f occurrence of each of the
soclevents) and computes and states the new edsurance
costs. |

At the end of the fifth ten;year period (i.e., in
2024 A.D.) the cohputer sums the entire game by perform-
ing the following:

1) It reviews the account, and if the district
has more than £D 10 million in debts, it is declared
bankrupt and the team loses 800 (300 if nuclear war
occurred) satisfaction points for every gD 10 million
in debts remaining.’

2) Total points earned are stated.

3) A printout of all edvents implemented is given.

4) Changes’in influence levels and socievents
probahilities are stated.

5) Financial losses due to the occurrence of soci-
events are given.

6) The total points per million gD invested in
edvents is calculated. This tells the group which team

made the best educational choices.

Decision Analysis

As shown in Figure 2, the computer is programmed -
.to analyze most committee decisions to determine if they

were the best ones possible, ard if not, where they rank
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in comparison to all the other possiblities. For Fhis
purpose three kinds of analysis are made: 1) a public
relations analysis, 2) a futurist analysis, pnd 3) a
cost-benefit analysis.

——

_ when the compuéer performs a public relations
akgiysis, it takes all of the edvents which a committee
mdé implement in a given two-year period and totals up
the number of points each of these edvents could earn
the team if the team were to implement it. This is per-
formed by the computer through use of the technique shown
in Table 8. After totaling all the points which each
edvent could earn »ne district, the computer ranks the
sums from the highc:t to the lowest and then asks if the
committee clioice i® one of the two highest ones. If it
is, the comput ¢ types:

You MADE ONE OF THE BEST F(SSIBLZ CHOICES FOR GAINING
TMMEDIATE PUBLIC SATISFACTION.

1f the committee choice is not one of .he two highest ones
in the computer ranking, then it types:

YOU DID NOT MAKE THE BEST CHOICE FOR EARNIQG IMMEDIATE
PYUBLIC SATISFACTION. ANALYSIS RANKS IT X.

When. the computer performs a futurist analysis,
it again takes all of the edvents which are the options a
committee has available during a given two-year period and

totals up from Table 7 all of the desirable effects and

*x stands for the position the cho'ce holds in the
ranking.

89



66
then all of the undesi.able effects which the edvent
creates. But before it proceeds to sum the two, it
weights each of “he effects according to the particular
socievent's probability of occurrence and consequent cost.

For example, career education has a -2 effect upon

a Conservative Reaction and a +2 effect upon Nuclear War.

If the probability of a conservative reaction is ——T%%E_

and the probability of nuclear war is —_T%%E_ then the
weighting factor equals _ngﬁ_ X 8D 4,250,000 for a con-
servative‘reaction aﬁd _T%%E— X gD 125,000 for nuclear
war. When these are multiplied out and then divided by
1000 to make them mofe managyeable, they equal 276.25 and_
2500 respectively.

The computer makes such an analysis for each of the
12 socievuns and then multiplies these weightings by the
change fa 'iors associated with the edvent. The products
are then summed as described above--in accordanée to
whether the socievent is considered to be desirablc or
undesirable.

The totals arc ranked from the highest to the low-
est and the computer then asks if the committee choice is
the one of the two highest numbefs in the ranking. If it
is, the computer will type:

YOU MADE A GOOD LONG-RANGE DECISION WHEN CONSIDERING
SOCIEVENTS. )

If the committee's choice is not one of the two highest

ones, the computer will type:
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WARNING: YOU DID NOT MAKE THE BEST LONG-RANGE DECISION
WHEN CONSIDERING SOCIEVENTS. ANALYSIS RANKS IT x*

The futurist analysis described heré and which the
computer uses is rather complex and would be too time-
consuming for players to usem. However, a committee may
quite accurately approximate this analysis by simply drop-
ping the weightings described above. ‘Instead, use Table 7
to add up the desirable and undesirable effects directly.
Then double or triple the effects of events with high
probabilities or which are very expensive.

The third kind of analysis which the computer per-
forms relates the costs to the benefits. The computer
takes the number of satisfaction points which each of the
availablie edvents could eérn a district during the two-
year period and divides them by their cost.

For example, say that career education could earn
a district 1,250 points and vouchers can earn it 980 points.

If we divide the number of points by the edvent cost in

millions of STATOSDOLLARS, we then get —%%E%—~ = 136.63
~and f—I%Q%— = 78.4 respectively. This shows that career

‘education is almost twice the buy of vouchers. By this
an.lytical technique it is quite possible for an edvent
wi.ich promises fewer satisfaction points than another,
but which costs'Eonsiderably less to implement, to be

ranked higher in a cost-benefit analysis.

*
X again stands for the position the choice held
in the ranking.
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Technically speaking, however, 5 cost~benefit
analysis is not complete if the long-range effects are
not taken into consideration. When the computer makes
a cost-benefit analysis, it does the following: First,
it divides the points an edvent offers by its cost as
shown above and then it ranks the quotients from the
highest to the lowest. Second, it multiplies each of
the edvents in the cost-benefit ranking by two and adds
them to the futurist ranking of the same edven:s. This
is a weighting factor which in effect says that the satis-
faction-cost element is twice as important as the soci-
event-cost element. Finally, the new sums are then ranked
from the lowest to the highest. The lower this total is
suggests the higher the edvent was in both the previous
rarkings.

The computer next asks if a team's choice of an
edvent is equal to one of the first two numbers in the
computer ranking. If it is, then the computer types:

A COST-BENEFIT ANALYSIS SUGGESTS THAT YOU MADE AN
EXCELLENT OVERALL DECISION.

TIf the team's choice is not one o¢: the first two in the

computer ranking, then the computer types:

A COST-BENEFIT ANALYSIS SUGGESTS THAI YOU MADE A REASON-
ABLE COST-BENEFIT CHOICE, BUT OTHERS WERE BETTER. In
COMPARISON, ANALYSIS RANKT IT X. *

*X again stands for the place the choice holds in
the ranking.
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Of the three analyses described above, the cost-
benefit analysisis the most comprehensive and therefore
the most important.

The computer ':ill also perform a cost-benefit
analysis whenever edvertising is purchased. It divides
the total number of points earned thfough edvertising by
the cost the district incurs. Then it divides each of
the edvent options for the period by its costs and multi-
plies the quotient by 0.6 to offset the probability of
edvent failure. Then the cémputer ranks all of the edvents
and the edvertising investment from the highest to. the
lowest on the cost-benefit analysis. If the choice to
edvertise is not at the top of the ranking, then the

computer will type:

IN COMPARISON TO EDVLNTS FOR EARNING POINTS, YOUR
EDVERTISING IS RANKED X.*

If the choice to edvertise is at the top of the rankiug,
then the computer will simply go on to the next issue.

Conditions may arise when the standard procedures
of decision analysis outlined here must be mcdified. If
one or more of the educational evaluators has lost all:
influence in the district, then the analysis of long-
range effects is completely shifted from concentration
on long-range effects of edvents on the socievents to

analysis of the long-range effects on the power structure.

*
X again stands for the position the choice held
in the ranking.
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Edvent options which most_please + 12 revolutionaries
are ranked the highest, assuming they do not increase
the probability of nuclear war.

If two or more power groups have influencc levels
below zero and have not yet become extinct, the computer
reports that crisis-level policies are now demanded and
the cost-henefit analysis shifts its summation ratio from
two-to-one in favor of the public relatiéns analysis to

two-to-one in favor of the futurist analysis.

(173

“c




Edvent
Edvent
Edvent
Edvent
Edvent

Edvent

APPENDIX A

The Sixty Edvents

1. .00 ¢ .
11 |

21

C )
41

>

72
77
82
87
92

97

71



Q

ERIC

Aruitoxt provided by Eic:

BOVEND #l:  CAREER EDUCATION; COST gh* 11,000,200 72

The vocational education departments in schools have been relegated to
an inferior position by taking moustly problem students who fail to make it
elscewhere and by teaching ther ach>ies and crafts mostly irrelevant to the
world of occupations. The family now fails to introduce youth into the world
of meaningful work experiences and the variety of jobs available. Further-
more, the extended period of education nowadays tends to increase student
frustration by prolonging dependency and providing few alternatives for
demonstration of responsibility and competency.

It is therefore proposed that vocational cducation be taken out of the
public schools, though it will still remain under district supervision, and
be reorganized under the direction of Career Education Centers. For elemen-
tary students, the Centers will provide representatives of various occupa-

tions to work and demonstrate their skills at the school<. Teachers will
receive curricula to introduce children to the varicty of work experiences.
For seccondary students, special complex<es to be ¢.. =d Career Development
Centers will be built where students may spend t ... . .- & wore hours a day in
one of 28 "slusters" of related courses which p: .tudents for jobs and
carcers. The Centevs will run the apprenticeshi, Jjrams for all the trade

unions and students will be actively involved in ui..-che-jub training. Greater
Community Talent Banks will be established to match ntudents with professionals
who have offered to introduce promising youth into tlieit careers. All stu-
dents will be required to study in at least ore n{ the carcer clusters at the

Centoers.

EDVENT #2: VOUCHERS; COST gD 12,500,000

The school system is failing to mect the needs of minority groups and a
growing number of special demands of middle-class students and parents. To
make schools more responsive to public needs, to make them more accountable,
and to give parents a wider range of choices, it is proposed that a system
of vouchers be initiated so that students may attend any of a variety of
public schools of their choice in their community.

Under the voucher plan curricula of various schools in STATO0S will be
arranged to fit the nceds of particular groups. Some schools will be designed
to especially emphasize the basic sciences; othecrs, social adjustment; and
stil] others, aesthetics through music or art or dance. Some schools will
be self-directed open learning systems with much self-responsibility, com-
munity involvement, and free time; others will be strict, perhaps even ascetic
or military-oriented. Some will be boarding scnools 1in nearby parks, moun-
tains, or deserts, while others focus almost entirely on home study. '

Any public school may be redesigned and receive cash for vouchers pro-
viding it can 1) attract a minimum nyber of students (i.e., 100), 2) meet
certain requirements of demonstrated integration, and 3) develop a viable
curriculum. The family will assume a significant role in shaping the child's
cducation through its participation in many commur..ty seminars and meetings
as well as throuygh private counselor visitations for purposes of presenting

the alternatives available.

*
8D = STATOSDOLLARS
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EDVENT #3: ACCOUNTABILITY; COST: %D 7,500,000

Parents and students are demanding that all social institutions bhecome
more responsible for stating goals explicitly, for demonstrating their
achievements and for offering their clients meaningful alternatives. This
concern has arisen in education especially, on the one hand, because of
numerous successful suits in which courts have held school systems legally
responsible for failure to teach basic skills and, on the other hand,
because of growing national commitment to equality of educational outcome
and rising expectations as a result of promising innovations in experi-
mental schools.

It is therefore proposed that there be established an Educational
Accountability Commission with the task to (1) define areas requiring
assessment, 2) show discrepancies between stated objectives and their
achievement, and 3) involve community groups in evaluating STATOS' edu-
cational needs. B :

Each schoecl district will have responsibility for defining its
specific goals and behavioral objectives. *The State Board of Education
will develop accountabilify programs and a procedure to evaluate and
approve local district objectives. Profiles for general effectiveness
of entire districts, schools, and individual teachers will be established
and made public. Administrators and their teachers will be held account-
able to meet minimum standards under penalty of wage losses or suit by
parents and students. Lavish bonuses will be awarded for excellence
beyond standards. Parents and students will be free to choose their
teachers and schools, though curricula at all institutions will be very
similar. Schoois and teachers w-th inadequate enrollment will receive

pay reductions.
EDVENT #4: AUTHORITARIAN SCHOOLS : COéT 8D 3,500,000

Inner city schools are disintegrating into centers of crime, drug and
sex indulgence as well as places for the propagation of teachings which
incite social dissidenne and revolution. Educators have lost respect and
stand pcwerless before student rebels. School anarchy is spreading to the
suburban districts as well. Factional interests and lenient court rulings

have prevented any major reactionary programs.

It is therefore proposed that more authoritarian schools are neces-
sary. What youth need is the discipline that broken families and a soft
social life fail to provide. It is proposed that the old Boards of Edu-
cation be replaced by single Commissioners solely responsible for opera-
tion and powerful enough to be placed above all factional pressures.
Principals will be made relatively autonomous in their schools and
teachers an impregnable authority in their classrooms. It is proposed
that teacher strikes, student boycotts, and any other organized school
disruptiun be legally prohibited. . Other than involvement in financing,
politic .+ are to leave all educational decisions to the professional
educato;:: uven as medical decisions are left to the doctors. The Courts
are to uphold the status of the school as being in loco parentis beyond
any possible successful assault even if an amendment to the Constitution
is necessary to accomplish it. Only when educators have extensive powers
to impose mild corporal and severe social punishments will schools once
again become efficient, constructive institutions dedicated to preparing
youth to participate in a democratic society.’
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EDVENT #5: FAMILY NEIGHBORHOOD LEARNING CENTERS; COST:  $D 16,500,000

Large numbers of adults in our communities have no opportuﬁifiés to
casily engage in learning experiences which meet their interests and needs.
This is because such experiences are not available, citizens don't know
about them, or they live too far away and instruction is too expensive.

It is therefore proposed that Family Neighborhood Learning Centers bec
established in STATOS where interested adults, children, and youth can work
cooperatively on study units and learning packages without cost. Center
or self-initiated groups will be devoted to everything from writing poetry
to studying the latest political leaders as an election approaches, or from
tours of local museums to travelogue films. Students who enrxoll will be
freed from compulsory courses at the public schools.

The Centers will also initiate special instruction in child-care and
training for mothers and provide learning games and toys for youngsters on
a loan basis. It is »roposed that STATOS initiate in each center a Learn-
ing Information Service which would have a topical computerized listing of
special interests to community citizens. As new books, courses, articles,
operas, films, etc., become available in STATOS, each citizen will receive
a weekly printout of all new materials available which would be of specific
interest to him. The printout will alsoc contain a listing of other people
in the community with similar interests and upon request the Centers will
organize these citizens for appropriate social and-learning encounters.

EDVENT #6: COMMUNITY NURSERY CENTERS; COST: gD 14,500,000

All across STATOS large numbers of mothers with preschool children are
returning to work and demanding new day-care facilities. Numeérous studies
are now showing that properly directed nursery facilities are extremely
beneficial to enrolled children, especially when the mothers participate.
Compensatory educational research has demonstrated that for children who
are entered in specific programs at birth, IQs can be raised by as much
as 30 points and average children can read at age three.

It is therefore proposed that STATOS establish low-cost Community
Nursery Centers as part of its compensatory education commitment. These
centers will have spacious indoor and outdoor playgrounds, special educa-
tional TV programs, educational games. and paraprofessionals trained in
development of perceptual and verbal skills to help teach mothers the new
techniques to maximize child development as well as further their own edu-
cation. The Centeéers will have cradles, beds, bottles, and diapers for
the children, and cafeteriac and adult entertainment and learning exper=-
iences for women whose children are asleep. There will also be paramedical
assistants who check over éhildren and their mothers. It is proposed that
tax credits, entertainment, free baby sitting, and food discounts be pro-
vided as incentives to encourage all mothers to attend whether they work-
or not, and that the Centers receive special additional remuneration for
each mother and child enrolled from disadvantaged groups.
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EDVENT #7: TELEVISED HOME STUDY PROGRAMS; COST: gD 11,000,000

A global clectronic university has been established with terminal
facilities (CAI devices, rapid printers, holographic systems) installed
around the world in thousands of institutions. It has cxemplary 3-D lec-
tures, demonstrations, and travelogues by the greatest scholars and public
figures in the world on the basis substance of their fields of specialty.
They are helped to present their ideas in ways both highly educational and
at the same time recreational. These presentations are now available to
the general public through the STATOS University Libraries together with
instructional kits and CAI programs which allow for independent mastery
of complex bodies of information. :

It is therefore proposed that the STATOS Educational Network make
these materials available to all students and teachers as well as to
parents over local CATV or computer. channels. To facilitate student use
of the Network, it is proposed that a Home Study Program be initiated
so that students who would rather learn certain skills or a body of
information through Neiwork presentions on CATV or a local computer
terminal, may do so rather than take the subject in a class at their
schools. Contracts for home learning will be made between parents, stu-
dents, and the school on the one hand, and STATOS Educational Network
on the other. Weekly or monthly meetings will be planned to assess
progress and facilitate improvement of the program.

EDVENT #8: EDU~ATION AS VOCATIONAL TRAINING; COST: gD 6,500,000

The Supreme Court has just ruled it unconstitutional to impose require-
ments or qualifications on candidates for any form of employment or social
distinction which are not measuréments of behavior necessary to the per-
formance of duties of distinct occupations. The Court argues that the use
of tests, grades, graduation certificates, and qualification exams in schools
and places of business (e.g., the whol basis of a general education curricu-
lum), are generally irrelevant hurdles which unjustly function to preserve
certain classes and professions at the expense of the public at large and
the psychological well-being of the majority who are in the long run inevi-
tably -judged to be inferior. - _

Mow that the use of diplomas and grades as well as unapproved quali-
fication tests are recognized as illegal in STATOS, it is proposed that
the public schools admit total failure in their attempts to achieve social
equality through general education programs, and henceforth limit their
efforts and responsibilities to direct vocational training.

To help accomplish this goal it is prcposed that an independent
Occupational Evaluation and Testing Agency be created to evaluate and
certify training qualification programs for various occupations, appren-
ticeships, and professional schools. The agency will see that performance
criteria and selection of applicants for learning programs are independent
of years or place of schooling, age, sex, race, or family of applicant

It is proposed that all instructional programs be rated according to
their success in achieving various occupational goals. Any experiences
in or out of schools which can be shown to - .in toward these desired
goals will be accepted in lieu of compulsory attendance in traditicnal
educational courses. Any other goals of personal development which stu-
dents wish to pursue will be considered issues of personal discretion
over which the state has no rlght to grade, test, or direct except by/

specific student request.
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EDVENT #9: COMMUNITY GUIDANCE AND EVALUATION CENTERS; COST gD 17,000,000

With increasing social wealth and security, the needs of the majority
of citizens in STATOS are shifting into the love, estcem, and self-
actualization domaing (Maslow hierarchy of needs). This is leading to
much frustration and social unhappiness, for without professional counsel-
ing, many individuals have difficulty in our seccular, rational, and imper-
sonal society in finding ways to fulfill these higher needs.

Since school counselors and psychologists fail to be really effective
for students in meeting the growth needs and serve mainly as apologists
and disciplinarians for the syStem, it is proposed that they be separated
completely from the .school to form an independent Community Guidance and
Evaluation Center. Such centers will cater to the needs of the entire
community, remain open until midnight, and have staff available to coun-
sel all citizens anywhere and at any time. Their function will be to
help all children live more fulfilling, rational, and meaningful lives.

To accomplish this, they will provide free group therapy and psycho-
analysis, sensitivity iraining, computer date matching, family counseling,
serve as ombudsmen between state bureaucracies and/or businesses and the
parent or between the frustrated child and‘his guardians, reference to
learning or entertainment centers, bioenergetics, meditation, and yoga
instruction, or just sources of answers to any imaginable question. Pro-
fessionals at the centers will be paid to the degree to which social indi-
cators suggest communitycounseling, personal growth, and information needs

are being met.
EDVENT #10: EXPERIENTIAI LEARNING SCHOOLS; CosT €D 8,000,000

The traditional function of the school has been to impart facts about
the adult world and to discipline the young for a life of regimented work.
But mass media and increased youth mobility now provide the facts and
modern enterprises have a rapidly decreasing need for regimented workers.
As our society has become rich in opportunities for cognitive learning,
it has become poor in experiences designed to fulfill man's emotional
needs. The urban family and church are now largely failing to provide
the socialization, life-style, and human meaning functions needed in a
post-industrial society.

It is therefore proposed that the public schools in STATOS shift
emphasis from academic (cognitive) learning to confluent or experiential
(affective) education. Their prime concern will be with personality
development, teaching of viable life styles, and provision of meaning
and purpose in life. There will be much emphasis on the careful train-
ing of perceptions and emotions as well as self-understanding and self-
discipline. Feeling and fantasy, expansion of consciousness and creativ-
ity, and adaptability to fluctuating circumstances will be stressed.
Alternative schools will provide for differing emphases in personality
development according to parental wishes. The learning of specific
curricular content will be secondary to that of specified normative
outcomes. For this purpose, it is propnsed that STATOS rewrite its
educational objectives to include normative outcomes and develop tech-
niques to teach and measure a variety of life-styles.
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EDVENT #11: INTERACTIONAL CATV SCHOOLS; COST: gD 11,000,000

The use of CATV on an interactional basis is rapidly revolutionizing
the business world. On the one hand, millions of professionals now attend
conferences, perform clerical duties, and control automated equipment over
their home or office CATV lines. On the cther hand, shopping malls and
ig city department stores are rapidly giving way %o automated teleshopping
and free home delivery.

It is therefore proposed that interactional CATV be used to ex:end
the school into the community, STATOS, and the world or. an educ.tional
basis. Sick students will be able to dial into their classes at school
~and interact during the lesson. Special conference courses will be con-

ducted in which students are connected from their homes or at school with
other local schools or busiiesses or politiecal leaders in discussions of
important issues and be able to observe ongoing research, medical opera-
tions, or factory procedures anywhere in the nation. CATV student talk
programs will be initiated in which panels of students take calls from
the public and respond to their questions. STATOS will provide facili-
ties to connect up with other schools in the nation, national political
; leaders, or students abroad on an interactional basis. Traveling teams of
f.students and faculty will be provided with portable facilities to report
daily or weekly on tieir experiences to those people interested in the
schools or community.

EDVENT #12: INDIVIDUALIZED LEARNING SCHOOLS; COST: gD 8,500,000

Technology and pedagogical methodology are now sufficiently advanced
to permit the individualization of all schools to the needs and demands
of both parents and students.

It is therefore proposed that secondary schools be open seven days a
week, at least 14 hours a day and 12 months a year. Most instruction will
be individualized by means of programmed learning packets, CAI, or tele-
vision. Courses for secondary students will go on college format with
about 75% of student time in independent study and no more than three
hours of classwork or labs a day. Students will have freedom to come
and go at will..—They will have courses or learning experiences through-
out the day and which may vary in length from marathon sensitivity train-
ing for 18 hours straight, to mini-courses lasting only one week and 15
minutes a day. But traditional schools will be avallable for those
learners who do not prefer this system or caniiot” adapt to the new self-

responsibility. -

Because individualized learning demands much more from teachers, it
'is proposed that all secondary instructors be required to have Masters'
degrees now and Doctorates within ten years. They will be considered pro-
fessors within their fields and expected to engage inh research to improve
learning. It is proposed that students be allowed'to puil outof school
three months each year at any time or in any combination of times during
the year and that attendance at classes be noncompulsory, though demon-
stration of contracted learning may be mandatory.
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EDVENT #13: EDUCATION AS AN OCCUPATION; COST: @b 18,000,000

STATOS has truly become a learning society. Education, in effect,
has become mandatory for life. Most occupations are not professional-
ized and almost all professional certificates require five-ycar educa-
tional renewals due to rapid change and job training obsolescence. With
increased automation and sophisitication of job requirements, a much more
highly cducated work force is required, but only for shorter periods of

time.

It is therefore proposed that average attendance by the majority of
students at public institutions be extended from 12 to 15 years and that
the extension be planned over the next 20 years to advance to 20 years of
public education as the doctorate becomes the average educational attain-
ment.

To help achieve such advances in public education it is proposed that
1) beginning at age 16, free separate housing anywhere in STATOS and a
good income be provided all students according to their rate of successful
educational advancement, 2) students be paid as much Tor succeszful learn-
ing as they would likely make at work in the business community, 3) adults
be motivated to continue their education by provision of an income for
successful learning equal to that of their most recent salary, but 4) 25%
of any subsequent increments in salary which result from the advanced
training be paid back to the STATOS public education system.

EDVENT #14: SOCIETY SCHOOLING; COST: gD 9,500,000

Large schools have proven to be alienating, unnatural, and fail to
promote maximum development of students because of the felt necessity
for regimentation, age separation, and remoteness from community intex-
action they requirc in order to secure work. But experiments have shown
that schools can be otherwise.

- It is therefore proposed that all large schools be decentralized or
broken down into small clusters with from 40 to 300 students. These clus-
ters will form miniature societies of their own which parallel existing
organizations in the adult world. For elementary students, they will be
called Society Schools, Open Schools, or Free Schools, complete with cur-
rency, property, and markets. For secondary students, they will be called
Street Academies or Schools Without Walls, and will include mini-factories,
businesses, and professional apprenticeships. Instead of composition or
reading exercises, students will write letters, newspapers, plays, or
read instructions for operating machines and building equipment.

Students will have considerable power over their own schools through
their own legislative body, court system, and law enforcement. These
schools will be nongraded and fully individualized. Community businesses
will be established right in the schools and social science labs right in

the community.
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EDVENT #15: COMMUNITY ARTS CENTER; COS1: @D 14,500,000

Arts in the schools have failed miscrably, being relegated to the '
gideline and seldom developing any real talent. Increasing leisure for
many has evoked frequent demands that STATOS establish aesthetic alter-
natives to the trivialities of art curricula in the school, to the public
media in general, and to the materialism of a mass consumption soclety.

It is therefoie proposed that Community Arts Centers be established
as a new public institution under the STATOS Boards of Education and
that all art education be removed from the schools. The centers will
make art education available to the whole community and the school day
will be shortened so students will have time to go there. The centers
will be places where pecople work in the arts, not places to watch others.
They will have studios for painting, sculpture, and instrumental recitals;
places to design and model clothing, learning upholstering, interior deco-
rating, cinema, and TV.

It is proposed there be established Fine Arts Parks to contain an
Arts Center and a Community Arts Museum which will have local art and
also a large collection of facsimiles of the world's greétest art which
will be virtually indistinguishable from the originals. The museums will
present weekly or dailg lectures on various aspects of the culture and the
arts. It is proposed that the parks include a Community Repertory Dance
Theater to be housed in a Community Auditorium for presenting classical
or avant-garde works, stage plays, etc. The auditoriums will also serve
for local political meetings or other group meetings. The schools will
no londer have auditoriums built in them or provide any of these functions.

e

EDVENT #16: FAMILY HEALTH CENTER; COST: gD '13,500,000

STATOS has piaced more emphasis on winning teams than on physical
development. It promotes good sports programs which provide much for a
few and little for the masses. Most school recreation areas are closed
after school hours. Some are fenced so that they are inaccessible.
Schools teach the three Rs but f~il with the three Ds: diet, dexterity,
and development. They spend millions for spectator sports arenas, but
provide no free community pools.

It is therefore proposed that a new public institution be estab-
lished under direction of the STATOS Boards of Education to be called
the Family Health Center and that all school sports, health, and recrea-
tionprograms be transferred to the centers. It will sponsor hiking,
bicycling, walking, exploration, climbing, golfing, tennis, dancing,
etc.”™ It will monitor the total physical development and health needs
of all members of the families in the community. It will also have pro-
grams for dieting and giving up smoking or drinking. It will provide
free pools, gyms, saunas, exercising and gymnastic equipment, and ball

" courts, but will provide few competitive game-viewing facilities.

Emphasis will be on doing, not watching. Schools will no longer
have gyms or sports arenas. Trees will be planted where football fields
once were and gyms will become libraries, causeways, cafeterias, labora-
tories, or even living quarters for students. The staff at the new
Family Health Centers will include dentists, medical assistants, and
health counselors to check on complete family health and growth. Health
and'sex instruction will be provided here on a group counseling and

_sensitivity training basis. - 104
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EDVENT #17: EDUCATIONAL RESEARCH INSTITUTE; COST: $D 5,000,000

Educational institutions are frequently slow to change to societal
needs because of their isolation from developments, new knowledge, and
changes occurring in other sectors of society. But most importantly,
they are slow to change because of a luck of competition, small-scale
organization, and almost nonexistent rescarch and development programs.

It is therefore proposed that 10% of all educational funds in
STATOS be set aside to create a new research and development center .
to be called the Educational Research Institute. The Institute will
establish a new system of schools for experimental purposes. Any
students in STATOS may attend. The Institute will be liberal.y financed
and staffed for purposes of developing and testing all suggested alter=
natives to the public schools at present as well as to help teachers and
administrators adopt and implement successful new programs. For this
purpose, teachers and administrators will have Thursdays off in order

to think and plan.

New dissemination procedures and channels between universities,
think tanks, and the Institute will be established. Teams will be
employed for the sole purpose of presenting new ideas to schools and
helping them incorporate such into local programs. Finally, it is
proposed that part of the Institute funds go for developing an Educa~-
tional Invention Patent Office which will provide liberal rewards and
recognition to individuals or groups who develop and help implement
viable alternatives.

EDVENT #18: STUDENT INFORMATION SERVICE; COST: g&D 6,500,000

Psychologists have developed and standardized diagnostic and prog-
nostic tests sufficiently sophisticated to identify months to years in
advance a large variety of positive and negative personality deviances
from the norm. Together with extensive knowledge of family background
and peers, they can accurately predict up to five years in advance high
probabilities for student engagement in crime, drugs, rebellion, alcohol,
homosexuality, gluttony, and religious or national fanaticism, etc.,
without the student even kpowing he is being tested for such things.

. It is therefore proposed that STATOS aestablish a Student Informa-

tions Service for the purpose of gaining extensive information about a
strdent's family, his peers, and personality tendencies. Personality
projectiles will be formed on each student and where important negative
deviances from the norm are projected, parents and counselors will meet
to discuss the problem, arrive at its probably cause, and present alter-
natives for appropriate tresatment and educational redirection.

It is aiso proposed that spe:ial seminars be conducted to assure °
the public that its privacy is not being excessively invaded and that
such a system is needed to maximize the development of both tne children
and the society. .
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EDVENT #19: YOUTH TOWNS; cosT: &D 17,000,000

The nation is much concerned about the need for racial integration,
meaningful youth work experiences, and economization through centralizaw-
" tion of services. Some cities have successfully accomplished all these
in one grand plan while at the same time achieving slum clearance and
urban renewal. They have established Youth Towns which are school-cities
within a city. These towns handle from 60,000 to 100,000 students on up
to 2600 acres of slum-cleared land., A modern Learning Park for the
city's youth beyond about age 12 1is constructed on the ruins of old
tenements and factories. In addition to libraries, classrooms, and
cafeterias, etc., Youth Towns are also a kind of educational shopping
center with their own craft shops, newspapers, research centers, and
even representative government run by the students. Most nonautomated
tutoring and teaching is done by older students.

It is therefore proposed that STATOS use urban renewal funds to
build such educational parks in city slum areas. All school buildings
for secondary education will be sold or turned into community recrea-
tional venters. Youth Towns will be open all year round and all hours
each day and night. They will be nongraded, individualized, and strictly

competency based.

It is proposed that residential facilities be freely available for
students who wish to live full-time in the towns. All students will buy
their own clothing, pay their own medical insurance, food, etc., in a
special currency which must be earned by jobs provided for all in the
towns.

EDVENT #20: EDUCATION ASSEMBLY; COST: gD 6,000,000

With the increasing importance and controversy over the role of
schools in achieving greater social equality, vocational training, and
personality development, there has arisen a strong demand for educators
to democratically represent the interests of all the people.

It is therefore proposed that small districts be dissolved to reform
on regional or state levels. A new board of much greater size will be
formed to be called an Education Assembly. It will have from 50 to 200
members chosen according to quota by age, race, sex, ideological commit-
ment, income, and education.

The Assembly will function as a legislative body with at least two
parties (distinct from national political parties) with absolute¢ power
to establish, examine, and approve alternative ways of reaching =duca-
tional objectives. Administrative tasks will be left to the system of
educational specialists.

Tt is proposed that a CATV channel be reserved during prime hours
to present all issues and decisions to the public. Aall really impor-
tant- issues will be polled and where strong diversity of opinion occurs,
the issues will 1 . -‘ublicly debated and instantaneous two-way TV referen-
dums will be hela. It is proposed that local communities form Councils
for the Future of Education to serve as grass-root organizations to
ascertain public wishes, personallze alternative pollcxe s, and promote

publie involvement.
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- EDVENT #21: NATIOUAL LIBRARY SERVICE; COST: #D 7,000,000

A natlonwide library data bank has been established from which retriecval
of information of all kinds is possible. Library scientists have developed
techniques which make it possible for advanced computers to mull over Sepa=
rate subfieclds of the corpus of krowledge and organize them for use. Stu-
dents may dial thousands of miles away for litcrature searches. Answers to
almost any question can be displayed on video-like screcens in the user's own
rcading room within minutes or at most hours. And reader-printers will
reproduce documents on request. The Library of Congress now has acquired
copies of all accessible documents in the world and provides very cheap
microfilm copies of translated foreign items to any person on request.

It is therefore proposed that STATOS provide for all school infor-—
mation needs through the National Library Service. All community libraries
will be turned into living and readiny rooms or private and group study
centers with computer reference terminals. The purchase of all new texts
and reference works will be terminated, and with the exception of works
with aesthetic value, all old manuscrips will be sold or given away.

It is proposed that centers be established to switch the National
Library Service by cables or telephone lines to home CATV units or home
computer terminals and that adult courses be established to teach local
citizens how to use the new services. Now that all libraries will be com-
puterized, it is proposed that computer operation and programming become
mandatory from third grade on as well as instruction in the theory and
structure of knowledge, its retrieval and usage.

EDVENT #22: EDUCATIONAL EXPERIENCE CENTERS; COST: gD 18,500,000

Educational simulation ard gaming have merged with summer recreationa.
programs to make possible Educational Experience Centers which can simu-
late almost any age in the past from a feudal village in the 12th century
to possibilities of the future such as the life of an astronaut on Mars.
Significantly, such simulations mike possible for the young and adventure-
some a "moral equivalent to war" by providing challenging and strenuous
experiences which more than quell a man's lust for adventure and male

bonding.

It is proposed that STATOS establish various experience centers to
handle up to 50% of all children any time during the year. These centers
will simulate conditions of the past, present, or future in lieu of many
traditional courses and according to student interest and desire. .

It is proposed that historical simulations also serve as "enclaves
of the past" for the older or future-shocked citizens unable to adjus*
to the times. Simulations of the future will serve as research models
for what STATOS might some day become. In simulating present societies,
individual schools will imitate similar ones in other countries and play
‘their international relations through computer hookups, read their news-
papers, study their history and language, and have many classes taught by
actual teachers from those countries. Field trips to the countries will
come at the end of the year. 1In addition, each district will also have
its own farm, desert -ranch, mountain retreat with ski schools and boating
club, and -other planned experiences to enrich the lives of children.
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EDVENT #23:t  PERFORMANCE CONTRACTING; COST: 8D 6,000,000

Tho inability of S8TATOS Publie schools to change to moet the noeds of
youth and socicty has become increasingly scvere. 1In times of rapld cul=
tural change, large state burceaucracloes with their tenurod personnel and
lengthy channels of authority are much too unresponsive to public needs.
Government is finding it highly ecenomicai when implomenting new programs
to avold the establishment of bureavcratic structuros by omploying "adhocra=-
cies" which consist of private companies contranting to perform specific :
scrvices,

It is proposed that such performance contracting become the basic
mode of operation in STATOS public schools. All public education will
be performed by entreprencurs who have specialized in teaching specific
individual or grcp skills in the cognitive, affective, or skill domains.

Any individual or company may contract with a school for teaching
given skills. No certification is required, only evidence that what they
propose to teach, can indeed be taught by them, that there is a demand
for the material, that what they teach can be independontly measured,
ané that they will accept payment according to the success of their teach-
ing. It is proposed that school buildings become community educational
centers where entrepreneurs may rent spaces for their teaching. There
is no requircment that teachers must conduct any or all of their instruc-
tion at the school. There will be cstablished an independent evaluation
agency to measure the success of teaching and establish rates of payment.

School administrators will function to coordinate the learning enter-

prises into a unified whole and counselors will help students to selaect

the most meaningful and successful programs offered.
EDVENT #24: COMMUNITY SIBLINGS PROGRAM; COST: gD 4,500,000

It has now been established tiiat older children can effectively help
younger ones in school and learn a great deal about themselves, the subject,
and society in the process. This saves the school's money, diminishes the
discipline problems, and probably provides youth a hetter education. More
importantly, the average family now consists of..less than two children.

Many youngsters have no brothers and sisters. There is a real need for
intimate intergenerational contacts and responsibilities other than those
available in today's nuclear family.

It is therefore proposed that a Community Siblings Program be estab-
lished to begin in the public schools and to e<tend through the life of
the individuals. Each student at age 12 will 1idopt from the Community
Nursery a child at age three. A Cercmony of Sibling Adoption of the two
and their parents will seal a bond for life through acceptance of a second
fraternal name. The Big Brother or Big Sister promised to take responsi-
bility for the total development, happiness, and growth of the younger
child by serving as tutor, baby sitter, mentor, model, and protector as
directed by the child's parents and his own teachers. Every nine years
as the younger child reaches 12, a new sibling is added and all older
siblings attend the new ceremony. This makes it .possible for every child
to have an older brother or sister who is one, two, and three stages ahead
of him in life and to whom he can turn for in*imate advice and help. The
brothers and sisters will be considered legal siblings throughout life.
The oldest living sibling will direct the extended family of adopted ‘sib-
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EDVENT #25: FUTURE-SHOCK CURRICULA; COST: 2D 16,000,000

The rate of change in STATOS is phenomenal-—dgﬁgié what it was in
the early 1970s. Increasingly people are becoming concerned about insti-
tutional lag, need for professional renewal, and termination of outdated
materials and techniques.

It is therefore suggested that STATOS meet the needs of a rapidly
evolving society by institutionalizing a Future-Shock curriculum which
will be bas~d on the following four proposals: First, cirricula will
shift from facts and crafts (except for therapeutic purposes) to theory
of knowledge and learning hcw to learn. 1In'a society that is rapidly
changing, it is the process, not the content, that has greatest perma-
nence and value. Second, it is proposed that STATOS establish in each
learning center an Ideatron which will serve as a means to present choices to
both students and the community (e.g., alternative life styles) which they
didn't know they had before--to tell people what life will be like in newly
evolving communities and social arrangements and also to present futurist
thinking to familiarize the community with and prepare it psychologically
for developments of the future. Third, it is propsed that STATOS estab--
1ish Schools of Unlearning which are based on new drug therapy and advanced
conditioning. Educators now consider it to be one of their major responsi-
bilities to help people unlearn the old and forget taboos, to shake people
up, to stimulate awareness and breat through staleness. Fourth, it is
proposed STATOS establish a Center for the Synthesis of Knowledge in which
the latest developments in all fields of world research will be synthesized
and simplified for public presentation through the Ideatrons.

EDVENT #26: DIFFERENTIAL STAFFING; COST: gD 7,500,000

The trend toward specialization of services has recently had a pro-
found effect on schools all across STATOS. -At least 50% of all districts
engage in differential staffing procedures (i.e., group teachers according
to different duties, specialization, and levels of responsibility for
which varying amounts of salary are paid). Teachers are ¢hanging from
dispensers of facts to intermediaries between learners and learning
resources--learning facilitators. As such, the modern teacher is counse-
lor, engineer, and instructor in the use of learning resources and the
conduct of research. Paraprofessionals outnumber him two to one by
assuming responsibility for the more mundane tasks. On the other hand,
he is backed up on the district and state level by teams of professional
educational development specialists who synthesize and develop new knowledge
into appropriate learning sequences.

It is proposed that STATOS make differential staffing universal in its
schools. To accomplish this it will establish an Instructional Technology

Center to make specialist materials available to all schools in the system.

The center will not only design instructional systems for courses, but also
the associated learning activities, the materials for throse activities,

as well as produce the materials, interface the system with its target
population, and evaluate the results. Once this is accomplished, STATOS
will convert all remaining schools over to differentiated staffing by re-
educating teachers in the new role of learning facilitators and in the

use of paraprofessionals and the guidance of students through learning
programs developed by the instructional technology centers.
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EDVENT #27: ~PAROCHIAD; COST: gD 17,000,000

The rapid decline of parochial school enrollment in the cities of
STATOS is seriously adding to already existing public school financial
problems, is treatening. the pluralism and diversity of education which
private schools have often made available, is weakening the intensity of
moral instruction of millions of youth (thus contributing to rising crime
rates), and is consequently furthering the decline. of religion and ideals

in STATOS.

It is therefore proposed that a Constitutional amendment be passed
torlegalize parochiaid in STATOS. Bible reading, moral instruction, and
prayer will be made mandatory in all elementary classrooms and optional
in secondary schools. Public funds will be used to support the following
three programs: 1) provision of free rooms and instructional materials
as well as free time to students who wish to have ministers or representa-
tives of their own faiths teach them the moral precepts of their churches;
2) provision,of free transportation, materials, and tax deductions for
parents who have religious instruction conducted in nonpublic buildings;
and 3) complete payment of all transportation, materials, and secular
instructional costs in private schools. '

In view of the imminent collapse of urban public schools, it is pro-
posed that the private schools be financially encouraged through special
bosnuses to accept mainly the disadvantaged, handicapped, racial minorities,
and problem children where radical innovation, discipline, and indoctrina-
tion is more probably, while the public schools concentrate on the bright,
wellrdisciplined'college—boundﬂyoungsters—-the kinds of students they are

most successful in dealing with.
EDVENT #28:. MARRTIAGE TRAINING SCHOOLS; COsST: 8D 9,500,000

For many years now all high schools and colleges have introduced basic
courses in family social relations in the hope of reversing the trend toward
divorce and unhappiness in marriages. They have had little effect. But co-ed
dormitories with an atmosphere conducive to personal growth through the help
of counselors skilled in encounter techniques have proven to be much more
successful. & number of avant-garde colleges have organized marriage train-
ing experiences designed as part of the curriculum to help men and women
relate as equals, see sex and beauty as secondary in important to self-
actualization and self-discovery, and learn practical new techniques for
child-rearing. '

It is proposed that high school students will benefit enormously from
similar kinds of experience. Organized marriadaec training experiences will
reduce unrest, crimes, and build character and cesponsibility. It is there-
fore proposed that STATOS hire high school marriage inventors whose sole
occupation will be to invent and test new forms and environments for ado-
lescents to cohabitate and relate to one another as-equals. Such exper-
“iences will be designed to strengthen and build lasting family relation-
ships later in life, improve child-rearing, and focus personal interests

toward self-actualization.

Marriage Training Schools might offer everything from trial monoga=~
mous and communal marriages to direct participation in community child-
‘rearing. It is proposed the programs be developed in conjunction with
local political, social, and religious groups, that.children and parents
be allowed to choose freely among the marriage training programs offered, ’

Q 't and that extensive feedback on the results of each program be presented . ].].0
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EDVENT #29: INTELLIGENCE DRUGS; COST: gD 9,000,000

Remarkable breakthroughs in ﬁhe use of drugs to affect learning have
been finally achieved. We can now prolong or shorten memory at will,
induce or prevent learning without usual reinforcements, enhance or retard
transference, and increase intelligence by improving analytical ability.
At experimental colleges where intélligence drugs have been used, most
students master four-year curricula in two years and two-year vocational
programs in one year. Lab experiments suggest that the average intelli-
gence of people who take the drugs rises about 40 p01nts and most memories

approach photographic quality.

It is proposed that intelligence drugs be made available to all c1t1-
zens in STATOS free of charge through the public schools. This will assure
that all students and ‘adults will have equal opportunity under safe and
controllied conditions to take advantage of this development.

It is propsoed that special counseling serves be established to help
students and parents alike adjust to their vastly increased reasoning and
memory or forgetting powers, and to change their hablts and goals to those
characteristic and most useful to their new condition. "It is proposed that
all school curricula be rapidly upgraded to suit only thez previously most
gifted or semi-gifted. All instructors will be required to take the drugs
to remain on the faculty unless their intelligence quotient is already above

160.
EDVENT #30: PERSONALITY DRUGS; COST: gD 9,500,000

We now have available cheap nonnarcotic drugs for the purpose of pro-
ducing specific changes in personality characteristics. Such changes are
accomplished by regulating the memory as it relates to innate needs as
well as by directly inducing chemical changes to produce euphoria, the con-
trol of fatigue, relaxation, moods, perceptual acuity, fantasies, aesthetic
perception, and the sense of peasure. In this way, personality drugs can
transform a person's outlook and disposition to fit any desired condition
or meed any undesired vicissitudes. There are now drugs to help a person
lose weight, stop smoking, foster or terminate mothering behavior, and
increase or decrease sexual desire. :

It is proposed that these drugs bé used in STATOS Public schools, but
that their administration be individualized to the needs of each student
to assure maximum growth and learning and to minimize chances of misuse or
danger. Such drugs will.be scientifically administered at the beginning
of each learning activity to heighten receptivity to the lesson objective
and to temporarily terminate such biological distractions as hunger, fatigue,
boredom, and sex. It is proposed that a special Center for the Administra-
tion of Personality Drugs be established for use by the entire community,
" but that such use of personality drugs be otherwise restricted on the open
market in order to avoid misuse. * )
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EDVENT #31: FAMILY-CENTERED EDUCATION; COST: Sﬁ'3,000,000

Growing bureaucracies, high taxes, and spreading anomie in our mega-
lopolises are forcing many people to fundamentally reassess their life
styles and especially the tasks and responsibilities they have given over
to the omnipresent public schools. Many fear the nuclear famlly is
declining as the basic unit of society and that destructive new forms

are emerging.

It is therefore proposed that the schools function to strength the
family through the limitation of primary and secondary school curricula.
to the provision of traditional ideas, facts, and principles. All activi=-
ties that have been added to the functions of the schools over the past
100 years such as health care, driver training, sex education, formal
sports, training in lelsure, -administration of mood and intelligence -
drugs, boarding facilities, vocational training, etc., will be discon-
tinued. Instead, it is proposed that the schools make widely available
their libraries, resources, and drugs for parents to use if they please. °

The public media will provide a range of educational programs and
industry will offer job training apprenticeships. The church will take
over aesthetic, ethical, and moral training, and the parents instead of
teachers will become the learning facilitators of the future.

EDVENT #32: INCIDENTAL EDUCATION; COST: gD 14,000,000

It is recognized now that youth today are nore mature, biologicaliy
and intellectually, by far than at any previous time. Some reasons are
more nutritious food, pervdsive media, and many travel and living oppor-
tunities for youth almost everywhere.

Since the family and traditional schools have proven to be halting
and constrictive of personality growth, it is proposed that all education
beyond the sixth year of schocling be noncompulsory.“ Students will be
provided with modest guaranteed incomes and edu-credit cards so they can
live and study without cost anywhere in the world. .

The chief occupation of educators will be to see that many activities
in society provide incidental education. They will promote recreation and
sports facilities, apprenticeships, travel, and direct instruction via
various media. They will establish youth communities with living quarters
in beautiful parks all across the nation. Any youth about age 12 will be
encouraged - to live away from home: in these learning communities for a
period of years.

Educators will match learner, desires via computer to educational
settings and materials anywhere in the country. Roaming scholars will
be encouraged to take a group of students and serve as mentors or substi-
tute parents for a number of years while they travel the world and learn.
laws will forbid qualification for jobs or schools of learning based on
previous years of schooling, though demonstrated competency may be required.

Children under 12 will reside in special Summerhill-like boarding
schools where professionals function mainly to prevent socialization,
yet encourage maximum creativity, self-awareness, and self-responsibility.
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EDVENT #33: -PROFESSIONAL PARENTHOOD SCHOOLS; COST: gD 16,000,000

All across the nation the institution of professional parenthood is
3pringing up. Given the opportuvnity, millions of parents happily relin-
quish their parental responsibilities to specially equipped and licensed
child-rearers. The "parenthood is fun" myth is dying as parents become
aware of what is really required to optimize child development and as
they also become legally responsible to do so. The unfit for ‘parenthood
are being screened out with the recent adoption of laws requiring parental
licensing.

It is proposed that all early socialization occur under state-directed
and approved circumstances and that the schools take on this function. For

. problem students or parents not withing to be burdened with child-care, it

is proposed that child-care centers begin to shift into boarding day and
night schools. Teaching will be done solely by male-female counseling teams
wi-h the goal of teaching styles of life as much or more than the facts of
life. These teams will become professional parents and follow the children
through their education.

For other yocuth, it is proposed that unlicensed biological parents be
assigned professional child-rearing specialists who will function to guide
both their educational and family experiences. All professionally licensed
parents will be held accountable to maintain basic standards stipulated by
state laws. It is proposed that detailed instruction and experience in
child-rearing become a requirement for all youth such that those who later
wish to be licensed, may easily obtain the right to have children.

EDVENT #34: SCHOOLS OF RELEARNING; COST: gD 11,000,000

Juvenile crime rates of assult, delinquency, and drug abuse have been
rising for many years and have reached the point that many urban schools
have been forced to arm teachers and maintain guards at doors. Schools are
now frequently referred to as "Community Youth Prisons." A small core of
delinquent youth has been shown to be primarily responsible for most violent

acts.

It is therefore proposed that STATOS public schools adopt the fabu-
lously successful behavioral conditioning and brain implant reforms now
revolutionizing the prisons. Troublesome youth will be sent to Schools
of Relearning where they are taught to associate acts of violence (viewed
via film or on stage) with extreme nausea (induced by injections). Upon
completion of the program, small implants are inserted into the brain
which automatically release the nausea-provoking chemicals when the now
learned fear impulse is induced. After about a year the chemical is used
up and the organic implant dissolves. But the learning is so automatic
as to be permanent for life. In experimental studies, extreme trouble-
some students have undergone complete behavioral transformations in a.
matter of six weeks, and within five years the recidivism rate is less
than 1%. The social effect of these "reschooled" individuals who return
to their former learning centers is phenomenal. Other students with any
inclinations for deviancy themselves are transformed out of fear that
they too will be reschooled. The adoption of this technique promises
to completely reform STATOS schools from regimented prison-like institu-
tions to more open, creative, and free establishments.
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EDVENT #35: EDUCATION QUOTAS; COST: gD 6,500,000

The problem of equality in STATOS for minority groups, women, the
aged, and the corpulent has become increasingly recognized. The schools
have been severely criticized for teaching to maintain and perpetuate a
norm which deprives millions of citizens adeguate opportunities for
self-respect, social security, and meaningful growth experiences.

It is therefore proposéd that schools make true social equality
their prime goal. For this purpose, courses will be redesigned to pre-

new histories .of their accomplishments and the ways society has mis-
represented them. Only through integration and interaction will per-
sons recognize their many commonalities and goals in society.

Therefore it is proposed that a quota system be established and
every district inSTATOS be gerrymandered to maximize representation of
citizens according to quotas of race, sex, religion, family income, etc.
The quota concept will be carried into the classroom and ail job train-
ing as far as possible. Teachers, administrators, and members of the
boards of education themselves will represent the percentages of the
pupulation designated in the quotas.

It is also proposed, however, that special emphasis and compensa-
tion be given to deprived groups which are disadvantaged™today because
of injustices of the past through such means as lower entrance require-
ments, special tutering, supplies or rooms, etc., and overrepresentation
on quotas when such is needed to bring about desired changes.

EDVENT #36: COMPUTERIZE(L SCHOOLS; COST: gD 15,500,000

Due to time-sharing, mass production, and new technological develop-
ments, the cost of computer-aided instruction is now low enough to make
advanced individualization of instruction for all students possible. In
addition to innumerable administrative chores now being done by computers,
the new machines can 1) perform expert diagnostic service, 2) identify
students by their voices, 3) track student whereabouts in learning cer-
ters by their body odors, 4) respond to random simple questions, and 5)
of course, teach almost any subject by programs which not only respond
instantaneously to student answers, but also to physiological conditions
such as extreme tensibn, weariness, boredome, etc.

It is proposed that STATOS begin to build totally automated high
schools and colleges where CAI and other advanced computerized tech-
niques do all teaching, examining, monitoring, and counseling. Any
functions of the szhools which cannot be totally automated, with the
exception of advanced job training, will be dropped from the curriculum.
Seminars will be instituted to inform parents of the new potentials
and also make these services available to them through direct lines:
from the learning .centers to home computers. The function of teachers
will be to design the systems and monitor the machines.
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EDVENT #37: ADVANCED SEX EDUCATION; COST: gD 7,500,000

We are in the midst of a sexual revolution in STATOS in which the
double-standard is disappearing. A fundamental new consciousness, muchw
bigger than morality, is emerging. Woman is becoming man's equal:
aggressive and sexual. There is resulting a strong trend toward the
depolarization of sex roles and openness about sexual differences and
need-.

"It is proposed that the schools accept responsibility and develop
techniques to help young people to be fully aware of, control, and
appreciate their own sexuality in each of its three human uses: sex
as parenthood, sex as physical play ("recreational" sex), and sex as
total intimacy between two people ("relational" sex). ‘Po accomplish
this, it is proposed that teachers bégin in the earliest grades with
sensual stimulation exercises, nude dancing and sports, and frank dis-
cussions of all questions. At age eight all children will be immunized
against conception for life unless a state-administered drug is used
for men and women to wish to conceive. In puberty all gym exercises
and rest rooms will remain nonsex-identified and fully integrated.

Drugs will be used to terminate sexual desire except at given

times and until self-control under varying circumstances is demonstrated.
It is proposed that the schools teach the art of and provide comfortable
facilities for the practice of sexual intercourse as it relates to each
of its three uses. Students will be encouraged to dress and act in roles
of the opposite sex. Homosexualit& will be openly accepted, though not
encouraged. Nudity, where aesthetically appropriate in art, drama, and
sports will be widely promoted.

EDVENT #38: EDUCATION FOR WORLD DEMOCRACY; COST: gD 13,500,000

The conditions of modern society are very perilous and man has
proven himself to be all too frequently irrational i
In view of this, it is felt that schools must do much more than just
teach techniques of scientific inquiry, job performance, or self-
fulfillment. The demand now is that schools inspire youth with the
ideals of a world democracy, equality, and lasting peace. '

It is proposed that there be established a program to be called
Education for World Democracy. It is suggested that children will
learn about and strive for equality, world brotherhood, and lasting
peace only by living like and by forming emotional ties to the full
range of people under all class conditions. )

It is therefore proposed that a common world educational program
be initiated to help youth identify with classes within society and
differing societies within the world community. To accomplish this,
all children, whatever theitr class or family origin, will be requi.ed
to live and work with families in all social classes for a period of
weeks to months each year. As youth mature, such family exchanges will
take them from their communities and nation to peoples around the world.

All educational curricula will buttress these experiences by
systematic denunciations of nationalism, chauvinism, bigotry, racism,
otc., and emphasis on world brotherhood, social equality, and the need

for world government.
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EDVENT #32: CHARTER MYTH SCHOOLS; COST: gD 8,500,000

With the sharpening trend toward secularism and the slow demise
of the nation-state system, there has developed a particular lacuna of
ideoclogical commitment to some great charter myth, some overpowering
drive to destiny, some assurance of immortality and salvation, of selec-
tion and calling. This lacuna has invited innumerable ideological fan-
tasies of questionable, if not destructive, worth to fill the void.
On the one hand, the media have been particularly prolific in creating
magical symbols to promote products by linking sex, popularity, beauty,
and fulfillment to everything with a price tag. On the other hand,

. fanatics and "prophets" are becoming increasingly common with visions

for everyone from Jesus Freaks to timid salvation-seekers. Many, how-
ever, never identify their cause for living and turn to drugs, sex, and
war to escape.

Most humans need a sense of being part of a great adventure where
a positive outcome is assured and where they feel personally chosen to
take part. Sociologists are recognizing that "spiritual" commitment is
the most effective tecHnique known to assure behavioral conformity.
Groups of scholars have now developed and proposed several dynamic
charter myths and tested their viability in meeting many emotional
needs and in furthering the happiness of many types of citizens, while
simultaneously helping to provide national goals and commitments.

It is proposed tinat various learning centers begin a massive cam-
paign to proselyte these great myths. They will organize local groups
with initiation ceremonies and weekly rituals. They will also facili-
tate opposing group competition and even occasional persecution to- pro-
mote missinnary zeal, group solidarity, and lasting "spiritual devotion."

EDVENT #40: EDUCATION CENTRALIZATION; COST: gD 6,000,000

There is a strong trend toward centralization of government ser-
vices in STATOS that is profoundly affecting education. On the one
hand, greater demands for program financing, technology assessment,
and research all require national coordination to assure maximum utility
and efficiency. On the other hand, social lag and inequitous funding
are almost impossible to change when each district functions as an
auzonomous authority on education--a problem that is leading to great
social unrest. ‘

It is therefore proposed that all educational services in STATOS
be nationalized and directed from a central source. Finacing will be
equalized from national income tax funds and dissociated .with property
taxes. Research and development will be financed and directed from a
National Institute of Research in Education. Viable new programs will
be rapidly implemented across the nation through a National Education
Assembly to which each state sends elected representatives.

All curricula, library systems, testing, and evaluations will be
standardized across the nation to permit ease of mobility and high
quality instruction, with the exception of regional centers for research
and development. The diversity of programs will be so large that almost
all citizens can easily find instruction which satisfies their needs.
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EDVENT #41: EDUCATION FOR SPACE TRAVEL; CO3T: gD 17,500,000

Scientists have devised a nuclear-powe:red machine which deflects
the lines of gravitational force. The new device makes possible rapid
interplanetary and international travel for extremely low costs. When
combined with self-contained dwelling units using life support systems
that recycle"water, air, and minerals, etc., to provide independence
from the external environments, it makec man capable of living almost
anywhere for any amount of time. '

It is proposed that every district in STATOS purchase one of these
self-contained machines for each school. It will have complete facili-
ties for up to 500 persons for indefinite outings in outer space, under
the sea, on the South Pole, or wherever learners and their families
would like to go

It is proposed that the schools establish all kinds of new programs
on space travel, earth observation, undersea life, etc., and that they
e¢stablish a Center for Planetary Cclonization in the learning centers for
training of those students who wish to participate in colonization pro-
grams in the future.

EDVENT #42: WORLD GOVERNMENT EDUCATION; COST: SDle,OO0,000

It has been miny years now since regional economic communities have
been established around the worli {Russia and Europe; All South America;
United States, Canada, and Mexico; China, Japan, and India; New Zealand,
Australia, and the Philippines). The major world communities have finally
decided it would be in the interest of all mankind to end the nation-state
system and establish a democratic world government: a United Socialist
States of the World (USSW), with equal distributicn of wealth, tech-
nology, educational centersy etc.

. It is therefore proposed that the STATOS schools take a 20% cut
in budget to facilitate wealth equalization. Extensive exchange plans
with various states around the world will be arranged and students |
will be required to spend at least two years abroad working and study-
ing.

It is proposed that all computers, libraries, and communication
systems be rapidly expanded to make interaction between students and
citizens of various world states an almost daily occurrence. STATOS
schools will participate in programs for the rapid reconstruction of
inferior schools, curricula, and materials in other states.

It is proposed there be established a World Educational Assembly
to centralize and equalize the financing and development of all world

educational programs.
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EDVENT #43: WORLD LANDUAGE EDUCATION; COST: 8D 4,500,000

Linguistic scientists have developed a new language to help men
learn, think, and write more rapidly and clearly. Its use will enable
children more easily and rapidly to learn how to read, write, and
reason as well as to communicate with all other people around the
world. It will reduce by 50% the size of old books translated into
the new language.

It is therefore proposed that STATOS schuols teach the new
language, beginning at age two, as the second language to all stu-
dents and that it become the official language of the schools and
the state. '

Special seminars will be designed to retrain all teachers and
faculty as well as interested citizens in the use of the new language.
Special environments will be set up where it can be practiced through
use in all types of social interaction.

It is proposed that all texts in the libraries by computer-trans-
lated into the new shortened world language as well as all curricula
accordingly redesigned and upgraded.

EDVENT #44: COMMUNITY HAPPINESS CENTERS; COST: 8D 8,500,000

Educational centers have become increasingly responsible for the
general welfare, growth, and happiness of local citizens. The initia-
tion of suits’ against schools for failure to teach basic skills has
expanded as school ‘responsibilities and skills have grown. The Supreme
Court has recently ruled in favor of a family which sued its district
for failure to use’'from birth on the most advanced pedagogical, drug,
and genetic counseling programs which were then known to promote indi-

vidual growth. LA

This decision has made educational centers legally responsible
for the immediate application of safe scientific developments which
promote self-actualization. 1In effect, schools have now become legally
responsible for individual happiness.

It is therefore proposed that community learning centers be
reorganized as a form of extended family to be known as Community
Happiness Centers. Various counseling, education, and recreation
responsibilities will be newly correlated with public information
sources to establish a profile of growth and happiness for each
individual family. ‘

These centers will be gquite small and will interlink through
the computerized media the ten to 20 families that belong. Citizens
will be free to choose the happiness centers they wish to belong to.
Children will become the legal responsibility of the centers and no
longer of individual parents. Teachers will be members of families
belonging to the centers.
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EDVENT #45: SUPERSLEEP EDUCATION; COST: gD 12,500,000

- Chemical and electronic developments have now made it possible for
humans to acquire all the sleep they need in one hour a day by means of
a capsule and a supersleep conditioning machine. There is widespread
demand by the public to take advantage of this new device, but costs
are now too high for many individual families to do so.

It is therefore proposed that STATOS provide Supersleep for all
children and adults in the public learning centers free of charge.
Learning centers will be open 24 hours a day. Curricula will be vastly
expanded to help citizens make good use of the new seven hours of
leisure they just acquired. Adults will have ample time for involve-
ment with children and for curricula activities. It is proposed that
programs be expanded to include all adults in some child-rearing
activitias.

Since the GNP will likely double (due to acceptnace of third and
fourth jobs to fill the leisure hours) school income will also double
to pay for these centers. With bedrooms no longer necessary, many
"citizens will establish no residential facilities.at.all and will
develop their lives around a 24-hour, four-part cycle: learning,
pleasure, work, and politics. Schooling will now be required for
life.

EDVENT #46: GENETIC ENGINEERING EDUCATION; COST: gD 9,500,000

Molecular engineering and genetic surgery have advanced to the
point that a major reduction of hereditary and congenital defects is
now possible and will likely result in fantastic improvaements in the
specieg Homo Sapiens in general. Government is now regulating who can
pass bs genes unaltered. Intelligent animals are being bred for
low-g e labor. Special human mutants.are being developed for use
on space missions, life in the seas, or on other planets. A program
for the development and nurture of super-geniuses has been instigated

here on earth.

It is therefore proposed that the learning centers-becoume directly
involved by promotion of creative courses and lab projects in alter-
natives for human evolution. Students will design and create simple
‘animals and mutations of existing ones. Direct computer lines will
be established with political -and research centers to keep them
abreast of world genetic developments and to inform leaders of stu-
dent and public reactions.

It is proposed that STATOS begin rapid development of special
education centers for the new breeds of intelligent animals as well
as the forthcoming specialized ans super-bright children. It is also
proposed that the learning centers organize opportunities for students
and parents to directly communicate with animal minds. As intelligent
animals become more common, the centers must initiate programs for
the study of animal psychology, social and political rights of all
dintelligent species, -etc.

119 .



Q

ERIC

Aruitoxt provided by Eic:

95

EDVENT #47: INTELLIGENT ROBOT TUTORS; COST: gD 18,500,000

New computer technology has brought about truly intelligent, yet
relatively inexpensive machines capable of asking questions, creativity,
and reasoning at IQ 200+ levels, with self-programming. These machines
have been developed into complex robots capable of performing household
chores, preparing meals, disposing of dishes, gardening, tutoring, T
fighting, and assembly-line work. They never tire or disobey and
willingly work 24 hours a day. They are capable of self-repair and
self-reproduction. They have replaced the automobile as the central
feature of the economy.

It is therefore proposed that all advanced teaching machiens and
learning devices be replaced by the new robots. Each student is to
have one as his mentor to gquide and develop nim to his maximum. The
robots will have direct access to all computerized knowledge and learn-
ing programs. Teachers will be reeducated to take on the new dual role
of nodels of ideal human types for students to emulate (less the students
mcA~1 the robots), and as monitors, programmers, and, when necessary.
dr.strovers of the robots.

It is proposed that many new seminars for adults be established
to teach the use and control of the robots, how to adjust to a world
without compulsory work, and the meaning of life.

EDVENT #48: BABYTORIUM EDUCATION; COST: &D 4,500,000

Simulation of the placenta has been achieved and extrauterine devel-
opment is now spreading. Gestation in the new "babytoriums," or in the
vernacular, baby factories, tends to produce vastly more intelligent
and genetically perfect children because of more careful provision of
nutrient supplies, greater oxygenation, and space to grow in. It has
become necessary to prohibit natural childbearing in the interest of
public health and eugenics.

It is therefore proposed that the schools gear up for vastly
superior human types and phase out all enrichment and special educa-
tion courses. Schools will begin to sponsor courses for adults to
help them understand the implications of the new development. the
manv advantades it offers them and their children and the future of
mankind. Existing courses on human relations, familv development,
and childrearing will be rewritten to include the new babytoriums.

It is proposed that the schools conduct nine-month special
seminars for women about to accept a child from the local babvtorium.
to help-them choose the sex and general characteristics thev want in
the child (height. skin. eves. and hair color. etc.) and that are
available through state options. and to prepare them psvcholoaically
and intellectuallv to care for the super-child to be delivered.
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EDVENT #49: EDUCATING THE CLONES; COST: gD 8,000,000

The human clone has become possible and zlready thousands have
been born. Because of the great potential for national and human
furtherance of the species, the President has committed STATOS to
a program of "tempered clonality" in which the most brilliant and
talented humans alive will be replicated in large numbers through
cloning techniques. Sexual reproduction will bé allowed to assure
variety and development of new types.

It is therefore proposed that the schools go on a talent search
to identify and specially nurture those genetically perfect humans
which might in the future provide cells for clones. Schools will
develop and experiment with special settings for dealing with the
new kinds of identity problems to come with the supergifted and super-
similar children to be born.

The schools will conduct special seminars to adjust the public
to the idea of a superrace of clones, fill-in historical precedents
for the concept of an elite governing body, and show how it will help
the overall development of the country as a whole by making STATOS
once again not only number one in the world economically, but 1nte1—
lectually and genetically too.

EDVENT #50: SCHOOL SUPERFOOD; COST: gD 9,500,000

Gleaming factories have emerged for synthetic fodd production.
It is now possible to manufacture all the nutritional needs of humans
at every age and to put them in one delicious meal to satlsfy the
hunger urge for an entire day, week, or month. oo

It is therefore proposed that STATOS take responsibility to see
that all children in the schools eat this specially prepared meal
some time during each week or month. New courses will-be introduced

“on the history of eating with special emphasis on the tremendous loss

of time, ubiquitous gluttony, and universal ill-health presuperfoo@
man suffered under, and the fabulous new freedom he enjoys now that
he is no longer burdered by this necessity.

Food consumption will be taught as an art to be enjoyed occa-
sionally for its aesthetic and sensual pleasure. Since STATOS law
requires all adults to consume this monthly energy meal at the learn-
ing centers or places of employment in order to minimize ill health
and disease, eating in the home except for occasional parties is
being terminated. Most new condominiums are being built without
kitckens. This is resulting in substantial social savings and higher
tax potentials for the schools.
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EDVENT #51: ADVANCED PERSONALITY DRUGS; COsST: gD 2,500,000

It has finally become necessary to immunize a person against
morbid infatuations and devotions to tribe, nation, religion, or
other humans and to control man's primitive and egocentric behavior.
Human instincts permit a wide margin of error that is inconsistent
with the present survival emergency in the world. New drugs have
been developed which provide direct psychotechnical intervention and
function to stabilitize and make dominant the moral and ethical pro-
pensities of man and subordinate, if not eliminate, his negative and

primitive behavioral tendencies.

It is therefore proposed that STATOS schools function as centers
for advanced drug surgical implants and monitoring programs designed
to reach all citizens in the state on an equal basis wmnd free of charge.
The schools will conduct special seminars for children and adults alike
on the use and misuse of the new drug implants and safety techniques

that will be performed.

Special simulations and shows will demonstrate the drugs' effi-
cacy in helping to solve personal, social, and world problems by their
ability to stifle both egocentric and altruistic inclinations (which
have been proven to have a chemical basis), thus allowing the rational
mind to achieve greater dominance.

It is proposed that special seminars be conducted for teachers
to help them deal with greater student rationality and to learn ways
of identifying and helpindkstudents who choose not to take the drugs
or on whom the effects have worn off.

EDVENT #52: SCHOOLS FOR PARTICIPATORY:PEMOCRACY; cosT: gD 7,500,000

Until recently, STATOS political parties have been loose confeder-
ations of state and local boss systems. Politicians have represented
the interests of their local districts and have assumed that such.a
pluralistic system would produce the general welfare. But the problems
of our times defy local efforts to deal with them. A new model of
politics is emerging which considers the world a complete ecological

system.

It is proposed that a new participatory democracy suited to the
conditions of an intential society be instituted through the public
learning centers. Teams of multidisciplinary experts have designed
models that contain mathematical expressions for almost every conceiv-
able ecological and social problem as it relates to similar problems

elsewhere throughout the world.

It is proposed, therefore, that political positions be represented
on the level of every community learning center. ‘Computer terminals"
with multimedia displa: -~onsoles will portray in pictures, figures, and
graphs the foreseeable slications of alternative political policies
for the community and ti nation. Local groups will discuss the issues
with experts at home and abroad and by nightly instantaneous referendums
determine which bills to pass or reject. Representatives will no longer
be elected to decide on political issues at national or world congresses,
but some will be appointed to see that the technocrats present the prob-
lems and the alternatives formulated to the public objectively.

ERIC ‘ ‘ I
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EDVENT #53: SUPERCONTROLLED ENVIRONMENTS; COST: gD 17,500,000

Three-dimensional television and movies were perfected in the late
1970s and have now developed into advanced holovision techniques where
the picture surrounds the viewer on all- sides. Holovision has now been
combined with responsive environments to transform the make-believe into
the perception of reality--supercontrolled environments. Experience
centers have been established around the nation where one no longer
goes to see the movies, such as "Clockwork Orange," one now participates
in them and their outcomes. One may even believe he has been wounded,
suffer death, and resurrect to live in some fantasy-land beyond. Learn-
ers can either program the outcome themselves, have it occur on-a random
basis, or accept a preprogrammed package. The techniques are now so
perfected that few indeed can separate the real from illusion while
in the simulators. :

It is suggested that these new simulators will serve as excellent
teaching aides. It is proposed that there be developed a sequence of
environments to cover the history of mankind. Each child will relive
the history of the species and both intellectually and emotionally
sense its successes and suffer at its failures. It is also proposed
that simulations be developed of all imaginable future developments
so that the young may participate in designing the future of the nation,
see the issues from many possible angles, and reflect on all probable
consequences. Stadents will be taught techniques for designing their
own supercontrolled environments. Parents will be encouraged to par-
ticipaté in a variety of such experiences.

EDVENT #54: EDUCATION FOR SUSPENDED ANIMATION; COST: gD 8,500,000

Long-duration coma, hibernation, or suspended animation has been
perfected now. Men can safely move into frozen storage for years to
centuries. All across the country citizens with incurable dlseases,
the weary of 1life, or the adventuresome, have chosen- to move into another

century and another time.

It is proposed that suspended animation could be a profound learn-

. ing experience by helping the young to understand the meaning of death,
“birth, time, progress, history, and many other aspects of human exper-

ience which are never so overwhelmingly sensed as when one has been
"dead" for ten to a thousand years. Therefore, it is proposed that

all children be encouraged to have this experience while in their grow-
ing years. Schools will institute seminars to promote hibernation

among the adult population by showing its efficacy in achieving happi-
ne:s, prestige, and a sense of adventure as demonstrated by conversations
with families already revived. It is proposed that special instruction
be given to prepare the departing for the experience, even "funerals"

for families which depart, possibly, forever from loved ones.

It is proposed that all faculty be required to participate in a
hibernation experience to enhance their status in the eyes of the young.

v
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EDVENT #55: INSTANTANEOUS EDUCATION; COST: gD 16,000,000

Man-machine symbiosis has been achieved by linking the human
brain to a computer. Such direct electrical stimulation can be used
to teach most knowledge and many skills instantaneously. It has also
facilitated the interconnection of many minds into a "mass-mind"
learning experience. Even now techniques are being developed such
that decisions of national interest can be decided on a national
mass-mind instantaneous referendum. Man is thus able to vastly
improve his social and mental functioning.

It is proposed that STATOS immediately adapt its computers in
all learning centers to facilitate use of the'new technology of instan-
taneous learning. All academic courses, CAI and CATV programs will be
dropped. All drugs for improving memory and intelligence will be auto-
mated. Children at age two will be required to have the necessary

surgical implants.

It is proposed that STATOS establish a Center for Man-Machine
Symbiosis to develop and/or purchase programs for instantaneous learn-
ing, to direct such services so that all children will receive them
equally, and to extend them to the public and provide the necessary
counseling for appropriate adjustment.

It is proposed that the Schools of Unlearning develop similar
instantaneous programs for directed forgetting. Teachers will now
specialize in child emotional growth and the limits of genetic manipu-
lation. It is proposed that local learning centers prepare to function
also as centers tc coordinate "mass-mind democracy" through which all
citizens may participate in national decisions.

EDVENT #56: MENTAL TELEPATHY EDUCATION; COST: $D 4,000,000

A team of Russian scientists has discovered the mechanism behind
mental telepathy. It now fits into the physical picture of nature.
American and Japanese engineers have developed small and inexpensive
amplification devices such that all individuals can read the current
thoughts of each other's minds with ease. Students are beginning to

bring these devices to school.

It is therefore proposed that STATOS give a crash program in
training all teachers and administrators techniques of thought control
as well as methodologies to use the new devices pedagogically. It is
proposed that new courses be designed to teach students thought con-
grol and to use the ESP machines in their daily lives to enhance inter-
personal communication. Special experiences will be designed to help
them adjust to the radical changes of attitudes toward sex, privacy,

“and even human nature that ESP is causing. And since the machines will

make students much more politcally and socially sophisticated, it is
proposed that all learning experiences be accordingly upgraded.
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EDVENT #57: EDUCATION ORGASMS; COST: gD 10,000,000

As a result of research with drugs and .electrode implants in the brain,
scientists have found ten human "pleasure centers." Simultaneous stimula-
tion of the centers in various combinations produces a mystical ecstasy
which makes hallucinatory drugs or sex totally incomparable and blasé by
comparison. Inexpensive solid-state implants have been developed which
permit random stimulation of the centers. ' A new industry is emerging in
the form of "pleasure cafes" which has programs for manipulating the brain's
pleasure center of people who have purchased the implants. The cafes have
shown that stimulation can be enormously enhanced by participation of other
humans and telepathic recognition of mutua% ecstasy.

It ig proposed that the art of writing programs for achieving induced
peak experiences via brain-implants to the :ten pleasure centers be taught
and directed toward educational purposes. Automatic transceivers will be
given each child which will induce "orgasmic-like" experiences in learners
as reinforcements for desired display of cognitive or affective learning
skills. Sex education will begin to be phased out as the new induced -
learning orgasms vastly supersede all other pleasures. All learning exer-
cises must be upgraded to handle the much more highly motivated students.

It is proposed that seminars be established to reassure skeptics of
positive benefits in the new program. Personal demonstrations, results
from long-range studies, and viable plans for prevention of misuse will

reduce most opposition.
EDVENT #58: AUTOMATED CHILDHOOD; COST: gD 14,500,000

New computer technology has been combined with surgical implants to
make it possible to place a man under constant surveillance without his ever
becoming aware of it, even to the extent of controlling his moods, desires,
and behavior. Usage is widely practiced in the state for treatment of
criminals and deviants who no longer are penned up like animals, but are
allowed to interact freely with the citizens. They know there is no escape
from it. Relatives and friends help determine the programs to guide their
loved ones and even participate in monitoring the surveillance equipment.

It is therefore proposed that such implants be surgically inserted in
all children born. Surveillance equipment will be put under control of.the
schools until such persons reach adulthood, at which time the implants will
be removed. These implants will save enormous costs and trouble in the

normal’administration of various mood and intelligence drugs already dis-

pensed by the schools and ‘will increase learning by the avoidance of delays.
Parents too will appreciate the model children which result from automated

childhood.

It is proposed that seminars be conducted for the public to assure
citizens of the safety of the techniques and demonstration of their use-
fulness. Citizens will be reassured that all measures are being taken to
prevent misuse. It is proposed that automated equipment be purchased to
perform the extensive surveillance requirements and that teachers be
retrained for the new conditions.
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EDVENT #59: WORLD RECONSTRUCTIONIST EDUCATION; COST: gD 6,500,000

This month a manned flight to Jupiter identified and captured a
strange vehicle from some other part of the universe. It is unmanned
and, apparently abandoned, but extremely sophisticated electronically.
It is obviously a stellar probe from another galactic system and proves-
the existence of highly intelligent beings beyond the earth. World-
wide alarm is caused by its discovery. Schools are severely criticized
for not being sufficiently academic and a sputnik-like crisis is pre-
cipitated. s ’

It is proposed that the schools offer an intensified program for
the gifted in space technology, communications engineering, and weapons
defense .-~ Schools will become local coordinating agencies in case of
invasion. '

It is proposed that STATOS initiate adult. and student seminars on
man's new place in the universe, creative writing on what life must be
"like elsewhere, and experierntial environments simulating possible future
alternatives. Most importantly, hower«:r, world political unity has resulted
from the external threat and has led to a new consolidation of power in

world government.

It is therefore proposed that all community learning centers be more
firmly linked to the World Education Assembly, not only by sending repre-
sentatives to it who allocate educational funds, but by being legally
responsible to the Assembly and World Government for the implementation
of programs to reconstruct society according to democratically-determined

world priorities.
EDVENT #60: EDUCATION FOR IMMORTALITY; COST: gD 8,000,000

Chemical control of the aging process of the human cell together with
growth and implantation of new organs and limbs has made possible the exten-
sion of life up to as much as 200 years. People can now choose their age
and remain there for many decades without noticeable effects. With biolog-
ical immortality expected within 50 years more research, the STATOS legis-
lative assembly has immediately passed laws forbidding childbirth without

government approval.

It is proposed that all schools cancel new building ventures and
terminate the hiring of new teachers as they prepare to switch entirely
into animal education and adult unlearning and reeducation. Since the
growth of remaining children can also be halted at any given ages, it
is proposed that their maturing be maximally delayed especially in the
very early years. This will facilitate maximum growth, but more impor-

. tantly, it will allow for the continuous presence of children in a
society in which few can ever again be born.

Since most adults can never have children any - more, it is proposed
that the government establish children as public property for all who
desire to have equal rights in observing, loving, and caring for them, ="
and that the schools be centers for providing and monitoring this public
service. The schools will also be centers for the dispensing of immor-
tality drugs and antidotes to the brooding and maternal instincts.

It is proposed that new existential learning experiences be intro--
duced on "The Right to be Born and to Die," "Human Evolution and Destiny.,"

and "As Man Becomes a God." . )

B
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ASSIGNMENT #1
Preparations for Planning Period 1975-1984

You are about to play the game SAFE--a simulation of thé future
of public education. You will be an important community leader who is
assigned to a committee responsible for planning the future of a large
metropolitan school district.

The goal of your committee is to earn as many satisfaction
points as possible. The team with the most points at the .end of the
fifth ten-year planning period is declared the winner.

Your first assignment is to read the Game Manual carefully.
Therein you will find a detailed description of all preparations needed
for the game and all the edvents. Know what is meant by such terms as
edvents, educational evaluators, socievents, edsurance, and edver-
tising, and understand how they are used in the game.

Read the first 20 edvents carefully, then complete the table
below and prepare to hand it in. Base your decisions on the following
considerations: a) the degree to which the seven educational evaluators
will like them (remember, if the powerful sociopolitical groups don't
like an edvent, then it is not likely to win many satisfaction points
for. you), b) the degree to which the long-range effects are desirable, -
and c) the cost of the edvent.

Edvent Selections

1. From the first 12 edvents, 1.
write the "best" 2 here: 5
1.

2. From the first 14 edvents,
minus the 2 above, write the 2
"best" 2 here: *

3. From the first 16 edvents,
minus the 4 above, write the 5
"best" 2 here: :

4. From the first 18 edvents,
minus the 6 above, write the 2
"best" 2 here: *

5. From the first 20 edvents,
minus the 8 above, write the 2
"best" 2 here: y
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ASSIGNMENT #2
Preparations for Planning Period 1985-1994

During this second round of the game SAFE, your district plan-
ning committee will be living through the years 1985 to 1994 A.D.
You will be primarily concerned with edvents #ll1 through 30. Your
assignment is to read these edvents carefully and then to use the
following two pages to prepare a public relations analysis. This
analydis will indicate which of the edvent options for the period
will earn you the most p01nts.

In the left-hand column of the form are listed the 20 edvents,
#11 through 30 by number and name. At the top of the page a space is
provided for you to £ill in the new influence levels of each of the
educational evaluators as given in the printout from Round I. You
are to estimate on the first row for each of the 20 edvents how satis-
fied you feel each of the evaluators is likely to be with that edvent.

For example, the first edvent on the form is #l1, Interactional
CATV Schools. all of the evaluators like this edvent except for the
Essentialists. (The rating scale is from +3 to -3 where -3 means they
intensely. dislike it and +3 means they intensely like it.) The second
edvent for the perios is #12, Individualized Learning Schools. In this
case, the Essentialists and the Neoperennialists dislike it. :You are ‘
to now estimate how the evaluators will view each of the remaining 18
edvents for the period. To help you with this, some of the information

is already provided.

After these ratings are completed, multiply the influence level
at the top of the page by each of the influence levels you just finished
estimating and £ill the products in the second row provided for-each
edvent. The sum of the products is put to the right in the "Totals"
column. Each total tells you how many points you mlght earn if that
edvent is lmplemented.

For example, suppose the computer printcut from Round I gave
the following new influence levels: NEO 85, ESS 300, SOC 315, EXp 110,
REC 130, HUM 40, and BIO 10. You would £ill in these values on the top
line of the form on the next page and calculate the points possible
through implementing this edvent as follows:

EDVENT EDUCATIONAL EVALUATORS
NEO ESS SOC EXP REC -HUM BiO TOTAL

New Influence Levels - 85 300 315 110 130 40 10

#11 Interactional CATV +]1 -1 +]1  +2 +2 +]1 +1 630
Schools 185 —300 +315 +220 +260 +40 +10
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The only remaining problem is to specifically determine which
edvents you want to implement. During the first two years, your
options are #2 through 22, minus of course those edvents which you
implemented in Round I. Write at the bottomef your public relations
analysis form the two edvents with the highest totals from the 20.

For the second two-year period, your options are #4 through 24.
pick the highest two remaining and add them to your list. Do the same
for each of the remaining two-year periods until you have picked the
ten "best” edvents from among the options. This analysis will tell
you which are the "best" choices for immediate public satisfaction
and the order in which you should implement them.
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1985~
1986

PUBLIC RELATIONS ANALYSIS

106

EDVENT

EDUCATIONAL EVALUATORS

Neoperennialists

(NEO)

Essentialists

(ESS)

Social Realists

(s0C)

Experimentalists

(EXP)

Social Reconstruc-

tionists (REC)

Human Potentialists

(HUM)

Biological Recon-
structionists (BIO)

TOTAL

New Influence Levels -

#11.

Interactional CATV
Schools

+1

+2

+1

+1

#12.

Individualized
Learning Schools

+2

+1

+2

+1

¥13.

Education as an
Cccupation

.

#14.

Society Schooling

+1

#15.

Community Arts
Center

+1

+2

#l6.

Family Health Center

+2

#17.

Educational Research
Institute

#18.

Student Information
Service

+2

+3

#19.

Youth Towns

+3

#20.

Education Assembly

+1

-2

(continued on next page)
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PUBLIC RELATIONS ANALYSIS (continued)

EDUCATIONAL EVALUATORS®
0 o
: | o =
3] 0 L m
[0} 0 =} o g~
4+ 0 + Moo~ ’8 o]
0 ie| 0 D) o
ol 0 0 ol 0 ﬁ ol gy
- e i —~ £ & g .ﬂ
3 A o 3 0 ) = g
g 19 |& |§ |l |8% >
EDVENT g 3 Eolqal®™ |50 >
iolializ|ig |38 98l55| S
0 9] 0 A E 0 o
SE|AB |32 |HE 8% |2ERP| «
Years: #21. National Library -1 +2
1985~ Service
1986
[ ] -
(con'd) #22. Educational 2 +3
Experience Centers
. -2 -2
liggs #23. Performance
Contracting ‘ :
. . . -2 +2
#24. Community Siblings .
Program
1989~ #25. Future-Shock -3 +3
1990 - .
Curricula
#26. Differential 2 -l
Staffing
1991- #27. Parochiaid o +3 -2 -1
1992
#28. Marriage Training -1 [+l
Schools
1993- #29. Intelligence Drugs -1 -+3
1994
#30. Personality Drugs +1 +1 n H-3
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ASSIGNMENT #3, Part I
Preparations for Planning Period 1995-2004

During this third round of the game SAFE, your district planning com=
mittee will be living through the years 1995 to 2004 A.D. You will be pri-
marily concerncd with edvents #21 through 40. Your assignment is to prepare
a public relations analysis and a futurist analysis. Together, this infor-
mation will tell you which of the edvent options are the most desirable.

To make this assignment as meaningful and yet as simple as possible, one-
half of your team will take edvents #21 to 30 (Part I), and the other half
will take edvents #31 to 40 (Part II).

Public Relations Analysis: On the following page you will find a
form containing edvents #21 to 30 in the left-hand column and the seven
educational evaluators across the top. This is very similar to the analy-
sis you made in preparation for Round II. Again, there is provided about
half of the information you will need to perform the analysis. This infor-
mation tells you the degree to which the evaluators like or dislike the
particular edvent (on a scale from +3 to -3). Your assignment is to com-
plete this information by f£illing in the blanks. Then compute the satis-
faction points possible for each edvent.

To perform this computation, £ill in across the top the new influ=-
ence levels as taken from the printout of Round II. Multiply the influence
level of each group by the satisfaction or dissatisfaction level that the
group feels toward the particular edvent and put the product in the space
directly below. Add these products and put the sum to the right in the

4

"Total" column.

Futurist Analysis: On the third page you will find a form contain=-
ing edvents #21 to 30 in the left-hand column and the 12 socievents across
the top. This is the futurist analysis form. Half of the information you
will need is already provided. To the right of edvents #21.to 25 there is
a series of numbers from +6 to -6. These numbers tell you how the imple-
mentation of that edvent will change the probability of occurrence of each
of the socievents.

For example, if you implement National Library Service, the proba-
bility of nuclear war goes down by one point; and if you implement Per-
formance Contracting, it goes up one point. Your assignment is to fill
in the missing information by reading the edvents and then estimating on
a scale from +6 to -6 the degree to which you feel each edvent will change
the probability of occurrence of each socievent. Then compute the totals
in the last four columns. To get the total "desirable effects," change
the signs of the last eight socievents and then add the positive numbers
of all 12 socievents together. To get the total "undesirable effects,"
add all the negative numbers together (see the examples on the form). 1In
the "special concerns" column, put the opposite effect of one socievent
which you are particularly concerned about (such as nuclear war) and then
total these three columns to the right.

The public relations analysis will tell you which..edvent will earn
the most immediate points. The futurist analysis will tell you which edvent
will lead to the most desirable future for the district. .Together, they
suggest the "best" choices for implementation. To complete your prepara-
tions, choose what you now consider to be the five best edvents you will

recommend for implementation.
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PUBLIC RELATIONS ANALYSIS

EDUCATIONAL EVALUATORS
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e - +
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Program
#25. Future Shock -3 +l +2
Curricula
#26. Differential Staff- *+2 , o2
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FUTURIST ANALYSIS
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ASSIGNMENT #3, Part II
Preparations for Planning Period 1995-2004

During this third round of the game SAFE, your district planning com-
mittee will be living through the years 1995 to 2004 A.D. You will be con=-
cerned with edvents #21 through 40. Your assignment is to prepare a public
relations analysis and a futurist analysis.. Together, this information will
tell you which of the edvent options are the most desirable. To make this

. assignment as meaningful and yet as simple as possible, one-half of your
team will take edvents #21 to 30 (Part I), and the other half will take
edvents #31 to 40 (Part II).

Public Relations Analysis: On the following page you will find a
form containing edvents #31 to 40 in the left-hand column and the seven
educational evaluators across the top. This is very ‘similar to the analy-
sis you made in preparation for Round II. Again, there is provided about
half of the information you will need to perform the analysis. This infor-
mation tells you the degree to which the evaluators like or dislike the
particular edvent (on a scale from +3 to —-3). Your assignment is to com=
plete this information by filling in the blanks. Then compute the satis-
faction points possible for each edvent.

To perform this computation, fill in across the top the new influ-
ence levels as ‘taken from the printout of Round II. Multiply the influence
level of each group by the satisfaction or dissatisfaction level that the
group feels toward the particular edvent and put the product in the space
directly below. Add these products and put the sum to the right in the
"Total" column. ~

Futurist Analysis: On the third page you will fin&-a form contain-
ing edvents #21 to 30 in the left-hand column and the 12 socievents: across
the top. This is the futurist analysis form. Half of the information you
will need is- already provided. To the right of edvents #31 to 40 there is
a series of numbers from +6 to -6. These numbers tell you how the imple-
mentation of that edvent will change the probablllty of occurrence of each

of the soc1events.

For example, if you implement Famlly-Centered Education, the proba-
bility of nuclear war goes up two points and if you implement Education
Quotas it goes down one point. - Your assignment is to fill in the missing
information by reading the edvents and then estimating on a scale from +6
to -6 the degree to which you feel eachedvent will change the probability
of occurrence of each socievent. Then compute the totals in the last four
columns. To get the total "desirable effects,” change the signs of the
last eight socievents and then add the pos1t1ve numbers. of all 12 socievents

. together. To get the total. "undesirable effects," add all the negative
numbers together (see the examples on the form). - In the "special concerns"
column, put the opposite effect of one socievent which you are particularly
concerned about (such as nuclear war) and then total these three. columns

to the right. g

The public relatlons ‘analysis will tell you whlch edvent will earn
the most immediate points. .  The futurlst analysis will tell you which edvent

--will ~lead-to--the-most-- desirable-future-for- the-district.-—-Together, -they.- v st

suggest the "best" choices for implementation. To complete your prepara-
tions, choose what you now consider to be the five best edvents you will

' recommend for 1mplementat10n.
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EDVENT

. EDUCATIONAL EVALUATORS

Neoperennialists

(NEO)
Essentialists

(ESS)

Social Realists

(soC)

Experimentalists

(EXP)

Social Reconstruc-

tionists (REC)

Human Potentialists

(HUM)

Biological Recon-

structionists (BIO)

TOTAL

New Influence Levels =

#31.

Family-Centered
Education

+3

+1

#32.

Incidental Education

+1

+3

#33.

Professional
Parenthood School

+1

+2

#34.

Schools of
Relearning

+2

+3

#35.

Education Quotas

+3

#36.

Computerized
Schools

+3

+2

#37.

Advanced Sex
Education

+1

#38.

Education for
World Democracy

1+1

+3

#39.

Charter Myth
Schools

+2

#40.

Education
Centralization

+1

+2
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FUTURIST ANALYSIS
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ASSIGNMENT #4, Part I
Preparations for Planning Period 2005-2015

During this fourth round of the game SAFE, your district planning
committee will be living through the years 2005 to 2015 A.D. You will be
concerned with edvents #31 through 50. Your assignment is to Prepare a
public relations analysis, a futurist analysis, and a cost-benefit analysis.
Together, this information will tell you which of the edvent options are
the most desirable. To make this assignment as meaningful and vet as simple
as possible, one-half of your team will take edvents #31 through 40 (Part I)
and the other half will take edvents #4l through 50 (Part II).

Public Relations Analysis: On the following page you will find a
form containing edvents #31 to 40 in the left-hand column and the seven
educational evaluators across the top. This is very similar to the analysis
you made in preparations for Round III. Again there is provided about half
of the information you will need to perform the analysis. This information
tells you the degree to which the evaluators like or dislike the particular
edvent (on a scale from +3 to =-3). Your assignment is to complete this
information by filling in the blanks. Then compute the satisfaction points
-each edvent makes possible.

Futurist Analysis: On the next page you will find a form containing
edvents #31 to 40 in the left-hand column and the 12 socieventS across the
top. This is the futurist analysis form and again, half of the information
you will need is already provided. To the right of edvents #31 to 35 there
is a series of numbers from +6 to -6. These numbers tell you how the .imple-
mentation of that edvent will change the probability of occurrence of each
of the above socievents. For example, if you implement Family-Centered Edu-
cation, the probability of nuclear war..goes up by two points and if you imple-
ment Education Quotas, it goes down by one point. Your assignment is to fill
in the missing information by reading the edvents and then computing the totals
in the last four columns. To get the total "desirable effects," change the
signs in the last eight socievents and then add all the positive ones together. .
To get the total "undesirable effects," add all the negative ones together.
In-the special concerns column, put the opposite effect of one socievent
which you are particularly concerned about (such as nuclear war) and then
total these three columns to the right.

Cost-Benefit Analysis: Take a separate sheet of paper and divide the
satisfaction points which each edvent makes possible by the cost of that
edvent. Rank the quotients from the highest to. the lowest. For example,

. suppose Family-Centered Education could earn you 600 points and cost gD 10
million. And suppose Incidental Education could earn you 500 points and
costs gD 6 million. For the cost-benefit analysis, you divide the benefits
by the costs. This gives you 600/10 or 60 for Family-Centered Education

and 500/6 or 83 for Incidental Education: Obviously, though Incidental
Education could earn you fewer points, it is a much better buy for the money

invested and should be preferred. RS

To complete your assignment, choose from the cost-benefit and
futurist conclusions the five "best" edvents you will recommend for imple-

~ mentation. , i .
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EDUCATIONAL EVALUATORS
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New Influence Levels -+
#31. Family-Centered +3 -2 +1
Education
#32. Incidental Education |[+1 -2 +3
#33. Professional -1 +1 +2
Parenthood School L
#34. Schools of +2 -3 +3
Relearning :
#35. Education Quotas -1 +2 |43
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Schools
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Education
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ASSIGNMENT #4, Part II '

Preparations for Planning Period 2005-2015

During this fourth round of the game SAFE, your district planning
committee will be living through the years 2005 to 2015 A.D. You will be
concerned with edvents #31 through 50. Your assignment is to prepare a
" public relations analysis, a futurist analysis, and a cost-benefit analysis.
Together, this information will tell you which of the edvent options are
the most desirable. To make this assignment as meaningful and yet as simple
as possible, one-half of your teamgwill take edvents #31 through 40 (Part I)
and the other half will take edven 41 through 50 (Part II).

Public Relations Analysis: - ollowing page you will find a
form containing edvents #4l1 through 50 in the left-hand column and the seven
educational evaluators across the top. This is very similar to the analysis
you made in preparations for Round III. Again there is provided about half
of the information you will need to perform the analysis. This information
tells you the degree to which the evaluators like or dislike the particular
edvent (on a scale from +3 to -3). Your assignment is to complete this
information by filling in the blanks. Then compute the satisfaction points

each edvent makes possible.

Futurist Analysis: On the next page you will find a form containing
edvents #41 to 50 in the left-hand column and the 12 socievents across the
top. This is the futurist analysis form and again, half of the information
you will need is already provided. To the right of edvents #41 to 45 5here
is a series of numbers from +6 to -6. These numbers tell you how the imple-
mentation of that edvent will change the probability of occurrence of each
of the above socievents. For example, if you implement Supersleep Education,
the probability of nuclear war goes down by two points and if you implement
World Government Education, it goes down by six points. Your assignment is
to fill ‘in the missing information by reading the edvents and then computing
the totals in thé last four columns. To get the total "desirable effects,”
change the signs in the last eight socievents and then add all the positive
.ones together. To get the total "undesirable effects," add all the negative
ones together. 1In the special concerns column, put the opposite effect of
one socievent which you are particularly concerned about (such as nuclear
war) and then total these three columns to the right.

Cost-Benefit Analysis: Take a separate sheet of paper and divide the
satisfaction points which each edvent makes possible by the cost of that
edvent. Rank the quotients from the highest to the lowest.. For example,
suppose Education for Space Travel could earn you 600 points and cost gD 10
million. And suppose World Government Education could earn you 500 points
and cost #D 6 million. For the cost-benefit analysis, you divide the bene-
fits by the costs. This gives you 600/10 or 60 for Education for Space
Travel and 500/6 or 83 for World Government Education. Obviously, though
World Government Education could earn you fewer points, it is a much better
buy for the money invested and should be preferred.

To complete your assignment, choose from the cost-benefit and futurist
conclusions the five "best" edvents you will recommend for implementation.

145



118

PUBLIC RELATIONS ANALYSIS ‘

EDUCATICNAL EVALUATORS

», BDVENT

o

Experimentalists
Social Reconstruc-
tionists (REC)
Human Potentialists
(HUM) '
Biological Recon-
structionists (BIO)

Social Realists
(EXP)

(soC)

Neoperennialists

(NEO)
Essentialists

(BSS)
T O T_A L

t

New Infiuence Lévels -+

#41. Education for -2 +2 -1
Space Travel

#42. World Government -1 +1 -1
Education :

#43. World Language -1 [+ +3
" Education

#44. Community Happiness -1 ’ +1 +1
Centers cy .

N
1

S——
i

#45. Supersleep Education‘f : —

#46. Genetic: Engineering -1 +1 +1
" Education , . &

#47. Intelligent Robot -2 |+2 -1
Tutors ‘

#48. Babytorium Education -1 +2 -1

#49. Educating the Clones -1 -2 +3

#50. School Superfood =2 +1 - ‘ =1
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ASSIGNMENT #5, Part I
Prepérations for Planning Period 2005-2024

During this last round of the game SAFE, your district planning
committee will be: 11v1ng through the years 2015 to 2024 A.D. You will
be concerned with edvents #41 through 60. Your assignment is to pre-
pare a public relations analysis, a futurist analysis, and a cost-
benefit analysis, only this time they will all be integrated together.

The final analysis will tell you which of the edvent options
are the most "desirable." To make this assignment as meaningful and
yet as simple as possible, one-half of your team will take edvents
#41 through 50 (Part I), and the other half w111 take edvents #51
through 60 (Part. II)

Public Relatlons Analysis: On the following page you will
find a form containing edvents #41 through 50 in the left-hand column
.and the seven educational evaluators across the top. This is very -
similar to the analysis you made in preparation for Round IV. Only
this round all of the positive relatlonshlps are given. This infor-
mation tells you the degree to which the evaluators favor the partlcu-
lar edvent (on a scale from O to +3). Your assignment is to complete
this information by filling in the blanks for the negative effects.
Then compute the satisfaction points each edvent makes possible, as
done in Assignment #4.

Futurist Analysis: On the next page you will find a form con-
taining edvents #41 through 50 in the left-hand column and the 12
socievents across the top. This is the Futurist Analysis form and
again, half of the information you will need is already provided.
Your assignment is to fill in the missing negative effects. Then
compute the totals in the last four columns.

Cost-Benefit Analysis: Take a separate sheet of paper and
divide the satisfaction points which each edvent makes possible by
the cost of the edvent. Rank the quotients from the highest to the
lowest and place the rankings in column A of the Cost-Benefit form.
Divide the total Futurist Analysis points for each edvent by the
cost of the edvent, rank the quotients from highest to the lowest,
and place the rankings in column C. Multiply the rankings in column
A by two and put the products in column B. Add columns B and C
together and put the sum in column D. Now rank column D from the
lowest to the highest and put the results in column E.

This is a cost-benefit analysis technique which integrates
the long- and short-range effects of a decision with its overall
cost so that you can tell which of the choices are the "best."
The edvents in column E with the lowest numbers are theoretically

the "best" choices.
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ASSIGNMENT #5, Part II
Preparations for Planning Period 2005-2024

During this last round of the game SAFE, your district planning
committee will be living through the-years 2015 to 2024 A.D. You will
be concerned with edvents #41 through 60. Your assignment is to pre-
pare a public relations analysis, a futuriSt analysis, and a cost-
benefit analysis, only this time they will all be integrated together.

Thé final analysis will tell you which of the edvent options
are the most "desirable." To make this assignment as meaningful and
yet as s mple as possible, one-half of your team will take edvents
#41 through 50 (Part I), and the other half will take edvents #51

through 60 (Part II).

Public Relations Analysis: On the following page you will )
find a form containing edvents #51 through 60 in the left-hand column‘
and the seven educational evaluators across the top. This is very
similar to the analysis you made in preparation for Round IV. Only
this round all of the positive relationships are given. This infor-
mation tells you the degree to which the evaluators favor the particu-
lar edvent (on a scale from O to +3). Your assignment is to complete
this information by filling in the blanks for the negative effects.
Then compute the satisfaction points each edvent makes possible, as
done in Assignment #4. o

Futurist Analysis: On the next page you will find a form con-
taining edvents #51 through 60 in the left-hand column and the 12
socievents across the top. This is the Futurist Analysis form and
again, half the information you will need is already provided. Your
assignment is to fill in the missing negative effects. Then compute
‘the totals in -the last four columns.

-Cost-Benefit Analysis: Take a separate sheet of paper and
divide the satisfaction points which each €édvent makes possible by
the cost of the edvent. Rank the quotients from the highest to the
lowest and place the rankings in column A of the Cost-Benefit form.
Divide the total Futurist Analysis points for each edvent by the
cost of the edvent, rank the quotients from highest to the lowest,
and place the rankings in column C. Multiply the rankings in column
A by two and put the products in column B. Add columns B and C
together and put the sum in column D. Now rank column D from the
lowest to the highest and put the results in column E. '

This is a cost-benefit analysis technique which integrates
the long- and short-range effects of a decision with its overall
cost so that you can tell which of the choices are the "best."
The edvents in column E with the lowest numbers are theoretically

the "best” choices.
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APPENDIX C

SAMPLE RUN OF THE GAME
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INTRODUCTION
Explana- |

KO0 oy ARE ABOUT 10 PLAY THE GAME "SAE"--4 SIMILATION OF THE FUTURE OF EDUCATION PROH
1975 70 2084 4.0, 100 REPRESENT DISIRICT 1 AND sRE NOW RES?ONSIBLE FOR EDUCATIONAL

DECISIONS FROM 1976 T0 1964,

e of BRCINNIIG: 1T TEN-YEAR ELANNING PRRIOD
for  CEVERAL SOCTETAL AND IVTERVATIONAT DEVELORYENTS OVER THIS DECADE WILL STRENGTREN
wossible " ZIFUEICE CROUES I YOUR DISTRICT FAVORING MODERATE CONSERVATISY.

general . |
trends,  YOU ARE NOW LIVING IN THE YEAR 1975, YOUR EDVENT OPTIONS ARE:

1 CAREER EDUCATION  ~- s e
This 2 VOUCKERS | '
list 3 ACCOUNTABILITY
may 4 AUTHORITARIAN SCHOOLS
contain 5 FAMILY NEIGHBORHOOD LEARNING CENTERS
as many 6 COMMUNITY NURSERY CENTERS
as 20 '7 TELEVISED HOME STUDY PROGRAM
options. § EDUCATION AS VOCATIONAL TRAINING

§ COMMUNITY GUIDENCE AND EVALUATION CENTERS
10 EXPERIENTIAL LEARNING SCHOOLS

11 INTERACTIONAL CATV SCHOOLS ..

12 INDIVIDUALIZED [EARNING SCROOLS

vaes  YOUR ACCOUNT BAS JUST BEEW CREDITED WITH S0 12 MILLION RROM DAY REVENUES.
veceived  T0TAL DIFOSITS IV YOUR ACCOUNT NOW ARE 8D 12 MILLIO.

~every two.
years. WHICH EDVENT WOULD YOU LIKE 10 IMPLEMENT THIS TEAR? IF NOWE, TYPE (.

r | |
8D on the computer: will mean #D (STATOSDOLLARS).

8Tt




First 1 | - Co |
choice YOU MADE ONE OF THE BEST POSSIBLE CHOICES FOR GAINING IMMEDIATE PUBLIC SATISFACTION,
Computer ‘CMJTION YOU DID NOT MAKE ONE OF THE BEST LONG-RANGE DECISIONS NHEN CONSIDERING
‘Decision SOCTEVENTS. ANALYSIS RANKS IT ¢,

Analysis, N COST-BENEFIT ANALESIS SUGGESTS TNAT YOU NADE AN EXCELLENT OVERALL DECISION

tmy  Y00R TRUOVATION IS SUCCRSSPULLY IM’LEMENTED
also fail. Y0 BAVE REMAINTNG IN YOUR ACCOUNT SD 1 MILLION. B
R jrs THERE ANOTEER EDVENT Y00 WOLLD LG 70 TEIRBIT DURIMG THIS T/O-YEAR PLAMMIA PEHIOD9

SRR B " |

A mistake; JOU MY CHOOSE EACH EDVENT ONLY ONCE AND-IT MUST BE ONE OF THE OPTIONS STATED ABOVE |
o not avail- IS THERE ANOTHER EDVENT 10U MOULD LIKE il IMPLEMENT DURING THIS TMO-YEAE PLANNING PERIOD’ |

- able until |
‘next two- B , ‘

year | S . ‘ I
period. | | | o
| 3

. Third: - 10U MADE A GooD, BUT NOT OIF OF 0 BEST OHOICES FOR GAINING IMMEDIATE PUBLIC SATISFACTION
choice - ANALISIS RAMKS IT 6,

o CAUTION: ~ YOU DID NOT MAXE ONE OF THE BEST LONG-RNNGE DECISIONS NNL'N CONSIDERING SOCIEVENTS
Computer — ANALYSIS RANKS IT 7,

- Decision  [0U HAVE INIDE A REASONABLE COST-BENEFIT CNOICE BUT OTNENS NERE BETTER, ANALYSIS RANKS IT 6'
. hnalysis.

UNFORTUNATELY, YOUR INNOVATION IS A FAILURE, HALF OF ITS SATISEACTION POINTS ARE LOST
YO0UR DISTRICT IS NOW IN DEBT SD 6.5 MILLION,

IS THERE ANOTHEE EDVENT YOU HOULD LIKE I0 IMPLEMENT DUEING THIS TH0- YEAR PL4NNING PERIOD? T

The "1" C IO I o
following  UNFORTUATELY, YOU WILL LIKELY LOSE POINTS BY THE IMPLEMENTATI ON OF THIS EDVENT AVAZYSIS
your . RAVKS IT:10, SRRE

- cholce ~ * CAUTION:~ -YOU DID NOT MAKE ONE 0F TEE BEST LONG-RANGE DECISIONS NEEN CONSIDERING SOCIEVFNT
will give  AVALYSIS RANKS IT 8.

you a Y0U HAVE MATE A REASONAELE COST-BENEFIT CNOICE BUT OTHERS NEEE BETTEE AMLYSIS E/ HRE
printout = IT 10

165

T

EKC o



~ ofall YOUR INNOVATION IS SUCC’ESSFULLY IMPLEMENTED |
- variables INFLUENCE CHANGES: 1 -1 -2 -1 3 3 2 TOTALS 79 321 254 108 122 101 21
_that change SOCIEVENT CRANGES: -1 32042049 2 0 -2 TOTALS 669 90 201 204
as a re- 8493 114 121 103 57 65 19
silt.  JOUR DISTRICT IS NOW IN DEBT SD 15.2739 MILLION,
: They are IS THERE ANOTHER EDVENT YOU WOULD LIKE TO IMPLEMENT DURING THIS TWO-YEAE PLAIVNING PERIOD’ |
m order | ‘ | | |

as llsted
_Inthe
mnual,
o | - : 0 ‘
You must INDIC’ATE BELOW HOW YOU WA 70 EDSURE 170 CHANGE SOCIEVENl PROBABILITY LEVELS

COV PR TBA STV PRI ACC EED
100111 0 0
DURING 1975 AND 1976 THE FOLLONING SOCTEVENTS OCCURRED:
1 BATIONAL GNP CROVTH EARWS YOUR DISTRICT $D 9,295,000,

7 TEACRER STIIES CIST 10 DISTRLET 0 4,500, 00

put a 1

or 0 under
each of
them.

THE EOLLOWING SOCIEVENTS WOULZD HAVE OCCURRED I YOU HAD 0T IMPLEMENTED EDSURANCE PEGGRAMS
6 STUDENT RIOTS COST YOUR DISTEIC’T SD 4,250,000.

INDICATE BELOW HOW 10U WANT 10 EDVERTISE 10 CRANGE INFLUENCE AND HTTSFAC’TION LRVELS:
NEO ESS S0C EXP REC HUM BIO

Wuder 5y 2 301 0 1

BIO is a.
mistake;
you must
~ put a num-
ber betwéen
land 10
under each.

10U MAY NOT CHANGE ANY PEECEPTIONS BY LESS THAN (0 NOR MORE THAN 10 POINIS.

INDICATE BELOW HOW YOU WANT TO EDVERTISE T0 CHANGE INFLUENCE AND SATISFACTION LEVELS:
NEO ESS S0C EXP REC HUM BI0

Chsinge 1 S e e e
"1" means  EDVERTISING C'OST; You 5D 2.002‘MILL.70N DURING THIS TWO-IEAR PERIOD, FOR THIS 10U EARNED
. oneunder AV ADDITIONAL 100.0 SATISFACTION POINTS AND INCREASED INFLUENCE LEVELS BY 0 POINIS.

~ each of L o i o |
them.

TET




'Thls compares I COMPARISON TO FEDVERTISING FOR EARNING POINTS, YOUR EDVERTISING IS RANKED 4,
“your choice
to the edvent YOU HAVE BEEN CHARGED SD 6086, 396 INTEREST FOR OVERDRARING YOUR ACCOUIVT
optlons
THIS THO-YFAR PLANNING PERIOD BAS NOW ENDED You E’ARNED 669 SATISFACTION POINTS.
TOTAL SATISFACTION POINTS ERNED SINCE 1975 ARE 66‘9
- YOUR DISTRICT HAS BECOME MORE CONSERVATIVE,

These vent up  NOIE. THE PROBABILITY OF UNDESIRABLE’ SOCIEVENTS OCCURRING BAS GONE UP BY 30 POINTS.

‘because of bad NOTE: THE PROBABILITY OF EDVEIVT FATLURE HAS GOIVE UP BY 18 POINTS.

choices. |
**1\'**1\"1\'*‘*****‘*.***'k***‘****‘****i:**************

Cunulates . CONCLUSIONS TO THE FIRST TEN-YEAR PLANNING PERIOD _

all rounds. THE TEN-YEAR PLANNING PERIOD HAS NOW ENDED, THE STATUS OF YOUR ACCOUNT IS SD -32.2469

| MIILION, TOTAL SATISFACTION POINTS EARNED IN THE GAME SO FAR ARE 3,467,

THE STATUS OF BVALUATOR INFLUENCE AND SOCIEVENTS IS AS FOLLOWS:

V0D CRANGE
/A N Y

3?::ioramgb§:;nd oo o’
e ot SEa w0
de o BB 10
PO R ¢ D RS

. BE78 000 -
R S IR R N
| | GP 877 66 1l
| \T/?:;zioz:bziand CAE ‘ 54 90 ,. -5 -
IR TR/ B S
o oot MW w0 7
ks o 9 65w
A /] B A

B T R T
St M9 15
BRI 1300 10 .10

CET
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. These change

because of

an socievent

probability
t

levels.

hen positive,
it means an
Increase,

This line

gives the cost

of using the
 computer.,

A
A
g

JEW
28
85
50

B4

() CHANCE

)

b9
20

400

J
80
10

82

T NEH EDSIRAICE CUSTS 428 45 FOLORS:

(0

%R

m
S
oI
e

RED

285500

134750

362240

306524

207500
145000

296675

TOTAL COSTS NOW ARE 5D 1,6785 MILLION.,
TRIS IS 4 CRANGE OF 5D 229123

T0TAL SATISFACTION POINTS PER MILLION SD INVESTMENT NOW EQUALS: 33,8247,

00T

THE COST OF RUANING TRIS ROUND OF THE GAME IS 2.81 DOLLARS.
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SAFE: GAME EVALUATION

Name:
We apprec1ate your part1c1patlon in SAFE, the

s1mulatlon game. So that we may improve the game as a

result of your experience and knowledge, we ask you to

complete this questionnaire.

1. Did you enjoy this simulation game? Yes No

a) What was the most enjoyable part of it?

b) What was the least enjoyable part of it?

e

My

2. Was it a worthwhile educational experience in
view of the time and effort you put into it? Yes No

a) How much time did you spend altogether in preparation

for the game?
hours

3. What do you feel are the most 1mportant things
"you learned from participation in the game?

a)
b)
c)

4. This simulation game was designed to help partici-
pants become aware of and reach the following ten objectives.
On the scales to the left, indicate with an'0' the extent to
which the game has succeeded in achleVlng these goals with

you personally.
173



Not at Very 136

All Much
0 1 2 3 4 5 a) Participants will learn a wide range

of future educational alternatives which
can be anticipated to some extent from
generally foreseeable developments in
American society as a whole.

0 1 2 3 4 5 b) Participants will learn new tech-
niques and approaches now emerging to
facilitate meaningful ‘long-range plan-
ning.

0 1 2 3 4 5 c) Participants will learn a model for
studying the interrelationships between
schools and society and the consequent
restraints on the powers of educatlonal
decision-makers.

0 ‘1 2 3 4 5 4 Participants will develop an increased
' sensitivity to the values of various
sociopolitical groups.

0 1 2 3 4 5 e) Participants will deliberately
examine a variety of viewpoints on
controversial issues about the future
with the intention of establishing
informed opinions about them.

0 1 2 3 4 5 f) Participants will demonstrate faith
in the power of reason and in analytical
methods to foresee and build a more
viable future.

0 1 2 3 4 5 g) Participants will weigh alternative
educational policies against the stan-
- dards of long-range overall public
welfare rather than short-term or
special interest groups.

0 1 2 3 4 5 h) Participants will judg problems and
issues in terms of situations, purposes,
and consequences involved rather than in
terms of fixed, dogmatic precepts or
emotionally wishful thinking. ‘

0 1 2 3 4 5 1) Participants will seek to integrate
the future perspective into their per-
sonal philosophy of education. :

0 1 2 3 4 5 j) Participants will show increased
confidence in their own and their
society's ability to deal with a
rapidly changing world.

174
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5. The following are ten major assumptions which
this simulation game makes. Make a check to the left of
those assumptions with which you essentially agree. 'In
the column to the right state briefly what's wrong with
these assumptions.

I Agree ' Why I Disagree
. a. Social systems must be analyzed ‘
in terms of dynamic interrelation-
ships in which the occurrence of
any social events may or may not
affect the probability of occur-
r rence of numerous other events
and the various power groups.
Therefore the future of education
is most meaningfully studied in
terms of such an interplay of rela-
tionships.

b. There are many alternative futures
for educational institutions, but the
most probably future is determined by
the values of powerful social groups
whose own power levels constantly vary
according to numerous social events
and the success or nonsuccess of past
decisions.

c. Certainty in educational and social
decisions cannot be determined in most
situations, but man can deal with his
changing world through the establish-
ment of probability ratings which vary
according to human decision-making and
chance natural happenings. In this
way, statistical 'certainty' will be
approachable some day through long-
range planning.

d We are moving into a technological
and biological revolution which will
profoundly change society and educa-
tors will be forced to deal with many
serious proposals for educational
reform which can be only roughly
imagined and often appear incredulous
today, but which must be to some |
extent anticipated if human options
are to be maximized.
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I Agree Why I Disagree
e. Modern society will continue
the long-term trend toward greater
industrialization and social
wealth, and public education will
remain a powerful influence into
the foreseeable future.

f. Educational planning should and
can be extended beyond the imme-
diate and reliance on intuition

to include statistical analyses

of long-term trends and futurist
simulations of interrelationships
and probabilities.

g. Questions of changing social
values can be realistically dealt
with in terms of the changing
influence levels of identifiable
sociopolitical groups and pre-
dicted .as a result of generally
foreseeable responses to options
and chance natural happenings.

h. The large-scale implementation
of various educational innovations
can affect the probability of
occurrence of many major social
developments.

i. Educational leaders have essen-
tially only three powerful approaches

. to modifying their environment:
through the selection of educational
innovations, special edsurance pro-
grams, and edvertising to change pub-
lic evaluation of programs.

j. The main goal of educational plan-

. ning should not be greater efficiency,
the maximization of immediate public
satlsfacq .01, the- avoidance of unde-
sirabTe - $0c1al .events, or the promo-
tion of the educators themselves
through high salaries or powerful

. positions, rather, the: maln goal of
educational planning should be the
long-range. max1mlzatlon of public
satisfaction.
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I Agree " Why I Dlsagree'x
k. Are there other assumptions which
you feel this game makes? How would
you state it (them)? Do you agree
or disagree?

B

6. Does SAFE make any important false assumptions
about  schools and society? If so, what are they?

7. What revisions would you propose for this simu-
lation game? If possible, please be specific and try to
provide your reasons for the proposed changes.

Thank you for your comments !
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FOREWARD

This docu > «can bé viewed as a continuation of SAFE: SIMULATIG:-
GAME MA. 1AL, It consists of instructions and information needed by the
game director in order to play the computerized version of the game.
Tﬂe manual is designed to. serve five purposes: first, it describes in
detail the procedures the géme director will need to undertake¢ Lo assure
successful usage of the computer and the advantages it offers. These
techniques include information on how to "sign-on" and "sign-of£"
the system, how to adapt the system to locations where APL is not avail-
able, what to do in case of "emergencies," and all likely computer
usage costs.

Second, the manual provides the information the director will
need in order to organize the players and to help them successfully
prepare for each round of the game.

Third, it contains a complete sample run of the computer print-
out for a ten-year period and also an optimization run in which tﬁe
computer played the game against itself to see what the optimum number
of points possible might be under a giv-n set of policies for decision
making. '

Fourth, %t supplies the completed matrices of Tables VI and VII
for each of the fiye rounds as they ure referred to in the game manual.

And finally,'it provides a detailed flowchar. of the eatire game
and--the complete APL program as well as instruqtions on how to easily
change the influence levels, socievent probabilities ..nd add or change

edvents,

Because SAFE 'is undergoing constant improvement, the author needs

ii
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feedback from groups that play the game. It is therefore requested
that whenever parts or all of the game are evaluated, a summary of
the evaluations be sent to the author through the Department of BEd-
ucational Administration at the University of Utah. Likewise, if players
or the game director develop new edvents, socievents, or educational
evaluators, or establish new maérices of their interrelationships,
the author would appreciate receiving this information as well.

A paper describing the development of the game and a summary of
developmental evaluations made at the University of Utah is

available from the author.

vLoyright 1973 by Jerry D. Debenham

All rights reserved. No part of this document

wzy be reproduced or transmitted in any form or

by any means, electronic or mechanical, including
photocopy, recording, or <ny information storage
and retrieval system, without permission in writing
from the author.
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I. USE OF THE COMPUTER

The simulation-game SAFE can be adapted with modest effort to al-
most any locality and directgg by teachers or consultants who haQe
little or no experience in the use of computers. No computer training is
required to play or change many aspects of the game. The game director
will need to spend only a few hours in practice and preparation before
the players can begin participation.

Opening an Account

The first thing the game director will need to establish is
where the nearest APL computer facilities are located. The language
APL (which means: A Programming Language) was originally designed, and
th. program provided in;this manual'was developed on an IBM System/360
computer. Since most other computer systems are now becing adapted to
handle the language for the business community, one is available in
aimost every major city and university. The IBM system, however, will
be the one referred to in this manual.

The director wili need to either "borrow" an account or establish
a new one. If a new one is necessary, he will need to phone the manage-
ment of the computer center and inform it that he wishes to play a sim-
ulation-game programmed in APL and which requires an account with a
minimum workspace availability of 54,000 bytes. If the management
has such tacilaities, it will help the director establish a new account
(which often costs.le0.00 or more to.open), and lpcate a computer
terminal which he may rent ($80.00 to $120.00 monthly). leedless tc
say, the easiest.and least costly approach is to arrange for the use

of already established facilities.
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Equipment Needed

One of the advantages of APL-is& th;t a small typewriter
terminal can be used almost anywhere in the nation and connected with
the nearest computer center by telephone. It is not necessary for
participants to play the game at the computer center. It can be played
entirely at their school or office or wherever -- over the telephone.
All that is needed is a communication terminal with an APL typeball,

a data telephone or telephone coupler and an APL account.

The terminal may be either an IBM 2741 or numerous other makes
designed to handle APL now on the market. It may provide ei‘.er typed
or visual interaction or both. A typewriter has the advantage of pro-
viding a permanent copy and is cheaper. The cathode ray tube, however,
provides considerably more speed. In either case, it is important that
a terminal be rented which has the "interrupt feature" to be discusseq
later. -

If a new account is opened, a data telephone may be rented from
the telephone company. The system uses che Western Electric Dataset, Model
103-a2, or equivalent equipment.

The transfer of the game program into the memory of the computer
may be accoﬁplishéd by two means. The director may give the management
at the computer center a magnetic on which the entiré p?ogram has
been recoreded or he may hire a programmer to take the‘print-out of
the program as given in‘this manual (Appendix D) and have it typed
into the computer. The former approqch is to be much preferred And
will save the director considerable r:j nse and time, A magretic tape

is available through the author at the University of Utah.
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Signing Onto the System

Once the program is in the computer memory under a specific
account number, the director may begin a trial run of the game. To

do th'; he dials by telephone into the computer system, then types in

7 .
the account number and finaily the name of the game. All account

numbers begin with a right‘parenthesis and then eight to twelve digits
which follow. For example, the number might be )200290114. Once
the account number is typed in, the computer will respond as
follows:

}200290120

007) 16.65.37 05/03/73 C€s150 1

APL / 360
SAVED 13.25.,32 05/03/73
The director mquggnsider himself "signed onto" the system.

He next types in tﬂe name of the program in the following way. The
headipg of SAFE is set up as follows: T SAFE R. The 7T stands for
the particular team wiiich is playing (1 of 10). SAFE is the name
of the computer program. And R stands for the particular round (1 of
5). If the director is beginning the game for the first time, then
he may call himself team 1 (any of the ten will de, however) and
begin with round 1. Note, he may not begin any ot..:r round before
round one has .been completed. If he does, the computer may type
back: VALUE ERROR, and halt the program before it has typed another
thing. The director now types the heading as follows: "1 SAFE 1"
and then pushes the return key at the right on the keyboa. .. If.
the computer types back VALUE ERROR anyway, it means that the

program is not in the system and he must contact the man:;ement to
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get it in,

Signing Off the System

Once the director has comp1eted the program and wants to gut
off the system, he needs to do the following: type a right parenthesis
and then the word CONTINUE. The computsr will respond as follows:
) CONTINUE |
16.34.24 05/03/73 CONTINUE
007 16.54.24 05/03/73 Cul
CONNECTED 0.28.47 TO PATE 0.29,51
CPU TIME 0.00.0% TO DATE 0.00.09
This information tells him the date, the time this particular work
session ended, the length of time he was connected to the computer,
and the amount of computer central processing time that was used up for
this session and for the day as a total. After this is completed, the
director may now consider himself off the system and may turn the ter-
ﬁinal off.l
Now it is possible the director may wish to "sign-off" the
system while still in the middle of a program. If the computer is
stillAtyping, zhen simply push the 'ATTN' (Attention) key at the right
of the keyboard and the ' = am will be halted. _Then type a right
~arrow «» and this will te.. «te t;e propram. Finally, the directox
may now type )CONTINUE and he is off. If )CONTINUE is typed and the
computer refuses to sign-off as shown above, it means that the program
has nat been terminated. A right arrow with nothing following it must
be typed before )CONTINUE is typed again.
When the ¢ me director is ready to close out a new account, he
simply phones up the computer center and informs tﬁe accountant of his

intentions. If he borrowed the account, he types )CLEAR and everything

in the account is totaliy erased.

O
VEY




Costs and Locks

APL computer usage is not expensive (once the’ account has been
established) because of time~-sharing capabilities of the system. Con-
nect costs vary, but will likely be around $3.75 for each hour the
terminal is actively connected to the computer plus 12¢ a second for
each second the cenﬁral processing unit of the computer is being
used. For the simulation-game SAFE, this averagc: out at about $4.80
an hour. Players can usually complete one round of ﬁhe game in about
27 minutes, or two hours and 15 minutes for the entire five rounds.
This means it will cost about $11.00 for each team which plays the
entire game. Since as many as 18 student may successfully be on
each team (though the recommended number is around 6), costs average
at about 60¢ per person per game with a large group and aboyt
$3.00 per person per game with a small group.*

If the direetor inadvertantly leaves his account number arouﬁd,
it is possible for participants or other individuals to get hold of the
number and through access to a terminal at another time and/or place,
use it for their ovn programming or private participééion in<Fhe game
and at the director's e#pense. To prevent such misuse of the system,
it is recommended that the account be locked in the following way. When
the work session is terminated with )CONTINUE, the director should think

up-any word with less than seven letters and follow the sign-off with

thet word., For example, if the name Debra is to be used as a lock on

i\ very short special-purpose program called COST can be used
at the end of playing any round of the game wlich will tell the
pureicipuants the cost of 'using the ‘computer during that round of
the game. Simply type COST as shown in the sample rum at tue end
of the game. This cost, 'however, will be computed at the above
mentioned rates.
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6
the account, thcg the airector should sign-off as follows: )}CONTINUE:
DEBRA. The next time he attemp s to siyn-on, he must use the name
Debra in the heading as follows: )200290114:DEBRA. If he fails to use
the lock word as shown, the computer will type back: NUMBER NOT IN
THE SYSTEM. The next time he signs off, it is not necessary to use the
word Debra again, but rather just )CONTINUE and the computer will lock
the account under Debra. But since individuals may also get hold of the
key word if it is inadvertantly left around or in thn vicw of on-lookers,
it is necessary to change the lock quite freque:n::,  he director may,
in fact, sign off with a different word every ti: then sign on with
the new word. But it is important not to forget the Jouck! For if forgotten,
there is no way for the center to reopen the account by retrieving the
lock or establishing a new one. The account mu:-% be closed and a
totally new one opened. It is recommeded that an algorithm be used
to‘prevent forgetting the lock words.
Supplies

The only supplies which the director will need are a short
stack ¢f 15 inch wide terminal paper, a good ribbon for the type-
writer, and a game manual foyr each of the participants., Several
small calculators to help participants perform the cost-benefit
analysis in rounds 3, 4 ‘and 5 are very useful and much appreciated,
but not mandatory.

With respect to the terminal paper, it doesn't matter what color
or design tﬂe paper has imprinted upon it nor its particular weight. But
the program is designed for a width of 15 inches a:d if the terminal is
not printing the full width, then type in the following: )WIDTH 120,

and henceforth, it will type the full width of the paper.
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Leams
The computer program for this simulation-game is designed to handle
up to 10 teams over a given period of time. The program is designed to

store all the relevant variables which one team may have generated while

-

another team is playing the game. If it is necessary to have more than
ten teams, then the game director must establish two or more accounts
with the computer center. The program may be then stored in each’
account and ten teams can play the game through each account at the
same time.

If it is desirable to have two or more teams play the game
simultaneously, then two or more terminals must be gvailable and a
Separate account for each terminal. |

Generally, however, one account is sufficient and four teams

are all that is needed for the organization of up to 80 participants.

Random Number Selection

As described in the game manual, the occurrence or non-occurrence
of socievents and edvent failure is determined by random selection?of
a number between one and one thousand and comparison of that number °
with the given probability of occurrence of a particular evept. The
computer selection of random numbers is newly performed each time the
program SAFE ié aqtivitated for the ana;ysis of edvent failure, the
basic, long-term trend, and revolution, but not for socievent occurrence.
The latter is fixed in the program membfy so that all teams will exper-
ience %! same socievent probabilities of occurrence and the only
signi: ‘cant differenceS‘in game results will be primarily the con-

sequence of different decisions and not chance happenings.

TheSe and all other probabilities may be changed to new values
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if thé director wishes by doin§‘£he following: first, erase the
old probability matrix by typing: )ERASE MR and then establish a
new matrix of probabilities by typing MR&=? 10 12 f’ 1000. To check
to see how likely it is that nuclear war will occur with the new matrix,
type: MR[;12}. The computer will type out ten numbers between 1 and
1000, Each of the numbers stands for the probability that nuclear war
will occur during ten of the two-year periods in the game. For example,
say the first number the computer_t9pes is 34 and the second 589, This
means that in the first two~year period, nuclear war will occur if any
district has raised its probability factor for nuclear war from 20 to 34
or more. In the next two-year periéd, the district would have to have
raised this probability factor to 589 before nuclear war could occur.
Our_experiencé.has shown that a few numbers in the mid-30's
tend to considerably faise participant excitement. If & random number
for nuclear war is too low (say below 18), then war will likely occur
in all the districts and this is too discouraging. If all the random
numbers are too high (say beyond 40), then war will likely occur in no
district and participants learn to pay little attention to this concern.
However, if there are a few random numbers in the middle brackets
as suggested, then nuclear war will likely occur in some districts and
not in others, and this tends to be quite eduéational and stimulating.
An example of the effects of nuclear war on a district is given in
Section VII of this manual.
To preview the probability of occurrence of any of the
~ other socievents, type MR[;X], and put in thelpldcerfhx any of the
twelve socievent categories describéd in the game manual. For example,

say you want to preview how probable the occurrence of ACCIDENTS will
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be. ACCIDENTS is socievent 1ll. So type in place of X the number 11 as

'

follows: MR[;11].

Emergencies

| The usage of the computer in SAFE is an experience which all
parpicipants seem to thoroughly enjoy. "Eﬁergency“ or‘éfoblem situations
do sometimes arise in which the computer responds in "unexpected,"
"frustrating," and "unintelligible" ways. With a little practice and
a good program, most computer problems are easily handled by the dif-
ector. ‘

Table I below lists the major "emergencies" or problem situations

which may arise as the director or students interact with the computer.

It also suggests answers about probable causes and what to do.

TABLE I

EMERGENCY OR PROBLEM SITUATIONS

Situation Cause and Remedy
TYPING ERROR: HOW DO I Backspace until the pointer is under the
CORRECT A MISTAKE? first letter in the error, then push the

'"ATTN' key. The computer will erase every-
thing thereafter from its memory. Retype
‘the rest of your answer.

CCMPUTER WON'T STOP Push the 'ATTN' key and it will stop.
TYPING Then type = and you are out of the

program.,
COMPUTER WENT 'DEAD' . The telephone connection was probably broken
IN THE MIDDLE OF THE or the terminal accidently turned off. Redial
GAME _ the number and sign-on. The computer will

start where you left off,

COMPUTER WON'T ACCEPT You are probably trying to sign-off while in
MY SIGN-OFF the program. Type —». This will terminate
' : the program. Now type your sign-off.-If it
still won't respond correctly, or at all,
the central cumputer is probably borken down. .
Turn the terminal off and disconnect the telephone.
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Table I continued
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COMPUTER WON'T ACCEPT MY
SIGN-ON

wﬂrﬂﬂ—”"
COMPUTER ANSWERg\MLW
QUESTIONS ONLY AFTER THREE
TO THIRTY SECOND DELAYS

WHEN I TYPE IN THE HEADING,
1 SAFE 1, THE COMPUTER
TYPES BACK: VALUE ERROR

HOW DO I STOP THE GAME
WITHOUT COMPLETING THE TEN-
YEAR PERIOD?

THE COMPUTER STOPPED THE
PROGRAM AND TYPED: 'DOMAIN
ERROR," OR 'VALUE ERROR,'

OR 'SYNTAX ERROR' FOLLOWED
BY SOME ‘GREEK-LIKE' SYMBOLS

COMPUTER TYPES 'WS FULL'
AND THEN STOPS

It could be that the computer is ‘'down'
(temporarily broken), or that you are
signing~on incorrectly, Carefully repeat
the sign-on procedures. If .it still won't
accept, call the computer center and ask
if the system is 'down' and when it will
be 'up' again.

Since the system is a time-sharing one, it
is possible that there are many other users
on it. The system will force you to wait
your turn until it has answered their quest-
ions. This is most often a problem with 'old'
systems and in the mid-afternoons.

This means that SAFE is not yet in - the -
account's memory. You must have it put in by
the management or transferred from another
account. ' '

Just type ~», and the round is terminated.

All variables are reset as they were before -
the round began. You cannot start again where
you terminated it, but must begin the round
over.

This means that you probably answered the

question 'illegally.' For. example, you
typed ‘a minus sign when.you meant a

negative sign. To correct, type =~%» and begin .
the round over again. It could alsoc mean

that the program you are using has a 'bug'

_in it (an error in instructions for the

computer). In this case, you cannot proceed
with the program. Type -» and start another
program or sign-off. Save the print-out and
ask an APL programmer to correct.the problem.

This means that the workspace you are using
is full and you are trying to put more
information into it. This will happen if

too many teams are using the same account.
To correct the problem, terminate the
program by typing -». Then type )ERASE MR.
Follow this with: CUM¢~(Tx1ll)p CuM, where T
is 1 less than the number of teams playing
the game. Finally, MR¢=? 10 lZp 1000. Now

your system will work again, but don't try

to run another new team or the last one on
the account unless the number of a team
already finished is taken.
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‘COMPUTER FAILS TO TYPE OUT
FULL WORDS IN A SENTENCE
BEFORE GOING ON TO THE
NEXT LINE

HOW DO I START THE GAME

IN THE MIDDLE OF A TEN=-YEAR
PERIOD? HOW DO I SKIP A
PERIOD ALTOGETHER?

HOW DO I GET A FIFTY-YEAR
CONCLUSION -BEFORE I HAVE
CONCLUDED THE FIFTH TEN-
YEAR PERIOD? S

This happens when it is not typing

the full width for which the program
was designed. Type )WIDTH )20, and this
problem will be corrected.

You can't! It is not possible to start
in the middle of or to skip a ten-year
peried. If you try to skip a period by
typing in a later heading than you should,
the computer will simply ignore your
'error' and continue where you left off.

_When 90u type in the heading, type

round 5 irrespective of whatever actual
round you are on (except round 1l). The

computer will act as if you were on the
final period, but all the variables and
edvent options will continue where you

left off.

196



CONTINUED
o
FICHE 3

197



12
II ORGANIZATION OF PARTICIPANTS
There are many ways in which participants may be organized
depending upon the setting, the time available, the capabilities
and interests of the players,aand the imagination of the game
director. It is possible to describe here only techniques that have
been successful with the authof at the.University of Utah.

Participant Teams

The author has played SAFE with from one to twenty members on
a team and up to four teams playing concurrently. The game is, however,
unquestionably more enjoyable and meaningful to participants when teams
have only six or less members. Although the game has been'playedlwith
many large teams, participants ténd to complain about having to wait
to"use.the computer, the problems of large.group decision making,
and insufficient direction. |

With small groups, there needs to be only one game director.
His responsibilityAis to introduce the players to the format of the
game, organize the teaﬁs, provide the.assignments, ansQer all questions,
and dial into the computer center at the beginning of play, It is not
necessary for him to actually lead the groups once the game has begun
nor to run the compuger. We have found that advanced students can quite
well handle the preparations for play by themselves if the groups are
small and if the manual has been read and the assignments reviewed.
If is necessary, however, for the director to go over the inétructions
for the assignments with the players on the first two rounds of the game
to make sure thqt each member fully understands how to perform the
analyses.

With groups of more than six participants, we have found that
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more direct leadership on the part of the game director is needed. For
larger teams and groups, the game director should divide each teah into ‘
planning subgroups of five or six peisons to allow for maximum part-
icipation., Then a representative from each subgroup meets to develop a
program for implementation on the computer. with‘;arge groups (30 to

60 persons), we have found that at least two game directors are neéded.
One works with the teams not on the computer. He helés them‘prepare to
go onto the computer and come to a consensus on decisions. Forty-five
minutes per teém\must be allowed for. He also helps the groups just

off the system to understand how to do the next assignment. Another dir-
ector is needed to run the computer terminal itself and to organize

and direct the team currently‘on the system. It is to be noted that the
director with both large or small groups does not need to run the com-
puter himself once he has signed on and typed in the heading for the
program. We have found that participants very much enjoy running the
computer themsr:lves and there is no danger to tﬂe program, the computer
or the participants in permitting,thém to do so. The game is 'student-
proofed.'

Introductions and Role Plaving

Participants in the game should be given copies of the game
manual or have access to such at least one week before the beginning
of play. The game director should also present to the group an outline
of how the game is played, the m;jor variables and concepts invclved
and the major assumptions upon which it is based. This will serve as a

review of the game manual and allow the participants to ask questions
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One arca of considerable difficulty for most players is con=
cerned with how probabilities are set, chanhged, and determine various
events in the game. Special examples and charts should be provided to
review this matter. Another area of concern relates to the seven ed-
ucational evaluators. When participants are asked to evaluate how these
SOCietal groups would judge the various edvents, this proves to be
very difficult to do at thé beginhing of the game simply because the
players have such vague concepts in their minds as to exactly what
the seven groups‘stand for. The orientations of these groups neéd
to be gone over in detail (use Table I in the participant manual) and
with copious examples. Another technique is to have participants
assigned to represent various positions before the others in role
playing.

It has also proven successful with the author to have.
participants in small groups specialize their roles in the last two
or three rounds of the game. One member of a team becomes the

futurist analyst, another member becomes the public relations analyst,

.and a third member becomes the cost~benefit analyst. Such specialization

3

reduces the amount of work necessary for the players to do and allows
each a chance to concentrate on a special area of interest to him.

Time Required for Participation

Three approaches to scheduling the game SAFF have proven quite
successful with the author. The first consistg of arranging for three,
three-hour periods. During the first period the game outline is reviewed
and questions are answered (it is assumed that all participants have’
read the manual and assign@ent I). The teams form their groups for 20

minutes and prepare a decision plan. This is implemented on the
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computer, the results arc analyzed, and the next assignment is given
for rounds II and III which will be played during the next period.
During the third meeting rounds IV and V are élayed. Following the
fifth round, participants are given the evaluation form and asked
to £i1l it out. This takes ;bout twenty. minutes.,

A second approach is to arrange for =ixX, one and one-half
hour periods. During the first period, players are introduced to the
game through a presentation by the game director. They are given the
first assignment. During each of tﬂe five succeeding perieds, one round
of the‘game is played on the computer and assignments for the next
round are given and explained. Again, after the last round, the
evaluation form is handed out and participants are asked to spend a
few minutes completing it.

If time is available, one period should be reservéd afte? the game
is completed for discussicn of the assumptions upon which it is based,
the model of societal and educational interrelatibnships it presents,
the choices participants made and the effects thereof, and finally,
the learning value of the experience, |

“The third, and perhaps the best approach if sufficient time is
available, is to arrange for twelve one or more hour periods. During
each of the first three,nparticipanté are asked to read one~third
of the manual. During class discussions, the ideas in the manual are re-
viewed, short quizzes are given to test comprehension, and techniques such
as role playing may be used to teach the seven value orientations.
During the thir! period, the first assignment is prepared for imple-
mentation on the computer. The 4th, 6th, 8th, 10th and 12th periods

are used for interaction with the computer, During each of the periods
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in batween, questions are answered, assumptions discussed, and pro=
parations made for the next round.

Another way to approach the game if 12’ or more sessions are
available and the participants are advanced students who have time for
outside assignments, is to spénd the first period previewing and
introducing the game. During periods two through six the game is
played. For the 7th and 8th periods, the game is critically discussed
and new edvents arve invented,‘new power\structures created and new
socievent interrelationships worked out. Then on rounds nine through
twelve the game is played again with‘the new values and interrelationships.

Since all computations are handled, summed and analyzed by the
computer, 1t is not necessary for fhe game director to sbend much extra
time other than that outlined for thé\specific sessicns and his
initial preparations. On the average,:%tudehts will need to spend

\

about one and one=half hours in preparation.for each of the five rounds

of the game. This includes detailed reading of the manual.

Participant Assignments

Appendix B in‘the game manual contains five complete aééignments
which the author has successfully used in this game. They are included
in the other manual to save the director considerable time and cost in
duplicating these mate;ials. The problem in developing these assignments
has been to discover a technique to introduce participants to the
complexities of the game without discouraging them by its many varia=-
bles or by excessive homework. Cur approach has been to increas%ngly
make the assignments more comprehensive while at the same time less’
repetitious. Completed tables are neQef.giéen for the reason that

-

partiéipants then no longer bother to read the edvents or to think
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about the anluators and how the gsoclevents and the edvents relate
to them, However, tlose assignments can be modified to fit the needs
and intorests of the particular group which is using the game,

Assignments III, IV and V are in alternate forms in the game
manual. One-half of the participaats should Le assigned to complete:
Part I and the other half, Part II. The assignments have been designed
this way in order to reduce the preparation time required of partice
ipants.

Appendix D in the game manual contains‘a copy of the game
evaluation form which players are ggssigned to complete as homowork

following the last round.
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III sAMpLE RUN OF THE GAME | |
Appendix A contains a sample run of the game.‘This iﬂciudes a
complete ten-year period and the conclusion to the‘rbund.
' In the top left-hand corner of the sample is typed: )200290114:
ZOOK. This is what thélgame director types in order to. connect the
terminal to the central computer (of course, this number Qill vary

" according to the director's account and specific lock as explained

earleri). The computer types back the date, the system, and when the

workspace was last used. To begin playing the game, the director
types 1 SAFE 1. This means that the first team is about to piay
the first round of the game, The computer responds by typing:
INTRODUCTION, the beginning of the ten-yearféeriod, and the trend re-
sulting from general societal and international developments. In the
example in the Appendix, this is the first ten-year period, 1975-84,
and the general trend is toward extreme liberalism. Over each of the five
two-year planning periods, the 1iberals will be considerably strengthen-
ed. The most the planning committee»cén do is to speed it up somewhat
or to slow it down. The most freguently occurring general societal
trend is towara“moderate liberalism. Sinqe these trends are determined
Stochastically, they will likely differ every time. |

- The system next types out the edvent options which may.bé.bur—
chased during this round. ﬁarticipants may choosé any number they wish,
but not én edvent which i§756£”presented, nor may these choose any |
edvent twice. They'hré also to respond by typing in the edvent number(

not the name of the edvent. If any of these restrictions are violated,

the computer will inform the players of their error.
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It is ofteh useful to players to know what the immediate

- effect of an edvent selection is upon the influence levels and the soc-
ievent probabilities. When the cbméutex asks for an edvent choice, if
the player types a 1 as a second number in addition to.the numbe; of
the choice, then the computer will follow the evaluation of the choice
with all the exact effects of the choice and the new resulting totals.
For examplé} if at the beginning of the second round the committee -
chooses edvent 20 and types it as follows: 20 1, the computer will
follow the evaluation of the choice with the following information:

INFLUENCE CHANGES: 0 -3 -4 2 2 2 2 TOTALS: 31 294 354 120 130 71 5

SOCIEVENT CHANGES:0 0 8 -4 0 -8 -4 0 0 0 -8 -2

TOTALS: 680 66 235 270 97 63 145 116 146 50 58 19
The seven numbers listed after INFLUENCE CHANGES represent the seven
power groups and how much they changed because of the edvent implemented.
The first number in the string represents changes for the Neo-perennial=-
ists, -the second number represents the Essentialists, etc. The socievent
numbers are also listed in order according to the listing of the twelve
socievents in the game manual.

After an edvenﬁ.is'selected, the computer will immediately evaluate
the decision as described in the game‘manual; if a.éi;én choice is not
one of the two best possible ones for gaining immediate public satis-

' faction points or‘for avoiding undesirable socie&ents, then participants
will be accordingly informed and a ranking of their choice iq relations
to all the other ones will be pfdvided. Likewise, if a decision is not
one of ;hé two best ones with respect to a cost-benefit analysis,
the computer will state that a must better choice .could have been

made and again proceeds to give the ranking of the choice in relation to

each of the other possibilities. It is to be noted that a decision may
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. be rénkéd high for earning points,-yet relatively low ih the césf—benefit
'gnalysis bgcause of its extreﬁe cost,

Team; ﬁé;lpurcﬁése‘as many edvents in any given two-year period
as they wish, but once they are in debt, 5% interest will be charged
at tﬁe end of that two—year.period.‘ﬁhen no more edvents are to be.
implemented, .a 0 is typed.

Participants are next asked if they want to purchase edsurance.
As explained in the game manual, this does not rule out the possibility
of the occurrence of undesirable socievents, but only reduces such
by two-thirds. The computer will type out what socievents, if any,
would have oécurred if édsurance had not been implemented. Qur experiencd
shows that players are reluctant to buy edsurance at the beginning,
but after the second round tggy tend to buy it for all the socievents.

If edsurance for all the socieQents is wanted, this may be done by
simply t&ping a singi;’; and then pushing the return key. The computer
automatically intefprets this as-a 1 for each of tﬁe socievents.

If, however, edsurance for only spgcific socievents is desired, then

a 1 must be put under the ones for which it is desired and a O under
each of the others. In othé; words, either one number must be typed or
seven numbers must be typed and all numbers must be either 1 or O.

It is not possible in the game to fractionally implement edsurance. If
a 1 is typed under thé socievents for which edsurance is wanted and
nothing is put under the others, th;n the coméufer will interpret this
as edsurance<f9£ ALL the socievents and the team.is charged accordingly.
if any number other than a 1 or 0 is typed under the socievents, the’

computer will interpret this to mean a 1.
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As with edsurance, edvértising reguires a response from the
barticipants as dgscribed in the game manual. If edvertising is desired
for all the evaluators, then a single number between 1 and 10 may be
typed and the computer interprets this to mean that number for each of
the gkoups. If no edvertising is desired, then a single 0 may be
typed énd this is interpreted as 0 for eacﬁ‘of the groups. If, however,
edverti;ing is desired for some and not for others, or for each in
diffe;ent guantities, then a number must be typed under each group
accordingly. If, for exémple, edvertising is wanted for thé Essentialists
and the Social Realists and not for the others, then thé team types
a number between 1 and 10 under these two and 0 undér each of the
others. Ig the team were to type nothing under the othe;s, the computer
would interpret this as edvertising desired for all of the groups in
the quantities..stated under the desirea ones. If éarticipants tyios

a number greater than 10 or less than 0, the computer will inform

e
C

them of their error.

At the end of each tworyear period, the computer will type out
the total satisfaction points which the team has earned since the
beginning of the ten-year period.

At the conclusion to the ten-year planning period the total points
earned in the game and the total funds remaining in the account are
typed out. The computer then proceeds to inform participants how each of
the seven educational evaluator influence levels has changed. As noted
in Appendix A, the last statment 'ED F' stands for 'Educational Failure'
and shows how its probabilities have changed during the game,

Finally, the computer types out how each of the edsurance costs

R b

has changed according to the formula described in the game manual.
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Before the computer‘terminatas any of the first four rounds, it
will store in its memory ‘all significant variables which have been
gengrated by the team during the ten-year plahning perid. The next time
the team signs on, these variables will be recalled and the team will
proceed from where it left off. This is only possible, however, once
the team has completed the ten-year planning period. If the team should
for some reason type a right arrow and thereby terminate the game
before the  ten-year Period>hés‘ended, then the information for this round
is not stored and all variables remain as they were before this
specific round began. The next time the team signs on, the computer will
act just as if this partial found had never taken place.

Should the game director want a read-out of how the variables
have changed pefore the team has completed fhé round, then he can
use thelspecial feature mentioned éarlier. If the game is terminated
early and a print=-out of how.all variables have changed ié‘desired,
the game director needs only t; type STATUS and the computer will
proceed to analyze and type out how all variables have chaﬁged so far
in the game. Players may also see what new edsurance costs woula be at
‘thi§ point in the game by typing INSURE. ‘

At the conclusion of the fifty—year period, the computer makes
a total analysis of all significant changes in the game by typing
out the following:

1) wWhether the distriéﬁlhas gone bankruét or not as described'
in the game mahual. and if so, how many satisfaction points have been
lost.

2) Total satisfaction points earned during the entire game,

3) A listing of the titles of all edvents purchased during the
entire game. i
EI{IIC | | 1208 o .
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4) A priﬁt—out of the terminal values for the influence levels
of the educational evaluators, the probabilities of occurrence for each
of the twelve socievents, and the direction and degree to which each
has changed during the entire game.

5) Total loses due to the ceccurrence of undesirable soeievents.
Since the probability of occurrence of socievents is the same for all
teams, this is an indirect measure of the quality of a team's percepﬁions
with respect to the environment;

6) The total satisfaction points earned per million SD investment
in education. This last anélysis serves as the most comprehensive
single summary of the efforts of a single team during the entire game.
It provides aguoverall summary of the quality of educational decision

making.
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IV MODIFYING THE GAME
SAFE is designed so that the game director or students can
easily modify the initital influence levels of the evaluators as well
as the probabilities of occurrence for the socievents, redesign old
and add new ?dvents, or change the impact of socievents upon them-
selves, the evaluators, and the district account.

Changing the Initial Values Before the first round of SAFE

has begun, the initial influence levels and socieVept;p;obabilities
given in the participant manual ma§ be permanently reset. To change
these initial values, the game director types VALUES 1, and pushes
the return key. The computer will automatically ask the question:

INDICATE UNDER EACH EVALUATOR ITS PERCENTAGE OF INFLUENCE
NEO ESS SOC EXP REC HUM BIO

LAY

You then type under each of these groups the new influence levels you

-

want to giwe them. A number must be typed under each one or the compu-
ter will repeat the éuestion. If you want a group to have no influence,
type a -85 under it and a 0 for all interrélétionships. If you are
displeésed with one of the influence groups and want to change it,
then simply redefine it and give it a new influence level. Note, however,
that it will still be identified by the original abbreviations. Also,
if you redefine an influence §roup, you will probably need to change
the way it views all of the edQents.

Neit the computer will ask the question:

INDICATE UNDER EACH SOCIEVENT ITS PROBABILITY OF OCCURRENCE:
GNP GRE COM NAT CON PAR TEA STU PRI - ACC RED NUC

You then type under each of these groups their new-probabilities of

occurrence. If you don't type a number under each one, the computer

wi
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will automatically assign it a number (probébiy one much higher than
you had in mind). If any number is below 18, the computer will
automaticeaily change it to 18. After completely answering these
two questions, the computer will stop typing. You may proceed to
begin the game.

The values which are changed are permanent for all teams which
thereafter play the game. To reinstate the original values given in
the game 'manual,” the game director typeS“VAﬁUES‘6wand‘the'old“values'W
are pérmanently reinstated.

Changing the Edvents SAFE is designed so that the game director

or ;tudents can also permanently change the edvents. A spécial sub-
routine has been designed to accomplish this so that an APL programmer
is not ﬁécessary. If the director wants to chahge an edvent after signing
on, he simply needs to type the letters SG'and push the retur; key. Note,
however, that you cannot change edvents whilgnif the middle of a ten-
year period. The computer wfll immediately ask:

WHAT IS THE NUMBER OF THE.EDVENT TO BE CHANGED?
You respond with a number between 1 and 60. It is ;ot possible to
add an edvent without erésing one. For example, you cannot have edvent
you type the number df the edvent to be chaﬁged, the computer
automatically erases tha£ edvent from its memory and thgn asks:

STATE IN 21 LETTERS OR LES‘S THIS NUMBER AND THE NEW NAME:
You respondth typing’in the number and t{he new abbrecviated name. If
the name you type in is too long, the computer will repeat the queétion.

If you want to keep the old name, then you must type it back in. Next
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the computer asks:

INDICATE THE DEGREE TO WHICH EACH EVALUATOR I'AVORS OR DISFAVORS IT:
NEO ESsS SOC EXP REC HUM BIO

" You respond by typing a number between -3 and +3 under each of the
influence groups as done in the assiynments. These numbers may be the
result of your personal intuitions or a group consensus. If you don't
type a number under each of them or if any number is greater than 3,

' the computer will repeat the question. Next it asks:

INDICATE THF -DEGREE TO WHICH IT CHANGES SOCIEVENT PROBABILITIES:
GNP GRE 'COM NAT CON PAR TEA STU PRI ACC RED NUC

You respond by typing a number beotween -6 and +6 under each of
the soéievents as done in the assignments. If you fail to type a num-
ber under each one, the computer will repeat the question. Finally,
‘the computer asks:

STATE ITS COST IN MILLIONS OF STATOSDOLLARS:
You respond by typing how many millions of Statosdollars it. costs.
For example, if it costs thirteen and one-half million, you type 13.5.
If it costs 600,000 you type 0.6, If you type a number greater than
1000, it will repeat the questiorn, for no edvent could cost more than
a billion Statosdollars. Pollowing this answer, the computer will
simply stop. If you want to change anothef'edvent, you must type SG
again and the program will repeat itself.

Changing the Sociévents SAFE is designed so that the game

director can also permanently change the costs and effects of socievents.
.Another special subroutine has been designed to accomplish this so that
an APL programmer is not necessary. No socievent effects can be changed

if you are in the middle of a game or any other program. To change any
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of the twelve sccievents, simply type SF agd push the return key. The
computer will respond with the question:

WHAT IS THE NUMBER OF THE.SOCIEVENT TO BE CHANGED?
‘ You must respond with a ngmber bétween one and twelve. It is not
possible to add a new socievent, though old uvnes can be redefined;
nor is it possibie to change the abbreviaticn used in the game to stand
for a socievent. with'thi§“pppgram you can_chapgg tpg‘gffects of any
of the twelve socievents upon themselves or the evaluators as‘weliﬂgé
their costs. If you type a number below 1 or greater than 12 the
computer will repeat the question. Next it asks:

INDICATE THE DEGREE TO WHICH THE EVALUATORS BECOME MORE OR LESS

INFLUENTIAL IF THIS SOCIEVENT OCCURS:
NEO ESS soc EXP REC HUM BIO

You respond by typing a number under each of the abbreviations which '
‘show how much more (+) or less (=) .influential that evaluator will
become if that socievent occurs. Table IV .n the game manual shows

the original values. If you fail to type a number under eaqh one, the

computer will repeat the question. Now it asks:

INDICATE THﬁ DEGREE;TO WHICH EACH SOCIEVENT WILL BECOME MORE

OR LESS PROBABLE: :

GNP GRE COM NAT CON PAR TEA STU PRI ACC RED NUC
You respond by typing a positive or negative number under each of the
abbreviations for the twelve socievents which shows the degree to which
the probability of occurrence of that event is changed if the given
socievent occurs., Table ITI in the game manual shows the ofiginal
values. If you fail to type a number under each one, the computer wi}l

repeat the question. Finally, the’computer will ask:

STATE THE COST OF ITS OCCURRENCE TO THE DISTRICT IN MILLIONS OF
STATOSDOLLARS :
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You respond by typing a positive number if the occurrence of the

socievent will earn the district money (as in socievents 1-4) and a

e et

negative number if its occurrence will lose the district money. For

example, say you decide to change the cost of socievent 12 (Nuclear
War) to the district from 125 Aillion Statosdollars to 50 million
Statosdollars. You respond to the question b? t;bing: “50, whic@
means that if nuclear war occurs, the district will lose 50 million

Statosdclars. If a number greater than 1000 is typed, the computer

-

will repeat the question, for no socievent can cbOst the district ﬁng?dm““

than a billion Statosdollars.
Following the answer to this question, the computer will simply

stop. If you want to change another socievent, you must type SF

again and the program will repeat itself.
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V THE MATRICES OF INTERRELATIONSHIPS
It is the purpose of this section to describe the usage of
the tables in Appendix B and to expiain to the programmer (should
one be used to set the game up) how the various arrays are arranged
from the tabies for usage in the program. The game director unfamiliar

with APL may skip the next three pages.

Appendix B contains completed cross-impact matrices for Tables

VI and VII as used and described in tlie game manual and for all sixty

edvents and each of the socievents. These interrelationships are

hypotnesized strictly for the purpose of playing the game and do not

presume to accurately represent real relationships in society at

large.

The information from these tables has already been put in the
participant assignments where it is appropriate, but may be taken
directly from the tables when needed. Table VI contains the infor-
mation which the computer uses for determining the éffects of various
edvents on the educational evaluators. Table VII coptains the informagion
used go:“determining the effects of thé selection of edvents on the
probability of occurrence of the various socievents. These effects in
TableVII are exactly one-half the effects the computer registers and
uses for its computations. These complete matrices of effects -way be
doubled, tripled or halved with ease to suit individual needs.

Tab}es VI and VII are referred to in the computer program in
the form of two arrays called MATRIX and MUT. MATRIX is a 60 by 21

array (containing 1260 numbers) each horizontal line of which contains

21 numbers with the following information. The first number is a O
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and ..:ands for the implementation or non—implementatibn of the edvent
.the line fepresents. It is programmed as 0 and is changed to 1 if

the edvent is implemented, The second number is the cost of the edvent

in hundreds of thousands of Statosdollars. For example, Carcer

e amemety bt . e s ey T O

Education costs 1l million and is programmed in MATRIX as 110. The

next twelve numbers state the effects of the particular edvent on each
of the twelve socievent probabilities as given in Table VII. The

last seven numbers state the effects of the edvent ‘choice on the satis- °
faction of the education;l evaluators as ﬁaken from Table VI under

the given edvent. There are 60 such lines of 21 numbers -- oﬁe line

for each edvent. This information is programmed into the computer in .
thevfollowingﬂway:‘

A¢-01101012-100=-221111-112211

B40 125 -1 -3 2 1 and so on for each of thg 60 edvents

MAT.IQIX<;60 21 P A,B,C,D,E, up through 60

In order to éave workspace:

JERASEABCDE. ..

Tables III and IV have been set up in an array called MUT with
dimensions 12 by 20. It is shown in Appendix E. The matrix of randomly
selected numbers is assigned the name MR and is described in the first
.section of this mgnual.

The array NAMES has dimensions 60 by 21 and consists of abbreviated
names of each of the 60 edvents. There are many ways to establish such
an array. The author has found it conveneient to create 12 vectors (A
through L) each line with a length of 105. The names of the edvents are

abbreviated to fit into a space of 19 or less letters with two spaces
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reserved for the number of the edvent. This allows five names to be
typed onto a line with equal spacing at 21. The array is creéted in
the following mannef: "
NAMES€-60 210 A,B,C,D,E/F,G,/H,1,7,K,L
Again to save workspace:

JERRASE ABCDEFGHTIJKL

The final array MAT has been established in an almost identical

manner. It is shown in Appendix D and was created with twelve vectors -

of length 100.

MAT<-12 100 fD A,B,C,D,E,F,G,H,I,J,K,L

JERASE ABCDEFGHIUJKL

The relevant variables which each of the ten teams ﬁave generated
are storéd in the vecto; CUM. If the program to the game is typed from
the manual into the computer, then CUM must be separately defined as
follows before SAFE may be run: CUM&O0. Furthérmore, everytime the game
is newly started, the old variables saved may be erased by setting CUM
to zero.

Appendix D also contains two small arrays designated as SB and
SC. These two matrices are used in the main program for determination
of the general multifold societal and international trend which is
tyﬁed out at the beginning of every ten-year period.

SB sets up the four possible alternatiQe trends over any given
‘ten-year period. It may be easiiy changed to describe any number of
possible trends.

SC contains the 1% influence and socievent effects which the
occurrence of one of the four trends has uéon the district every two

years. The first seven numbers on each line show the effects of that
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trend upon the influence ;evels in the district. The last 12 numbers

on each line show the effects on the socievent probabilities. For ex-

" ample,” if the trend toward extreme liberalism is-randomly -selected--(16% - -

chance), then every two years line four of SC is calculated into the
influence and probability levels. The liberalé gain influence and the
conservatives lose influence (up to 30 points each way over the ten
years). Many negative socievents including nuclear war Become much more
probable.

SC may also be'médified quite easily in the same way that each of
.the other matrices are modified. For example, if the increase in nuclear
war is undesired with extreme liberalism, and you prefer it to be 0,
ther type as follows: SC[4;19]€~0. This means that the f@urth row and

the nineteenth number on it is to be given the new value of O in the

matrix SC.
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VI FLOWCHARTS AND THE APL PROGRAM

Appendix C contains the flowchart for the main program, SAFE, and
the five subprograms, VALUES, INSURE, REVOLUTION, STATUS and CHOICE.
The purpose of the flowcharts is to provide the interested director
with a detailed outline of the entire game in a way which can be easily
read.

The five subprograms are necessary parts of the main program, but
are written separately in order to facilitate construction and”testing
of the game, as well as to make possible, under certain circumstances,
special information availability when the game is not being played. As
described earlier, it is possible with each of these subprograms to
analyze certain variables in the game when the game is n6£ béihg piayed.
For example, STATUS can be initiated to analyze the changes which have
occurred during the course of a partial round when it Has been
earlier.

With the use of subprograms it is also possible to rewrite the
major forms of analysis without touching the main program. For example,
if the director is displeased with the initial values, subprogram
VALUES can be implemenged to change the initial values as shown in
Section III. If a new model for revolution is desired, subprogram
REVOLUTION coulq be redesigned, again without changing tle main prgram,
but an APL prograﬁmer would be necessary.k

Appendix D contains the APL computer program for.SAFE; the sub-
programs for VALUES, INSURE, REVOLUTION, STATUS and CHOICE. It also

contains the arrays MUT, MAT, SB, and SC. Finally, it includes the

‘modification programs:SF and SG.
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VII OPTIMIZATION SCENARIO

This section shows what may happen when the computer is programmed
. to play against itself. The purpose.of such a run is. to determine more
clearly the assumptions programmed into the simulation and the long-range

consequences of a given set of policies which are maintained throughout

)

the fifty years.

For lack of space, only one example is_included in this manual.
There are an infitie number of scenarios which the computer could
generate according to various policies set up at the beginning of the
game. This optimization run was based on the foilowing assumptions and
policies:

1) A cost-benefit analysis progfam will be used which under all
circumstances weights public-relations concerns double the long-range
futurist concerns (Note, this is not always.the policy by which the
computer generally analyzes participant decisions).

2) No edvent will be implemented if the district account is
less than 2'million.

3) No edvent will be implemented i£ the total numbef of satis-
faction points is promises are less than 200.

4) Only the best edvent which results from the cost-benefit
aoalysis will be implemented.

5) All the edsurance available will be purchased.

6) Noedvertising will be implemented unless the account is greater
than two million.and a cost-benefit analysis suggests it to be the best
choice when‘compared with edvent implementation. .

D) ﬁo Consideration will be giveh to the possibility of revolution.

. Py ‘ ‘ ‘
No special consideration will be given to possibilities for a nuclear
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disaster beyond that which the cost~benfit analysis provides.

In addition to the many general assumptions upon which the
game is based, this optimization model further assumed that all
edvents are successes.

When the computer began the first round, the years 1975-84
went very well. Six edvents were implemented and the‘district was only
very s;ightly in debt in 1985. All total, 4,939 points were earned --
extremely high for the first ten years of the game. The district
became more conservative during four during four yéars“and more liberal
over the other six =-- so there wa. a gradual shift towards liberalism.
The probability of undesirable socievents went up slightly each time
the district became more conservative. Only two negative socievents
occurred -~ both teacher strikes, in 1975 abd 1979.

The second planning period, 1985-94, went even better. The total

.points earned for the decade went up a full thousand to 5,930. A total

of seven edvents was implemented, one more than in the last period
and the district ended the ten years with eight‘hfilion in surplus
funds. Only one negative socievent occurred =- a major school accident

in 1987. Edsurance was successful in avoiding the effects of teacher

stikes and most other problems. The federal government increased its

support for education during four of the five two-year periods. In
1991 even a major breakthrough in school efficiency occﬁrréd. aAnd
four out of five times the district bécame more liberal.

During the third planning period, however, things began to
go ve?y badly for the diétrict.'Qne would never suspect such problems,
however, when looking af the first two years, 1995-96. Two major
edvents were implemente during these years and almost LSO@ points were
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earped.igut the prébability of undesirable socievents went up an ominous

Db
20 points.

‘Again‘fhe districthbecame more liberél. For many years noQ
liberalism had taken hold of the district and struggled to control
all influence. This was bad in so far that it caused certain othér groups
to lose all influence in thecommunity and thus™form a basis for
revolution.

As might be expected after many years of a policy which
considers only the powerful, the basis for a revolution rose to 20%
in 1997. Although no revolution occurred, parent protests did in
response to the implementation of "Schools of Relearning." The con~
servatives_began to reassert themselves. Still, a whopping 1743
points were eérned.

In 1999 the two groups which had alost all influence staged
a revolution and failed. A power concentration into the hands of the
most powerful group resulted, and since this was stiil a conservgtive
group, the district became considerably more conservative. Twenty
million in damages and delays were incurred in addition to the costs of
the studént riots. The probability of undesirable socievents went up a
full 59 points. Most threatening, howe?er, was the fact that national
jingoism and retaliatory measures radically raised the probability of
a minor nuclear holocausf.

In 2001 no edvents were implemented because of excessive debts.
In fact, no edvents were ever again implemented because of debts. Inf
stead, the Null Optionbwas chosen. Then teacher st£ikes‘occurred
and a major accident. Finally, just two years after the revolution

failed, dissidents triggered a minor nuclear holocaust in the
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district. This plunged itlinto crisis level debts. It became much more
conservative and assurred the unliklihood of ever implementing new
edvents fof many years to come. The probability of uhdeéirable 
socievents occurring went up 20 points again. Also the probability of
another nuclear holocause went up. The game assumes that these disas~
ters are 'minor' ones in which most of the citizens surﬁive. They may
be considered the product of small nuclear devices which are set off
by third-world retaliaﬁory’forces or radical minorities.

In 2003‘not much.happened. The public remained very unhappy
because of the debts and the increased taxes they necessitated. Another
600 points were lost and the district became a little more conservative.

In retrospect, looking over these traumatic ten years, the district
went into debt some 150 million Statosdollars. It earned 4300 sati;—
faction points, but this was way down from previous levels. Yet it
was an inféresting decade. It suggests what may happen in the game
when participants fail to consider all the wants of the power groups.
Such a rapid succession of disasters, however, is unlikely in the
game because their probabilities of occurrence are now set much lower.
But when revolution does occur, the moderates begin to lose their
influence to the radicals on both extremes, power concentrates, éhange
becomes threatening, and the schools stagnate.

In 2005 the district became a little more conservative because
of the repeated use of the Null Option. But by 2007, the basis for
another revolution was well established. It had been only eight years,
and the same groups which had tried once before and failed; now staged
a successful revblution. But tﬁe probability of uﬁdesirable socievents

went ﬁp a threatening 105 points. The district was now radically
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liberal.

In 2009 the district became even more radical, but the constant
use of the Null Option turned it slightly conservative in 2011l again.

In this year stﬁdent rioté égain occurred. But no basis fér a counter
revolution had yet formed.

In 2013 the liberals managed to muster up considerable community
involvement as they had done in 2011. In addition, they also acquired
greater national support.

It had been another traumatic decade. No retaliatory nuclear
war had occurred, but a successful revolution did, and debts were
considerably increased. No satisfaction points were earned because of
social unrest due to the burden of higher taxation. Citizens were losing
what faith they had left in the schools -- and the district stuck to the
policy of no reform when excessive debts still existed.

The‘last ten years of the history of the districﬁ is a tale
almost too sad to tellf In 2015 a major parental boycott occurred in
response to pfgbi;ﬁé over the schools. A major closing of the private

schools exacerabated the issues. In response, the district became more

conservative.

A

The long-expected retaliation sequel to tl.e first nuclear war
caught up with the district in 2017 as a cbnéefyétive reaction was
followed by a second nuclear holocaust. As expected,véﬁérmous amounts
of satisfaction points were being lost by the district decision to again
increage taxes and avoid all reforms.

If students had been playing the game, the computer would have’

at this point terminated the game because debts had'increased beyond

200 million.
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In 2019 the liberals managed to make a little headway again, but
to no availa as the third retaliatory nuclear explosion occurrcd in
2021 and a fourth in 2023. With the third, the district went into extreme
radicalism, and when this failed with the fourth bomb, it became rad-
ically reactionary -~ that is, those still alive became reactionary.

In conclusion, one senses that the disaster and revolution
sequence all began back in 1975 when the district established the policy
of ignoring the needs and wants of minorities and decided to cater
stricktly to the powerful in the hope of maximizing satisfaction points.
Furthermore, it established conservative economic policies which doomed
it in crisis situations. Within 20 years the minorities had 'formed the
~basis for a revolution, and though it failed at first, it later succeeded
with the help of the first nuclear holocaust. It was ﬁhis first failure
at revolution, however, which sufficiently raised the brobabili£y of
“a holocause té cause it to occur.‘The bombs occurrehce promoted the
possibility of another revolution, and the second revolution furthér
promoted a second nuclear holocaust, which‘triggefed a third, and then
a fourth. A vicious cycle had begun which within 15 years completely
distroyed the district.

In reviewing the seven power groups and the changes that
occurred to them, one is impressed by how considerably these disasters
led to power increases for the radical elements in society, on both sides
of the spectrum. One is not surprised to see that the Human Potential-
ists faired poorly under such circumstances, but why did the Experi-
mentalists get wiped out? Perhaps because they more than anyone else’
stood for'scientific approaqhes and objectivity -- both unpopu;ag

positions when society is blundering from one major crigis into another.
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Perhaps écience'was blawred for it all, or people lost faith in it be=
cause it seemed td Sé unable to do anything about the recurring dis-
asters.

With respect to the socievents, it is interesting to note

how radically GNP growth, efficiency and community involvement delcined
in these periods of crisis and shifts in power units, but how signif-
icantly natibnal involvement increased. Parents were appearing helplecs

and teachers stunned as everyone came to look to some higher source

for help.
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APPENDIX A

Sample Run of the Game

First two-year period . . « . . . . 42

Ten-year conclusions . . . ., . . 50
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1 SAFE 1
INTRODYCTION

YOU ARE ABOUT T0 PLAY THE GAME SAFE =-A SIMULATION OF THE FUTURE OF EDUCATION FROM 1975 10 2024 A.D,

~ Y0U REPRESENT DISTRICT 1 AND ARE NOW RESPONSIBLE FOR EDUCATIONAL DECISIONS FROM 1975 10 1984,

BEGINNING: 18T TEN-YEAR PLANNING PERIOD
GENERAL SCCIETAL AND INTERNATIONAL DEVELOPMENTS OVER THIS DECADE WILL STRENGTHEN INFLUENCE GROUPS

IN YOUR DISTRICT FAVORING EXTREME LIBERALISM,

YOU ARE NOW LIVING IN THE YEAR 1975, YOUR EDVENI OPTIONS ARE:

1 CAREER EDUCATION

2 VOUCHERS

3 ACCOUNTABILITY

4 AUTHORITARIAN SCHOOLS

§ FAMILY LEARNING CENTER

6 COMMUNITY NURSERY CENIER

7 HOME STUDY PROGRAM

8 EDUCATION AS VOCATIONAL TRAINING
9 COMMUNITY GUIDANCE CENIER

10 EXPERENTIAL LEARNING SCHOOLS

11 INTERACTIONAL CATV SCHOOLS

12 INDIVIDUALIZED LEARNING SCHOOLS

YOUR ACCOUNT HAS JUST BEEN CREDITED WITH SD 12 MILLION FROM TAX REVENUES
TO"’AL DEPOSIT I YOUR ACCOUNT NOW ARE SD 12 MILLIOV,

WEICH EDVENT WOULD YOU LIKE TO IMPLEMENT THIS YEAR? IF NONE, TIFE 0.

1
YOU MADE ONE OF THE BEST POSSIELE CHOICES FOR GAINING IMMEDIATE PUBLIC SATISFACTION.
CAUTION: YOU DID NOT MAKE ONE OF THE BEST LONG-RANGE DECISIONS WHEN CONSIDERING SOCIEVENIS.

ANALYSIS RANKS IT 6.
A COST-BENEFIT ANALYSIS SUGGESTS THAT YOU MADE AN EXCELLENT OVERALL DECISION.

UNFORTU: ATELY VOUR INI JOVATION IS A FAILURE HALF OF ITS SATISFACTION POINTS ARE LOST

YU HAVE REMAINING IN YOUR ACCOUNT SD 1 MILLION,
IS THERE ANOTHER EDVENT YOU WOULD LIKE 10 IMPLEMENT DURING THIS TWO-IE‘AR PLANNING PERIOD?

-4 4
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8
YOU MADE A GOOD, BUT NOT ONE OF THE BEST CHOICES FOR dAINING IMHEDIATE PUBLIC SATISFACTION
- ANALYSIS RANKS IT §, )
CAUTION + YOU DID NOT MAKE ONE OF THE BI:ST LONG-RANGE DECISIONS WHEN CONSIDERING SOCIEVENTS
~ ANALYSIS RANKS IT 7, |

10U HAVE MADE A REASONABLE COST-BENEFIT CHOICE, BUT OTHERS WERE BETTER, ANALYSIS RANKS IT 6,
Y0UR INNOVATION IS SUCCESSFULLY IMPLEMENTED, |

YOUR DISTRICT IS NOW IN DEBT 6,5 MILLION,
IS THERE ANOTKER EDVENT Y0U WOULD LIKE TO IMPLEMENT DURING THIS THO-YEAR PLANNING PERIOD?

0
INDICATE BELOW HOW YOU WANT T0 EDSURE T0 CHANGE SOCIEVENT BROBABILITY LEVELS:
CON PAR TEA STU PRI ACC RED

o

- DURING 1975 AND 1976 THE POLLOWING SOCIEVENTS OCCURRED:
1 NATIONAL GNP GROKWTH EARNS YOUR DISTRICT SD 9,225,000,
7 TEACKER STRIKES C0ST Y0UR DISTRICT 5D 4,500,000

TUDICATE BELOW HOW YOU WeAT 70 EDVERTISE TO CHANGE INFLUENCE AND SATISFACTION LEVELS'
~ NEO ESS SOC EXP REC HUM BIO

1
E‘DVERTISING COST YOU D 2, 002 MILLION DURING THIS THO-YEAR PERIOD. ‘

FOR THIS 10U EARNED AN ADDITIONAL 100.1 SATISFACTION POINTS AND INCREASED INFLUE’NCE‘ LE‘VELS
BY 0 POINTS, |

YOU HAVE BEEN CRARGED SD 608, 569 INTE‘REST FOR OVERDRAWING YOUR ACCOUNT,

THIS THO-YEAR PLANNING PERIOD BAS NOW EWDE‘D YOU EARNED 669 SATISFACTION POINTS

- TOTAL SATISFACTION POINTS EARNED SINCE 1975 ARE: 669,

YOUR DISTRICT HAS BECOME MORE CONSERVATIVE.

NOTE: THE PROBABILITY OF UNDESIRABLE SOCIEVENTS OCCURRING HAS GONE UP BY 30 POINTS
NOTE: THE PROBABILITY OF EDVENT FAILURE HAS GONE UP BY 18 POINIS.

L EP




 Y0U ARE NOW LIVING IV TR YEAR 1977, JOUR EDVENT OPTIONS ARE:

2 VOUCHERS -
4 AUTHORITARIAN SCHOOLS
5 FAMILY LEARNING CENTER
6 COMMUNITY NURSERY CENTER - |
7 HOME STUDY PROGRAM
- 8 EDUCATION 4S VOCATIONAL TRAIVING -
9 COMMUNITY GUIDANCE CENTER
10 EXPERENTIAL LEARNING SCHOOL
11 INTERACTIONAL CATV SCHOOL
12 INDIVIDUALIZED LEARNING SCROOL
13 EDUCATION AS AN OCCUPATION
14 SOCIERY SCROOLTNG

YONR ACCOUNT HAS JUST BEEY CEEDITED WITH 8D 12 MILLION FROM TAX REVENUES,
YOUR DISTRICT IS CURRENTLY 1 DEBT 0.757344 MILLION.

- WRICH EDVENT HOULD ‘YON LIXE 10 IMPLEMENT THIS YEAR? IF NONE, TYPE (.

10
UNFORTUNATELY, YOU WILL EL’ELY LOST POINTS BY THE INPLENENTATION OF THIS EDVENT,
| AVALYSIS RANKS IT 107
CAUTION: Y0U DID NOT MAXE ONE OF THE BEST LONG-RANGE DECISIONS HREN CONSIDERING SOCIEVENTS
ANALYSIS RANKS IT 8,

You H/i VE MADE A REASONABLE COST-BENEFIT CHOICE BUT OTHERS WERE BETTER, ANALYSTS RANKS IT 10,

| NNEORTNNATFEY YOUR INNOVATION IS A FAILURE. ALF OF ITS SATISFACTION POIN"’S NNE LOST

YOUR DISTRICT IS oW Iv DEBT 5D 8. 73794 NILLION
- IS THERE ANOTHER EDVENT Y0U WOULD LIKE T0 IMPLEMENT DNRING THIS. THO-YELR PLANNINC PER TOD7

.
UNFORTUNATELY, YoU WILL LIKELY 08T POINTS BY THE INPLDNENTATION OF TNIS EDVENT
ANNLYSTS RANES-IT 11,

CAUTION: 10U DID NOT MAKE- ONE OF THE BEST LONG-RANGE DECISIONS NHEN CONSIDEPING SOCIEVENTS |

AVALYSIS RANKS IT 11,

- You HAVE MADE 4 NEASONABLE COST-BENEFIT CHOICE, BUT OTHERS WERE BETTER, ANALYSIS RANNS II 11.

YONR INNOVATION IS SNCCESSENLLY INPLENENTED
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YOUR DISIRICT IS NOW IN DEBT SD 15,2739 MILLION. |
I THERE ANOTEER EDVENT YU WOULD LIXE T0 IMPLEMENT DURING THIS THO-YEAR PLANWING FERIOD?

0 :
INDICATE BELOW HOW YOU WANT 70 EDSURE T0 CHANGE SOCIEVENT PROBABILITY LEVELS:
. CON PAR TEA STU PRI ACC RED

DURING 1977 AND 1976 THE FQLLOWING SOCIEVENTS OCCURRED:
& GREATER SCHOOL EFFICIENCY EARNS YOUR DISTRICT SD-2,625, 000
8 STUDE I RIOTS CosT YOUR DISTRICT 8D 4,250,000,

INDICATE BELOW 'HO/ 100 HANT 10 EDVERTISE 0 CRANGE INFLURNCE AND SATISFACTION L'E'VELS:‘ |
NEO lESS S0C EXP REC HUM BIO - !

05 0 0 0 0 0 |

- EDVERTISING. COST You 5D 1.872 MILLION DURING THIS THO-JEAR PERIOD

FOR THIS 100 E4RVED 4N ADDITIONAL 9.6 SATISFACTION 'POINTS AND TNCRBASED INFLUENCE
| LEVELS BY 1 POINT.

10U BAVE BEEN CHARGE ) 937,997 TNTEREST FOR OVERDRAWTNG YOUR ACCOUNT.

THIS TWO-YE'AP PLANNING PERIOD HﬂS IVOV ENDED.  UNFORTUNATE DECISIONS HAVE (0ST YoU 889 SATIS-
FACTION POINTS, -
T0T4L SATISFACTION POIN IS EARIVED STl CE 1975 4RE: -230.
~ YOUR DISTRICT BAS BECOME MORE LIBERAL. | ‘
NOTE: THE PROBABILITY OF UNDESIRABLE SOCIEVENTS OCCURRING BAS GHE UP BY 48 POINTS.
NOTE: THE PROBABILITY OF EDVENT FAILURE HAS GONE- UP BY 46 POINTS,

‘YOU ARE 0N LIVING IIV THE IEAP 1979 YOUR EDVENT OP"’IOIVS ARE:

Y
¢ AUTHORITARIAN SCROOLS
5 FAMIL LEARKING CENTER
§ COMUNITY AURSERY CENTER
7 §OUE STUDY PROGRAY \
9 COMMUNITY GUIDANCE CENTER
11 INTERACTIOMAE CATY SCHOOL

st -
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R IUFLUX OF NEW STUDENTS C0STS Y0UR DISTRICT SD 3 500 000,

12 IIDIVIDULIZED TEARNING SCHOOL

13 EDUCATION 4S AN OCCUPATION
14 SOCTETY SCHOOLING

15 COMUNITY 4RI CENTERS

16 B IILY HRALTH CEIVTERS

Ul-...‘
"

YOUR. ACCOUUT S JUST BEE CREDITED WITH SD-.12- MILLIUU FROM TAX REVERUES,

-~ Y0UR DISTRICT IS CURRENTLY IV DEET 7, 69794 MILLION,

WHICH EUVENT WOULD YOUR LIHE 10 IMPLLTUEUT THIS YEAR? IF NONE, TYPE U.l

i

. ‘YOU HADE (00D, BUT §OT ONE OF THE BEST CHOICES FOR GAIIVIUG IMMEDIATE PUBLIC SATISFACTIOU |

ANALISIS RAIVKS II7,
CAUTION: YOU DID HOT MAKE OVE OF THE BEST LOIVG-RAUGE' DBCISIOUS WHEN CONSIDERING SUCIE'VE'UTS
ANALYSIS RANKS IT 4,

‘YOU HAVE HADE A REASONABLE COST-BBUL’FIT CHOICE' BUT OTRBRS UERE' BE'TTER AUALYSIS RAIVKS IT S .
| YOUR IUUOVATIOU IS SUCCE'SSFULLY IMPLLMEUTED

‘YOUR DISTRICT IS NoW IN DEBI 17,1979 MILLION,

IS THERE ANOTHER EDVENT YOU UOULD LIKE TO IMPLEWENT DURING TRIS TUU YEAR PLAUUIUG PERI007 -

| 0

- TUDICATS BELOW HOU YOU UAUT 0 EUSURE' T0 CRAIVGB SOCIEVE'UT PROBABILITY LBVELS

CON PAR TBA ST PRI 4CC RED

1

| DURING 1979 4D 1 980 THE FOLLO e SOCIBVBI 7S OCCURRED:
1 IATTONAL GNP GROWTH EARNS YOUR DISTRICT SD 2,225, 000

7 TEACHER STRI KES COST TOUR DISTRICT 5D 4 600,000,

THE FOLLONING SOCIEVBUTS WOULD HAVE OCCURRED IF 10U HAD IVUT IUPLEME'UTED EDSURANCE PROGRAMS -

‘ = VIUDICATL', BE'LUU HOU YOU UUVT 10 EDVERTISE T0 CHANGE 1 IUFLUBUCE' AUU SATISFACTIUU LEVELS

UE'O ESS SOC EXP REC HUM BIO




Y0U HAVE BEEN CHARGED 8 1. 0&1 37 NILLION INTEREST FOR OVERDRANIIG YOUR ACCOUNT.

THIS TWO-YEAR PLANNING PERIOD BAS NOW ENDED,  YOU EARED 992 SATISFACTION POINTS,
TOTAL SATISFACTION POINTS EARNED SINCE 1975 ARE: 62,
- YOUR DISTRICT BAS BECOME MORE CONSERVATIVE,
- WOTE: THE PROBABILITY OF UNDESIRABLE SOCIEVENTS OCCURRING HAS"GONE UP BY 39 POTNTS, | o
NOIE: THE PROPABILITY OF EDVENT FAILURE HAS GONE UP BY 17 POINIS, “ . . o~

B
100 ARE NOW LIVING IV TH 1EAR 1961, 0UR EDVEVT GPTIONS ARE:

2 VoucHERS
- 4 AUTHORITARIAN SCHOOLS

5 FAMILY LEARNING CENTER

6 COMMUNITY NURSERY CENTER
' 7 HOME STUDY PROGRAM

9. COMMUNITY GUIDANCE CENTER

11 INTERACTIOMAL CATV SCHOOL

19 INDIVIDUALIZED LEARNING SCHOOL

13 EDUCATION AS AN OCCUPATION L

15 COMMUNITY ARTS CRNTERS g
16 FAMILY HEALTE CENTERS |

17 EDUCATIONAL RESEARCH INSTITUTE ‘

18 STUDENT IVFORMATION SERVICE o

‘ ‘3, YOUR ACCOUNT BAS JUST BEEN CREDITE'D NTR SD 12 MILLION FROM TAX REVENUES
* Y0UR DISTRICT IS CURRENTLY IN DERT 8., 86868 MILLION, |

NRICR EDVENT IOULD 100 LIKE 10 IMPLENE’NT THIS YEAR? IF NONE TYPE 0.

4
YOU WADE A G0OD, BUT 1NOT ONE 0F TRE BE’ST CHOICES FOR GNINING IINIEDIATE PUBLIC SATISFACTION |
~ ABALYSIS RAWKS IT 11, | |
"CAUTION: Y0U. DID NOT MAKE OVE OF THE BEST LONG-RANGE DECISIONS WHEN CONSIDERING SOCIE'VE'NTu
| ANNLYSIS RANRS T 13
You HAVE HADE A REASONABLE COST-BENEFIT CNOICE BUT OTHERS WERE BETTER. ANALYSIS RANKS IT g, .

R INNOVATION I5 SUCCBSSPULLY TRIBIENTED.




YOUR DISTRICT IS NOW IN DERT $D 13, 3687 MILLIOIV

o IS THERE ANOTHER EDVENT YOU WOULD LIXE 10 IMPLEMENT DURIWG THIS THO-YEAR PLAIVIVING PERIOD?

‘ INDICATE BELOW HOW-XOU WAIVT 10 EDSURE T0 CHANGE SOCIEVELT PROBABILITY LEVELS:
| CON PR TEA- STU PRI ACC RED |

DURING 1981 AND 1982 THE FOLLOWING SOCIEVENTS OCCURRED:

4 GREATER RATIONAL II' TEREST EARNS IOUR DISTRICT $D 6,750,000, -

INDICATE BELOV HON YOU WANT T0 EDVERTISE 0 CHAIVGE INFLUENCE AND SATISFACI’IOL’ LEVELS
NEO ESS SOC EXP REC HM BIO

0 00 15 g |
EDVERTISING COST 100/ SD 3,32 MILLION DIRTNG THIS THO-YEAR PRRIID,
FOR THIS 10 EARNED AN ADDITONEL 166 POIVTS VD INCREASED INFLUENCE LEVELS BY § ROIN 15,

v HAVE BEEN CHARGED -SD 496 934 INTEREST FOR OVEPDRAVING YOUR AC’COUNT

THIS THO-YEAR PLA; /ING PERIOD HAS NOK ENDED, - YOU EARVED 414 SATISFAC”’IOE POINTS

- T0TAL SATISFACTION POINTS EARNED SINCE 1975 ARE : 476 |

YOUR DISTRICT HAS BECOME MORE LIBERAL.

~NOTE: THE PROBABILITY OF UNDESIRABLE SOCIEVENIS OCCURRII IG HAS GONE UP BY 3 POTAS.
- NOTE: THE PROBABILITY OF EDVENT FAILURE HAS GONE P BY 11 POINIS,

.
("s

| YOU ARE oW LIV NG IN THE YEAR. 1983 YoUR EDVEIV” OPTIONS ARE:

2 T000FERS S
7§ FAMILY LEARVIVG CENTER
8. COMIUNITY NURSERY CENTER
7 HOME STUDY PROGRAY
3 COMMINITY CUIDANCE CENTER
11 TNTERACTIONAL CATV SCHOOL
" 19 TNDIVIDVALTZED LEARVING SCROOL

st
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13 EDUCATION AS AN OCCUPATION

15 COMMUNITY ARTS CENTERS

16 FANILY HEALTH CENTERS |
17 EDUCATIONAL RESEARCH INSTITUTE
18 STUDENT INFORMATION SERVICE
18 YOUTH TOWNS

20 EDUCATION ASSEVBLY

YOUR ACCOUNT BAS JUST BEEN CREDITED WITH SD 18 MILLION FROM TAX REVENUES
TOTAL DEPOSITS IN YOUR ACCOUNT NOW ARE SD 1, 56438 MILLION, |

WHICH EDVENT NGULD YDU LIEE 10 INPLENENT THIS YEAR9 IF NDNE IYPE 0,

5 | .

YOU MADE ONE OF THE EEST POSSIBLE CHOICES FOR GAINING TMEDIATE PUBLIC SATISEA TION

CAUTION: YOU DID NOT MAKE ONE OF THE BEST LONG-RANGE DECISIONS NNEN CDNSIDERING SOCIEVENTS
ANALYSIS RANKS IT 8. : 4

YoU HAVE NADE A REASONABLE C0ST-BENEFIT GFDICE BT DTNERS NERE EETTER ANALYSIS RANKS IT 5.

UNFORTUNATELY YOUR INNOVATION I5 4 FAILURE HALF OF ITS SATISEACTIDN POINTS ARE LOST

YOUR DISIRICT IS NOW IV DEBT SD 1, 9356 MILLIGN
IS TNERE ANDTNER EDVENT ov HOULD LIKE T0 IMPLEMENT DURING THIS TNG-YEAE PLANNING PERIDD’

UNFORTUNATELY Y0U WILL LIKELY IOSE POINTS BY TNE INPLEMENTATIDN oF THIS EDVENT
| ANALYSIS RANSK IT 11,

CAUTION:  YOU DID NOT MAXE OWE OF THE BEST LDNG-RANGE DECISIONS NHEN CDNSIDEP.ZNG SDCIEVENTS .

AVALYSIS RANSK IT 12,

YDU HATE MADE A REASDNABLE CDST?EEIIEEIT CNDICE BUT DTNEES NEEE EETTER ANALYSIS RANSU IT 12. ‘

YOUR INNOVATION IS SUCGESSEULLY INPLENENTED

- YOUR DISTRICT I$ NDN IN DEBT SD a7, 4356 NILLION . , |
‘IS THERE ANDTNER EDVENT YOU WOULD LIFE T0 INPLEMENT DURING TNIS TND-YE‘AR PLANNING PENIDD"

o INDICATE BELGH NDN YDU NANT 10 EDSURE 10 CHANGE SOCIEVENT PROBABILITY LEVELS
- ooy PAR TEA STU PRI ACC RED |

- DURING 198‘3‘ ANDﬂIEEéI:TNE'\:FOLLONING‘ SOGIEUENTS OCCURRED:. -~ B

f- ‘617_:‘ s




1 NATIOIVAL GNP GROWTH EARIVS YOUP DISTRICT SD 0,225,000,
§ GREATER COIWUNITY INVOLVEMENT ‘EARNS YOURS DISTRICT D 6, 623,000,

THE FOLLOWING SOCIEVEIVTS WOULD HAVE OCCURRED IF 10U 4D Nor MLENENTED EDSURANCE PROGRA 1S
8 STUDENT RIOTS COST YOUR DISTRICT ) 4,250,000,

INDICATE BELOW HOW YOU WANT TO EDVERTISE 70 CHAI GE INFLUEIVCE AND SATISFACTIOIV LEVELS:
NEO- ESS 50C EXP REC HM BIO

0 7 10 0 0 0 ¢
EDVERTISING COST Y0U SD 11,694 MILLION DURING THIS TWO-YEAR . PERIOD,

 FOR THIS YOU EARNED AN ADDITIONAL 584,7 SATISFACTION POINTS AND INCREASED INFLUENCE
LEVELS BY 6 POINTS, :

IV COMPARISON T0 EDVENTS FOR EAHIVING POINTS YOUR EDVERTISING IS RIV/JKED 3,
- Yo HAVE BEEN CHARGED S 1 48795 MILLIOI‘! INTEREST FOR OVERDRAWING YOUR ACCOUIVT

THIS TWO-YEAR PLAIVNING PERIOD HAS oW E‘IVDED YOUR EARVED 636 SATISFACTION POINTS
TOTAL SATISFACTION POINTS EARNED SINCE 1975 ARE: 1112, o
YOUR DISTRICT HAS BECOME MORE CONSERVATIVE,

NOTE: THE FROBABILITY OF UNDESIRABLE SOCIEVENTS OCCURRING AS GONE UP BY 19 POINTS,

~ CONCLUSTON 10 THE ZST TEN-YEAR PLANNING PERIOD \ |
THE TEF YEAR ELANVING PERIOD HAS NOW EWDED, THE STATUS OF YOUR ACCOUNT IS SD -31. 246'9 MILLION
TCTAL SATISFACTION POINTS EARNED IP THE GAME S0 FAR ARE: 1112,

THE STATUS OF EVALUATOR INFLUENCE AND socmm*s 15 45 ROLLOHS:
NER 0D CHANGE

019 80 -]

£S5 315 30 -1

s o0 191




~ CEXP 107 110 -3
“REC 130 120 10

. HUM. 78 0 100 -22

BIO --12 20  -32

GNP 677 666 11
GRE 54 90 ~ -36
coM 207 220 -13
NAT 257 250 7
coy 92 65 o7
PAR 77 95  -18
TEA. 161 115 46
STU 149 125 4
PRI 130 120 10
ACC 58 85 3
_RED 95 85 30
S WCo 300 20 10

EDF 482 400 10.
W EDSURANCE COSTS NOW ARE:

- CoN 195,500
. PAR - 134,750
 TEA 362,250
- 8TU . 313,625
. PRI 227,500
ACC . 145,000
" RED . 296,875
- TOTAL COSTS NOW ARE sp 1, 6785 MILLION
. THIS IS A CHANGE OF SD 299, 125

) TOTAL SATISFACTION POINTS PER MILLION D INVE'STMEN.L NOW EQUAL: 14. 826‘7

] “COST _ |
- THE COST OF PLAYING THIS ROUND OF THE' GAME IS 2.88 DOLLAHS
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APPENDIX C

Flo;vchaft of fhe entire game
SAFE & v ¢ 4« o ¢« ¢ o o &
VALUES‘ e e 4 e e s &
INSURE  « & v v v v . .
REVOLUTION . ; e e e e
STATUS . ; * e v e e e e

CHOICE v v ¢« v & o o o &

260




SAFE:

'Flowchart of the computerized -version of the game.

Yes

-

RESET VALUES
FROM PREVIOUS
ROUND OF
GAME

|

60

SUBROUTINE
VALUES

COMPUTE
TIMING VALUES

e )
[ 1. NT TEAM
AND YEARS
OF THIS

ROUND

261



61

.STATEMENT
OF TREND

COMPUTE CUR~
RENT YEARS
AND RELATED
VALUES

PRINT CUR~
RENT YEAR

PRIKT
EDVENT
OPTIONS

Yes

C LESS ‘THAN

262



ADD 12 MIL-
LION TO
ACCOUNT

PRINT SUM
OBTAINED

|THAN 30 MIL,

ADD 12 MIL-

ADD 12 MIL- -
LION MINUS 104

12% OF DEBT

LION PLUS

OF SUM GREATER.

:

COMPUTE
SATISFACTION
POINTS

COMPUTE
SATISFACTION’
POINTS LOST

‘EARNED

PRINT TAX
REDUCTION
AND POINTS
EARNED

PRINT TAX
INCREASE

AND POINTS
LOST

STATEMENT

OF REMAIN-
ING FUNDS

STATEMENT
OF DEBT

263



ASK FOR
EDVENT
" CHOICE

Yes

I5 IT
AN OPTION?

No

SUBROUTINE
CHOICE

SUCCESS Fails

. STATEMENT OF
ERROR

OR FAIL?

Succeeds

STATEMENT
OF FAILURE

264



-

T
12N

N

EFFECTS ON
EVALUATORS
& SOCIEVENTS]

COMPUTE ;

FEEDBAC

Nrann e, .

DEsiiEB;/’ l
' No
STATEMENT
OF EFFECTS
OF CHOICE
ON STATQS
DEDUCT ,
'EFFECTS ON
EVALUATORS
& SOCIEVENTS |
y
DEDUCT - EDVENT] -
COST FROM
ACCOUNT
STATEMENT

OF DEBT

o



STATEMENT
OF FUNDS
REMAINING

POSSIBLE Xas
VOLUTJIeN? .

No

STATEMENT
OF POSSIBL
REVOLUTION

a

NULL OPTION
CHOICE SUB-
ROUTINE -

o

CALCULATE -
EFFECT ON
e OTHER VARIA-
BLES .

266




Yes

66

o

EDSUW
N N

RESET SOC-

IEVENT PROB-
ABILITIES

[~

REVOLUTION
SUBROUTINE

RESET SOC-
IEVENT MIN-
IMUMS TO 18

Yes

STATEMENT
THAT

s

CALCULATE .
EFFECTS AND
.COSTS




67

STATEMENT OF
WHICH WOULD
HAVE CCCURRED

EDVERTISIN

No

L

Yes

STATEMENT
OF ERROR

RESET
"PERCEPTIONS
OF EDVENTS

CALCULATE
AND DEDUCT
COSTs

268



STATEMENT

.JOF COSTS &
POINTS
EARNED

COMPARE WITH|'
EDVENTS AND
RANK -

, STATEMENT
1 OF RANK

COMPUTE AND
SAVE POINTS
EARNED

COMPUTE PTS o ADD OR

EARNED OR + SUBTRACT
FROM TOTAL

LOST

269




Yes

CALCULATE
INTEREST

CALCULATE ANQ
ADD INTEREST
EARNED

STATEMENT
OF
INTEREST
EARNED

CHARGED

STATEMENT
OF INTERES

. STATE. .. ..
POINTS
EARNED

STATEMENT

OF MORE
{ LIBERALIS

270

’ STATE ;
POINTS

69



STATEMENT
OF MORE"

STATEMENT
OF MORE

NEGATIVE
SOCIEVENT

STATEMENT
Yes OF MORE

? ED FAILU

Yes STATEMENT

ROUND 57

70



STATEMENT
OF ROUND:
CONCLUSION

STATEMENT
OF ACCOUNT

STATEMENT
OF TOTAL
POINTS
EARNED '

SUBROUTINE
STATUS

l

SUBROUTINE
INSURE

SAVE VARIA-
BLES FOR
NEXT ROUND

I

71

CALCULATE
POINTS LOST

STATEMENT
OF POINTS
LOST

STATEMENT
OF TOTAL
POINTS EAR

STATEMENT
OF EDVENTS
" IMPLEMENTED

. SUBROUTINE .1
STATUS

STATEMENT
OF 'SOCIE~
VENT
LOSES

272

..........



72

CALCULATE
POINTS PER
MILLION
INVESTED

' STATEMENT
OF ABOVE

No @

ROUND 57

273



VALUEZ: Subroutine to reset all game values.

BEGIN

__No

No

CHANGES 1IN
SOCIEVENT /.
LEVELS °

» NO

Yes l

RESET VALUES
AS IN GAME
MANUAL
&77 R’
RESET ALL
OTHER .
VALUES

73



INSURE: Subroutine to determine and inform game participants 74

of the new costs of edsurance.

. PRINT
HEADING

YES

THIS #7

"OMPUTE NEW SUM THE 7
EDSURANCE SOCIEVENTS &
COST DIVIDE BY 1
mILLION
L4 o )
« STORE COST FIND DIFFER~
FOR FUTURE ENCE BETWEEN
USE NEW AND OLD
SUMS

u \

ARRANGE SPAC- PRINT NEW
SO PRINTOUT COSTS AND
IS ALLIGNED OUNT OF

\'1
COMPUTE THE ' " STOP
- |CHANGE FROM C \ :
I}

THE LAST
ROUND

PRINT NEW
& OLD COST,
& CHANGE

275




75
REVOLUTION: Subroutine to determine if a revolution occurs
and if so, what its effects on the participants will be.

NO

NO

STOP

FAIL

SUCCEED \Yd
STATEMEN
OF REVOL
FAILGRE

[sTaTEMEN
OF REVOL
SUCCESS
! RESET INFLU
v ENCE ! ©"ELS
RESET INFLA 3ESTSS;;§'
UENCE LEVEILls : :
AND SOCIE-
VENT PROR.
4.
-4
e
"
DEDUCT 20
MILLION FRC{1
ACCOUNT

-1

DN
-1
fep]




76

STATUS: Subroutine to inform game participants of new influence
levels of the evaluators and probabi.ities of occurrence of,
the twelve socievents and of edvent failure.

YES

PRINT
HEADING

A
RESET INFLU-

ENCE AND SOCH
IEVENT VALUES]

y

COMPUTE CHAL
IN PROBABILIT

L

a3

ARRANGE SPAC- OF EDVENT
ING SO PRINT=- ) ATLIIRE
OUT IS ALLI-
GNED

PRINT NEW,
COMPUTE
CHANGES FROM
LAST ROUND

4
STOP
_

PRINT NEW
AND OLD
VALUES ANI

! cuances - [
T ‘ 2717




77

CHOICE: Subroutine designed to evaluate all choices according
to three analyses: public relations, lonr-range consequences,

and cost-benefit.

COMPUTE THE
POINTS EACH
| EDVENT ALLOWS

RANK THE ED-

VENTS FROM
HIGHEST TO
QWEST

~n

-

R S
 ORINT STATEL-

YES ;é:\\\P\NO
CHOICE 1 O ,
W /
ENT OF
L SUCCESS

......._.___j b

| } FIND WHERE FIND WHERE
'S { CHOICE *S IN CHOICE IS IN

RANKING RANKING

RAISE 50C- i
IEVENTS 3 & - !
4 BY 1 POilT

S '1

PRINT ?
STATEMENT

OF RANKING

A 4

.

LOWER SOC-
IEVENTS 3 & 4
BY 1. POINT

J
. ) s




......

YES

78

COMPUTE LONG-
RANGE EFFECTS

COMPUTE CHANCES
TO REDUCE THH

[OF. EACH PROB OF
DUENT REVOLUT ICU
L
RANK FROM . RANK FROM
MOST TO LEAS MOST TO
DESIRABLE LEAST
DESIRABLE
o S
YES
HOICE ONDNy2
FIRST
y
PRINT FIND WHERE
STATEMENT CHOICE IS IN
OF SUCCES RANKING

LOWER SOCIE-
VENTS 5 & 11
BY TWO POINTS

[ PRINT
STATEMENT
OF RANKING

1\

RAISE SOCIE-
VENTS 5 & 11
BY TWO POINT$

—

DIVIDE COSTS
BY BENEFITS

es



CHANGE THE
> ANALYSIS
RATIOS

RANK FRO
HIGHEST TO
LOWEST

Is

ES HOICE ON No

Y

PRINT
STATEMENT

. e .
KAISE SOCIE-

VENTS 3 & 4
8Y ONE POINT

r——

\Ql\iy
W,

FIND WHERE
CHOICE IS It
. RANKING

79

PRINT
STATEMENT
OF RANKIN

LOWER SOCIE-
VENTS 3 & 4
BY ONE POINT

STOP

280



APPENDIX D

Complete Computer Programs

SAFE . .

CHOICE .

VALUES .

INSURE .

cosT . .

STATUS .

REVOLUTION

SF . . .
SG . . .
MAT . .
MUT . .
MR . . .,
SB . . .

sC . ..

281

for

the game
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(1] SAVETRS?«(120),12

(9] +(Ret)/Lid

(3] RdeClir ((0-1)x111) 1111

4] ne204id

[5)  IRepA[29]

(6] JVeRA[294112]

7] JieRA[h1418]

(8] ACCeRALSO]

[9] R“oibm«rﬁ[51] |

1107 MATRIXC;4 ]« 60 1 pBA[51+160]

[11] +uFr

[12] LU VALUE

[13] B Er mwwm VR+7+DA4~1+PERIOD¢-EAt-0 o

[14] TnTRODUCTION!

[15] WOA AROYT 00 PLAT THE CAME SAFE - - | SIMULATION OF TNR PUTURE OF EDUCATION FRO
1975 10 2024 AL,

[16] 'YOU RIPRESTT DISTRICT ';Iy' Aid ARE HOV RISPOUSIRLE FOR EDUCATIONAL DECISIONS FRO
SN0 IR |

[17] 210 ! '

(18] 5163 o'if””ﬂPBPDUTH:fHBJH

(9] ! BECTANING: ViSITR:Y:" TEN-YEAR PLANRIIG PTRION!

(0] MDelinel iR 24119] ‘

[21] SAe(1 2223133 3 34 4)[210] ‘
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(93] PED:»(Yi2(IR43))/HU

(4] Aietsliedis?

195) [He(V4-1983)x¥R>1975

(967 Deltievie( (124(1A-10) xRz 1975)420x¥R>1875 .
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[29] ' ' b

ERIC | | o L 1]
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30000000))4100000 |
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371 DERT:+(4<30000000) /10D
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