University of Massachusetts Amherst
ScholarWorks@UMass Amherst

Methods, Training, & Materials Development Center for International Education

1974

Survey of Gaming Materials: Ecuador Project Non-
Formal Education

Alberto M. Ochoa

Follow this and additional works at: https://scholarworks.umass.edu/cie_methodstrainingmaterials

b Part of the Educational Methods Commons

Ochoa, Alberto M., "Survey of Gaming Materials: Ecuador Project Non-Formal Education’ (1974). Methods, Training, & Materials
Development. 19.
Retrieved from https://scholarworks.umass.edu/cie_methodstrainingmaterials/19

This Article is brought to you for free and open access by the Center for International Education at ScholarWorks@UMass Amherst. It has been
accepted for inclusion in Methods, Training, & Materials Development by an authorized administrator of ScholarWorks@UMass Amherst. For more
information, please contact scholarworks@library.umass.edu.


https://scholarworks.umass.edu?utm_source=scholarworks.umass.edu%2Fcie_methodstrainingmaterials%2F19&utm_medium=PDF&utm_campaign=PDFCoverPages
https://scholarworks.umass.edu/cie_methodstrainingmaterials?utm_source=scholarworks.umass.edu%2Fcie_methodstrainingmaterials%2F19&utm_medium=PDF&utm_campaign=PDFCoverPages
https://scholarworks.umass.edu/cie?utm_source=scholarworks.umass.edu%2Fcie_methodstrainingmaterials%2F19&utm_medium=PDF&utm_campaign=PDFCoverPages
https://scholarworks.umass.edu/cie_methodstrainingmaterials?utm_source=scholarworks.umass.edu%2Fcie_methodstrainingmaterials%2F19&utm_medium=PDF&utm_campaign=PDFCoverPages
http://network.bepress.com/hgg/discipline/1227?utm_source=scholarworks.umass.edu%2Fcie_methodstrainingmaterials%2F19&utm_medium=PDF&utm_campaign=PDFCoverPages
https://scholarworks.umass.edu/cie_methodstrainingmaterials/19?utm_source=scholarworks.umass.edu%2Fcie_methodstrainingmaterials%2F19&utm_medium=PDF&utm_campaign=PDFCoverPages
mailto:scholarworks@library.umass.edu

" SURVEY OF GAMING MATERIALS
' 'ECUADOR PROJECT'
- NON-FORMAL EDUCATION

by
ALBERTO M. OCHOA

’

May, 1974

PLEASE R N
QJOW%ETE%N hy
EDW&, mwy FNFE@

285 HI1, LS Tic
’ YUSsH S
U ; > 0UT
' NIVERSITY 0 I\MJ‘,I\CHUSE};"
.AMHI&RST 0100 2 ; "

The Ecuador Non-Formal Education Project is administered by
the Center for International Education at the University of
Massachusetts and is funded under the auspices of the United
States Agency for International Development.

l



Introduction o - o . g

ECUADOR PROJECT
‘Gaming Materials Survey

Background of Gaming Materials Survey ‘

Goal of Gaming Materials Survey

. Background Information on Gaming Materials

A,

Games in Rural Ecuador
Simulation andIFluency‘Gameé
Project Perspective on Gaming Materials

Facilitators Trained to Use Materials

Preparation Prior to Survey

A.
B.

Memo to the Ecuador Field Staff
Limitations of the Survey

Procedures of Gaming Mateiials_SurveyA(l-IO)

Findings of Survey

A

B..

Summafy of Surﬁey

Master List of . Games

Cost of Games Survey

. Desired Attrlbutes of the Gaming Materials Survey

Sequence of Gaming Materials’

Evaluation Form Survey

Comments, Questions to be Answered and Recommendations

Appendix

1.
2.
3.

4.' %

5.

6.
7.

Ward's Option #6

Atributos Deseados Para los Juegos

Staff Assessments of the Criteria Yot Met by the Games

Operationalize Definitions of Evaluation Form,
Conditions for the Use of the Materials’

Taxonomy Categories of Educational ObJectives- Bloom
Krathwohl, Masia :

Learnlng Types and Learning Theory

Modes of Instruction

O NS S DWW M

O W0

ot
o

11
26
26

3l
40 |
41 -

66

71

75

77
80

87
88

95

98

. =®



Introduction

In.what is now over twé years TR e —— Educ;tion Project

began its aqtivitiés in Eéﬁaddr{ the first~que§;ion that w;s aéked stated,

"and how whétf" Up t; that poiﬁf, we had déveloped a conceptual:framEWQrk.
" and a series Sf behavioral objectives that gave us Ehe ideal perspective,

and to a degfeé, imagiﬁary, aé.to what we thought NFE shouid bé;-althougﬁ we

did nof have a tool in our hands to convert this conceptﬁal fréméwork into a

learning process.

Our first tgsk, in response to this need; was to create learning environ-
;ﬁentS‘where those theore;ical processes could take piace. The’%acili;ator
'model discussed at some length in éther project documents - was one of those
environmenté to which participants (Sierra campesinos) and pfoject staff (a
.hgtereogeneous group: two ﬁestizos,.anrindian and a North'Ameriéan) attempted
to attain self—ésteem, a critical thinking pfocess, and the ability to re-
solve .conflicts. These variables, in the affectivé,&omaiﬂ,_wereiexperiehced
through dialogue théﬁ provided a means to shape and develop an e#péreﬁfial

' procesé; A process that takes into consideration fiVe.different steps:

D Experience

. 3 Reflection

Internalization

R

Conceptualization -

. - . Field Practice

Although the sfeps do not necessarily need to follow a cyclical pattern, it is
fundamental to the process‘to begin with an experience activity. It is at this

étége that the pfoject started to develop materials, simulations, fluency games

fotonovelas, etc.
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/self-explanatory, and ‘self-generating. - In so doing, the games were dis-

——

In the development of games our primary criteria was to develop<games \
Py

that were/cheap,/easily reproducible, motivating, of/immediate relevance,.

tributed to rural villages, the Mlnlstry'of Adult Education, and other

institutional and non-institutional frameworks. The games were presented

gin a partially ‘completed form and purposely produced in an unfinished d way;

this was done so that .participants could adapt the games to their own

- social setting, relate them to their lives and experiences, be perceived

by them as useful and entertaining, and be played according to their

local style of play.

It is the purpose of this gaming material survey to assess the original

. intentions of the gaming materials in reference to the aboyelmeotiohed

criteria; in addition two more criteria were added to the assessment -

‘ games”&nduce desirable human development and are/culturally based. The

—

-survey provides for a comparitive study of the games mostJfrequently used

by the project.

For this reason, the gaming materials survey and the comments of Alberto.

-Ochoa, the investigator and writer of this document, provide valuable in-

formation into the éaming materials. The questions and comments of the

“writer will stimulate a process of reflection for those involved in edu-

cational gaming materials. The following gaming survey should be looked

upon as a process for conceptualizing the first two years of the project

“and as a phase of the consolidation activities of the third year.

Patricio Barriga



Background of Gaming - Materia]s Survey

During the Summer of 1973 Ted Ward from the University of Michigan
visited the Univer51ty of Massachusetts PrOJect on Non—Formal
Education in Ecuador" for the purpose of advising’ USAID/Washlngton about
the shape and‘form of an evaluation that could focus on the learning
effectiveseSS of the institutional materials}(games and simulations) develeped
Awithin'and for the project.

In his report to USAID/Ecuador, Dr. Ward points to the need for the
'projeet to develog}guidelines for the de?elopment/of effective materials
r(p. 3)-ahd provides a series of questionsAfor the project to evaluate.

‘What are the4éharacteristics of etfective;iystructional
"materiéls,is reference to given_%earniné outcomes among .
given sortstgf learning? (p._4) What sorts qf'instruc-u
tiohal materiels acheiye whet learning gains? ;for wha%‘
“sorts of people? uneer what sort of instructional |
.conditions?~(p, 5) |
- Under Section 11, of his report he outllnes'seven options for evaluative
remphasis, of these seven options David R. Evans, Principal Investigator of
‘ the prOJect, ‘commi tted the progect to do option #6 a survey of gaming

'materlals, during March 1974 (See Appendix I).

Goal of Gaming Materials Siurvey .

The goal of the survey is to begin consolidating data based on
the géming materials developed and used by the project and to focus on

the ofiéinai intentions of the instructiona} materials (Ward, option 6).

s



Backg;ound Information on Gaﬁing Materials

A; Games in Rural Edgdation: The projgct déveléped and produced

) thirty:ghree gémes during its'first'aﬁd'second year (1972—1974), '

. bothvin Umass and in Ecuador, withféach game partially complete
andfin an'ﬁnfinished“jofmat to provide the Ecuadorean éampesino
ﬁith the opportunity to adapt the game around his Bocial and
geographica1 §gbigg§g‘and fér him to determiﬁe ghe rules of the
game. The games were designed for the illiterate and semi—literatez
campesinos in Ecuador, South America. The rationéle,pping the high

;/illitéracy rate éﬁong campesinos,the/écarcity of trained teachers
for the rural'sectbrs, th; reliance on éassive educational method-

" ologies, the need for self-confidence concerning one's ability to

‘learn, etc. (See Technical Note #1, The Ecuador Project).

B, Simulation and Fluency Gamés: 'TW6.of the three types of materials
'vdesigned by the project to éeach basic\gognitiVe and affective
skills are Simulation games and'Fiuency géméé.(Skillffraétice,Gamésj:
fhese two types.of games éré,tbe pofe of the survey of gaming mater-
ialg;-the third type of'méterials being Expressive}igchnique§, whiéh are not
deglt Qith in this éurvey. In fefé?énce as to why the prqjegt,chose to
'develép and prdduce simuiation games, the aﬁswer to fhe question‘lies in
the rationale of the project and the folloﬁing points:
1. Given the rural setting, one attractive aspect of games
.is that they combin%;learning wiEP fun; they are,
intended t6 be self-motivating.

2. The scarcity of trained teachers forces a -reliance on(learning

systems which require 1little training or expertise to administer.



;,\‘SJ"}&./
i;ﬁscames,through the use of verbal. rules and cle,rly
)

[§
~

)}r‘)
f?{Js defined game boards, assist non—professionals in playing
e
fEP'Q the role of 1nstructor. Many game experts in the United

:

Gz

—

“

>,

. States are skepticél about fhe'use of colorful game boards,

aqd éhance ﬁechanisms, and feel that such devices are fit

Asnly for "parlor" games. It is the conviction of the

‘projécf that when working with fural adults these aspects

are essential factofs‘in the games' effectiveness and should
not be discarded in éaﬁor of ﬁofquigorous, yet more

’.complicated, simulatibq/designs;

f 3. Because financial fesources~are so ;garce,.it is also impbr—

; N tanf ﬁhat the”ghosen'eduéationalwyethodOIOgies be iﬁproducable
by local cbmmunitieé, and that they spread easily from one com-
munity to another without'fhe need for an elabérate distri--

: bution system. Games provide both'éapabilities; they can’
'S(be copied an& traqsfgrred from one area fo'anotﬁer'by simple
word of ﬁoﬁ;h. |

.4.- Fiﬁ@ll&,.aﬁdvperhaps-most importapt,‘gémeé support anézctivé
pedagogy. They'force students, ali-students;_to bécome.

.)involved in the:iearning activity; They are an'excellenf
vehicle not only‘for participatidn duriﬁg'the playing of
‘the game but also fof learner in—pﬁt into thg;gonteht of fhe
lesson itself. The simulation games have all been.developed
/ gifher by Ecu;dorians or with their assistantce. While it is
possible.to design a game in isoiatién from the target population;§§\

it is not advisable to do so.



Gameéfare not the sole creation of game experts with years of
M L A ) B F o 5
training. Many such experts will try to insist that non-professionals

;'hédvbetger leave game design to the experts. It is our experience that
the best‘results are obtained from a mixture of design expgftise and the pfact—)
:icgl experience of those who know and understand the situation being'modeled. |
in rééard to the Fluency games (Skil}_Practicg_Games) the.following
are key réasons why fhe'project chose to develdp Fluency games in ‘
“the area of literacy and numeracy skills: |
i. Skill-practice games can take the role of drill instructor,
/4 and play. that role in a very acceptable manner to the
_Astudeﬁt.' Like simul;tion-games, skill—practice games are
b'fun and at‘tﬁe séme time the students‘aré actually
increasing their facility with specific operations.
2, .These éames are élso cheép; they can be produced at »
5 vgry-low cost,.copie& b& local communities, and spread
by word of mouth. |
._3;..They differ from siwulation—gamés in that theyészer more

reipforcement to the learner in smalleq_doses. Ushally

~—
-~

during a period of an hour or so, there are many winners.?

Play.is shorter, more concentrated, and closer to .

; / 5 »
: @& *%V indigeneous—stylg/gawes. - They are completely modular in that

TN N T e

‘they can be repeéted over an extended period of time with

‘little loss of interest or impact.
‘4, >0nce again, these games support an active rather than a
passive pedagogy, they reinforce learner participation,‘

and they involve physical as well as mental dexterity :
[ ) ~



c.

wﬁich is important to adults used t6 working with theif'hands.

Project Perspective on CGaming Materials: The Ecuador Project's

perspective is represented in Dr. Evans' response to Professor

Ward's'report'on "Evaluation Plans for the Umass Prbject." The

following pbints are articulated:

;

1. ‘?ﬁé prqject'is not conceiyéd of as largeiy a materials \
ff éévelopment effort. We are in fact entertaining the
hyﬁotheéis ﬁhat the mater{§}s are ing;&ental - Qhat
"is crucial is the type of process which they stimulate, a

—

human relationship horizontally based on'respect, and the

N

fbehavior of ;he users as a group og/individuals. {p. 2)‘
2. The mafé;iais have,grown organically out of the field S
» ‘expefiences and from the deﬁands of the leafners.as they work
together. (p. 2)
3, of the pool of 3é/games,deve10ped by the project, on1§ those
| matefials cufrently'in extensive use have'haa tﬁe most .
‘;prk'and efﬁbrt,'and-éré not nécessarily those which are
most écceptedw (p. 2)- |
4, Théfe hés simply not been time or manpo&er for extensivg'
/ testing and usage of all the maferials..(p. 2)
5. In reference to ;election'df materiéis: depending on
(thé users, the materials ﬁiil be different ones. The
projects philosophy.calis.for user-orignteq_ghoice pfocess;

" people are encouraged to take.what interests them and make

.whétever modifications they wish. (p. 3)
|

o .
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6. The project takes the position that'there is no fright"

' methoéAor set of materials to meet the néeaéhof the A
/,caﬁpesino; instead'thefe are a yariet& of materials to be
- used by them as they find thosé which are;mosf valuable

for meeting their own needs. (p. 5)‘

7. The project is based on an alternative set of.aSSumptions:

.<<jthat'learners are the ones who ultimately know what content,
what types of materiéls, what learning settings.are best
for them, that the puiside experts are as often wrong as they
.'are right, énd a healthy scepticism for their recommenda-
/tions is eségntial for survival; that'there_is no single
”cOrréct'material or approach but ratﬁér a variety from
| which leafners should'make their own choice; and that the .
goals of the projeét are not to create primary échqol
‘“equiﬁélence in the countrysidé but rather to fina‘ways to .
_' §romote growtﬁ in personal community actiéns and skills .
which lead to a geif-éustaininé pfocess of'iocal deﬁélopmentj>

Fagilitatoré Trained to Use Materials: In drder to be consistent

with the overall purpose of non-formal éducationlthe project and

theAfield project coordinators have emphasized in the training
sessions for facilitators that learning can be achieved through

materials and people which are already present in the communities.

Thus, the géming.materials are presented to the facilitators in the

following way by the project:

1. The use of the games is demonstrated

2. Emphasis is placed on the fact that the rules of the games:



are not Cdmpiete and that the games allow the flexibility
for the rules to be changed or adapted .to the local sit-\
uation. ' : A @ g 3 , il .
© 3, Stress is placed on the right of the participant(s).
- to rejécé'the game(s) if tﬁey do not wish to part- \
icipéte, .
4. Discussion emphasizes'the way in which the games permit fhe\
participant(s) to use them according to their own social ~

setting and need.

_'.A.

Preparation Prior to Survey of Gaming Materiéis

{ A ﬁemo was-seﬁt to the'Ecﬁador field staff with regards to thé‘
‘sufvey of gaming materials.by the writer of this reﬁort specifying
_ the 'following information:.
The trip is seen as lasting 3-4 weeks and having a two~fold purposé.
1. . To focus on the4%valuat10n of gaming materlals based on .

:the six criteria.stated in Technlcal_Note #l; and

~——

2. To establish communication with the Ecuador staff and

. project roles for the third year of the project.

" The goal of the f1rst purpose is to begin consolidating gaﬁlng
materials, a la Ward - Optlon 6 (see attached copy) and to prov1de
the Ecuador staff with data that will facilitate the documentation \ 
;f‘the following fiéld tested games ﬁsed by the project during the ' Y

past two years:



Hacienda Letter Rummy ‘ ~ others less used

Letter Dice ~ Roulette
El Mercado .- Pin Ball’
Syllable Dice Coop '

The gathering of information will be done by means of: .

lf

%%

T
i

3.

w

4,

S.

6.

7.

Visiting sites where gaming materials are being used,

discussions with Quito/Amherst staff

conversing with Ecuadoreans, e.g. facilitators, MOE

personnel, etc.

if possible, conversing with the people - using the

materials;

independently working with the materials;
reviewing and checking records;

other

An evaiuation form will be utilized to record the information'for

eech_of the materials to be evaluated. The form will attempt

to document.the following‘information:

> 1

-

3.

B

six criteria - Technical Nete>#1v
content of skille of games
mode of participation

learning outcomes

Criteria for each of the categories will be defined operationally

in order to facilitate assessment of gaming materials,

B. The limitations of the survey should be noted:

(1) Ward's Option 6, called for an eight month study evaluation

-and six staff persons to implement the option; the writer of

I

—
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2)
(3

-this survey spent three weeks in Educador during March 1974.

. In. the first week the writer familiar1zed hlmqelf w1th
the materiels and in-discussion with project staff regarding
.thé games. The second was”speet in the field visiting the
Cploﬁche area for three days,‘the Columbe area for two days, -

and the urban Adult Education schools of Quito for two days -

~ in each case, each site utilized project materials. The third

week was spent in Quito working with the project staff.

No laboratory testing of materials was done.

'Survey data was gathered from existing documents, observations,

. visits to field sites, conversing with campesinos and working

with the project staff in Quito.

Proceddres of Gaming Materials Survey

" The procedures undertaken in implementlng the survey of the gamlng

materials are the follow1ng.

i;

The first step was to develop a master l;st of‘all the gaming
materials which the project had developed‘by using project
records and an inventory of the games. The'writer tﬁen'-
asked the troject etaff in Qeito to verify the‘list.

Given a master list of .games a chart was developed in order to

'.eindicate:

b B - ) /’ ; N
~whether the game was a Tluency game, an expressive technique,

i }
or a simulation game.

~whether each game had been pilot—tested in a local school in Quito



1

: or in one project site and if 1t has been field-tested on a
large scale in at 1east several communlties.
~the degree;gf use of each game: whether itjhas never been %
oused, has had someAnse, or‘is freouently used in field |
sites where the games have been introduced by the project.
~whether the game is used by facilitators and.by adult :'
educetion teachers in a number of field sites where the
games have been inttoduced by the project or the

[

Ecuadorian Department of Education.

The writer asked the project staff (Barriga, Tasiguano, Alcocer}
Andrade, Smith) to pfovide the information desired, with differences
o‘subsequently negotiated to a consensus. The following Master List of Games;

represents the opinion of the Quito progect staff:



9.

10.

11.

i2.

13. .

14‘
15.

16.

" MASTER LIST OF GAMES

SPANISH/ENGLISH TRANSLATION

' HACIENDA (two types)L | GAME OvaIfE
COPERATIVA ' " COOPERATIVE
EL RoBo _' et  THEFT
CONCENTRACION . ' CONCENTRATION
NAIPES DE LETRAS ' - LETTER RUMMY
NAIPES DE SILABAS ° SYLLABLE RUMMY
DADOS DE LETRAS - o " LETTER DICE
| DADOS DE NUMEROS < s NUMBER DICE
 a) .SUMA o g : _ADDITION ' _
)  MULTIPLICACION s  MﬁLTIPLIcATIoN
“'e) DIVISION . i, | DIVISION
@) RESTA o v - SUBTRACTION
'QUINA‘ e , ,'.,' , T wm BINGO
a) SIMA ADDITION
b) MULTIPLICACION | ey ﬁULiIPiIbATIbN
PIN BALL . . PINBALL (Math)
RULETA S ' ROULETTE
ARGOLLAS R _ RING TOSS
TRES EN CALLE | s MATH TIC TAC TOE
DOMINO | | " poumo cMathj
YEL BURRO i " THE DONKEY (Multiplication card game)
EL CHULO l (Reéding and Math board game)

1, One made of card board and the other of wood. In addition,
the game has been adapted to the Sierra and the Coastal regions
of Ecuador, '



57,

18,

19,

. 20,

21..

22, -

23,

24,

25.

26.

27.
28.
29.
-30.

31

32,
33,

34,

. EL MERCADO

FERIA

BARRIO

LA COMIDA

.JUEGO DE LA EDUCACICN

JUEGO DE LA COMUNIDAD
Y PLANIFICACION

40 DE LETRAS

VEINTIUNA (21)
CARTAS DE NUTRICION
FUTBOL SOCCER DE MATEMATICAS

PARQUET

' PALABRAS REVUELTAS

QUINA DE PALABRAS

'i'LOTERIA~

FLIP

"OCHO'S

JUEGO DE FRASES

" TERRENOS

 MARKET
" FERTA

GHETTO
. FooD

" EDUCATION GAME = -

PLANNING GAME

40 OF LETTERS

 TWENTY-ONE

NUTRITION CARD GAME

.MATH SOCCER

‘PARQUET

WORD SCRAMBLE

WORD BINGO

LOTTERY.

_FLIP

EIGHT'S

PHRASE GAME

" LAND



TYPE: LABORATORY | FIELD-  |DEGREE OF USE{USED | USED
1. Fluency (Pilot—testéd) TESTED 12 never used |BY BY ‘
2. Expressive|Short-Term Multi- 2b some | FACILI-| ADULT
8. Simulation Testing Prucess| Community 39:fféqqently TATOR EDUCATION
) used
1, HACIENDA (two types) 3 ' L _yes. ' 4 ot | Fe yes
2. COPERATIVA 2 yee | i 2 no no
‘3. EL ROBO 3 yes no 2 h yes no
4. CONCEN&RACION d ' yes PES* " | 2 . PR mo
5. NAIPES DE SILABAS 1 ' . yes ‘ yes 3 ‘ yes’ yeé‘
6. NAIPES DE SILABAS 1 . yes jes 3 yes yes
7. DADOS DE LETRAS g,  yes yes | 3 | yes yes
8. DADOS DE NUMEROS i . . yes ' _ yes | | yes yes
a. SUMA .
b. MULTIPLICACION 1- | ) yes yes 2 .‘ &es, 1 yes
:.;DIVISION | 1 ' yes - no 2 |no yes
d. RESTA , -1 yes | yes 3 yes yes
9. QUINA | ! |
o BT ' i | yes | ves 3 ' ' | yes yes
‘b. MULTIPLICACION : 1 - % ¢ yes ’ yes 3 ‘ yes - yes
10. PI& BALL . g g e i yés | | yes™ | - 2. u yes | no
11. RULETA . g . yes | no * . v 2- ‘ yes no
12. ARGOLLAS A ' _ yes . . yes. | C g 1| yes no
13. TRES EN CALLE i 23] wes " | no g« -t N no
14. DOMINO o | 1 ) yes yes 2 . yes. no
15. EL BURRO 1 : | no s yes . 2 . yes no
16. EL CHULO 1 3 yes . no 2 yes no
17 EL MERCADO i yes yes 3 yes yes
12 no community (Sierra/Costal) has used game
2. communities (Sierra/Costal) have used game three to
. six times in the last six months (Oct.'73-Mr.'74)
3% communities (SIERRA/Costal) have used game at least

more than seven times in the last six months (Oct.'73-
Mr.'74)



1. Fluency (Pilot—tested)-(TESTED 1. never used |BY BY
2. Expressive | Short-Term - Multi- 2. some FACILI- | ADULT
3. Simulation Testing Process|Community| 3. freqﬁeﬁtly LEs EDUCATIOY
' ' N B - used
18. .FERIA 3 ‘yes no 1 no no
19. BARRIO 3 no no 1 no no
20. LA COMIDA 3 no ‘no 1 ' no no
21. JUEGO DE LA 3 no no 1 no no
: EDUCACION ' C
22, JUEGO DE LA :
COMUNIDAD Y 3 no no 1 no no
PLANIFICACION
.23. 4J DE LETRAS 1 ves - 1 - _—
24, VEINTIUNA (21) 1 s il -l nids fith
25, CARTAS DE 3 yok - 1 - s
NUTRICION
2¢ FUTBOL SOCCER .
DE MATEMATICAS 1 no no 1 " no no
27. PARQUET 1 yes no 1 no no
28. PALABRAS REVUELTAS L. ‘yes no 1-2. no: no
29, QUINA DE PALABRAS 4 yes ' yes ! yes no
30. LOTERIA 1 no no * ol no no
31. FLIP 1 no . no 1 no ~mo
32. OCHO'S 1 no no -1 no no
33. JUEGO DE FRASES 1 no no 1 no no
OTHER ; EXPRESSIVE TECHNIQUES
T
Ashton-Warner Dialogue ;
. 2 yes yes 3 yes no
Cellos’de Caucho A
(Rubber Stamps) . 5 JEB no 2 e b
Mini-Posters 2 yes yes 2 no yes




‘3. Given the information on the Master List of Games the writer

spent. a week in the field visiting sites where games were being

used. The following schools and project sites were visited:

.Qﬁifo:

Field
Sites:

Colegio Oscus, Adult Education program 20 students
(14 to 58 yrs) observed students playing Dados de

.8ilabas (Syllable Cards).

Colegio 6 de Diciembre, Adult Education program,

16 students (}2 to 48 yrs.), observed students playing
Quina de Multiplicacié&I(Bingo) and participating in a

socio-drama based on the fotonovelas of the project.

Colonche (Coastal area of Ecuador), visited the village
of San Pedro with Enrique Tasiguano, a project field

coordinator, who conducted a training wdrkshop‘with the

- facilitators of the area; over 25 facilitators partici-

pated ranging in age from 15 years to over 40 years. o

Dprihg the two day workshop the writer observed Quina,

' Mercado, Néipes de Silabas, Dados de Nimeros (Number

s 2 B '-' . , .
‘Dice) Dados de Letras, and Concentracion played by

. the participants in groups of five or six.

Columbe (a'Sierra area of Ecuador), visited the village

~of San Martin while the Féria Educativa (Educational

; Fair, an experimentél component of the prdject) was

visiting the village under the coordination of Carlos
Moreno, a project field coordinator; over 150 campesinos

from the village participated in thé fair. Observed



3 gf6upS 6f'caﬁpesinos.§1aying Quiné, Dados-de Letras,
Naipes de Silabas and ﬁaipes de-iétras for over two |
hours.
. 4, The fourth step after a week of Qisit; in the field, the
-writer-concentrated in operétioﬁalizing the six criteria-
(spedifigd in Technical Note #1 of the project) as-to what the
7 gaming méte;ialé should have as desired attributés. In addi-
tion to the six criteria (1) cheap, (2).eaSily produced, (3)
motivating; (4) self-egplanatory, (5) immediately relevant,
(6) self-generafing, two mofe were added: the seveﬁth proposed
by Proféséor'Ward in his report (7) induces desirable humaﬁ A
7developmeﬁt, and the eighth proposed by Alberto Ochoa, (g) mater- )
~1als afe culturally gased. The writer read the documents of the.
:-'projéct that attempted to operationalize each of the first six
" cri£eria (Let Jorge Do It: An Appréach to Rurél_Non—Formal
Education by James Hoxeng and Technical Ngté #1) and procéeded
. to 6perationalizé the méaniné of eachvc;itéria witﬁ the assiSt—
.anée:."of the project staff. The e:';gh'tl. criteria are Aoperat:i;o‘nal—_

.izéd és.follows:.



‘Desired Attributes for Gaming Materials Criteria

1. CHEAP: Material cost of game is within the economic reach of
its participants; the cost should be:

1. Within the budget of a campesino family

e

2, Less than the cost of its commercial equivalent

3. .Less than 24 sucres (approx. $1.00 U.S.)

2. EASILY REPRODUCIBLE: Game "material should be accessible in
the local communities of its participants and should be:

/
/

PX . Available to the participants

‘2, Constructable by the participants themselves

3. Durable and attractive to participants

3. MOTIVATING*: Game, in order to stimulate participant and pro—
voke interaction, should: :

1. Be fun in order to provide interest and partlcipantion
2.  Be an active process

3. 4EnaBle the participant to take risks

4. Provide confidence in using skills taught by the géme
5."Be non-compulsory about its use

6. Not depend on external rewards

N

*Concept proved to be ambigious, and the term interaction
-has been used to mean motivation.

4, IMMEDIATE RELEVANCE: ‘Game appeals to the participants by relating'
, . its activities to their everyday life endeavors, whether
" participants have had schoollng or not, and by prov1d1ng
that: . -

-1, The rules of the game be flex1b1e enabllng the part101pant \
' to redefine the rules. A .
2. 'The game objectives (cognitive and affective) have a L
direct applicability to the problems of the participants.

3. The game has a short term cognitive 1mpact on the part-
icipant.

SELF EXPLANATORY: Game is able to be played with minimal ex—
planation and provides the feasiblllty of:

N\
L

L - 1. Being self directed
2 2. Requiring little in the wqy‘of literacy skills:

6. SELF-CENERATING: Game is not the final form, rather it pro-
vides the participants the input necessary for them to:



1. Redesign'game-to meet their needs
2. Design their own rules .
3. Adapt game around their social environment
7 CULTURALLY BASED To be related to the lives and experiences of

i rural people in Ecuador; games reflect (where approp-—
riate) the:

1. Diet of the population (nutrition, health, foods,...)

/ 2. Dress of the population

/ 3. Language of the population (verbal, non—verbal, visual)
4. Ethics (value structure) of the population
5. Social network and relatlonships of the population

8.  INDUCES DESIRABLE HUMAN DEVELOPMENT: Parficipants of the game

/ . through their involvement and interaction, develop
skills that produce:

Attitude change: increased
1) Self esteem ' <
2) Belief in capability for learning 7
3) Awareness of social contradictions

Social Behavior: increased
4) Verbal aggressiveness
"5) Peer confidence
6) Group action
7) Self dependence

Skill Development: increased
'8) Literacy
9) Numeracy
10) Ability to negotiate with authorities (surv1va1 sklll)
11) Ability to assess information

The Spanish translations of the eight operatlonallzed criteria is'
. found in’ Appendix. 2. . -

5. Based on the criteria of the Master List of Games, the writer and
project staff selected the top i3 games for a close study. Only

17 games met the crieria of frequently used or somewhat used.

6. Having selected the top 17 games used by the project, the writer
developed a chart in a grid format that includes the 17 games
vertically and the eight criteria horizontally. The writer then

asked.each staff member (Barriga, Tasiguano, Alcocer, Smith, Andrade,



" Borja, Pasmino, Moreno), to assess each of the 17. games according to

each of the eight criteria through‘fhé use of the grid and the'Desired :
Attributes.for Gamiﬁg Materiéls.Criteria; each project staff member
indicated their perceptions as to the degree to which each game met

each criteria. (See Appendix 3 for assessments.)
/ .

/

Theﬁwritér then proceeded to collect information ffom cost—accounting
records to derive a cost survey of the'pfoject gaming materials. The
cost survey looked at the cost of producing each game individually
(by-hand) and commeréially (professionally ﬁroduced). See Findings

of Survey, Cost Survey Table.

Because of differences in staff opinion revéaled by the individual
assessment.of games, the project staff recommended that the whole

staff as a gfoup discuss their assessment of the top 17 games

. and. came to a consensus for each subcriteria within each of the

.eight criteria. In order for the staff to assess each subcriteria and

come to a consensus a scale was developed:

OO‘ct-ouAv.'n'o.n.u'looyococlu'--oon-u.cllo.o-con-2..0...000.0-;..00..-03

Does not meet Meets criteria Meets criteria ‘Meets criteria

criteria/no - very little/sat— to some extent/ very much/sat--
satisface la isface la crit- satisface la isface la crit-
criteria eria muy poco © criteria eria bastante

The staff proceeded to assess each game based on the Desired Attributes
of the Gaming Materials in a period of two days. (See Findings of

'Survey for Table representing results of procedure 8.)

| :
9. In order to do a more thorough survey of the materials, an evaluation

l



fq;m Qas dgveldpeq. Thg:form takes into'account the following areas
for d68cribingvthé games : fype of material, ﬂeScriﬁtiVe charécteré \
.istics,;cbnditions fof the use of the géme; goal and majorvconcepts '\\
taﬁght by the game, learning outcoﬁeé'(cognitive and affective levels),
dgg?ee of use within the project, conditions of learning based on .
Gagne,'instrqctional'mode of materials, criteria of matérials (de-
sirabie attfibutes), and comments and.recommendationé of the game.
What follows is the format of the evaluation form and an oéerationaln

'_ized description of each area:



Gatidiy, i
Ecuador Progect

' faterial:  NAME OF GAME
Type: f , (1) Simulation, (2) Fluency, (3) Expressive

Descriptive Characteristics:
(1) Description of game
(2) Procedures to play game

/

« o 2, ¥

Conditions for the use of the material:

' a. Setting: Facility specified ( Indoor, Outdoor, ér both )
| b. Region/Cultural Group' In Urban, Costal, or dual setting
‘c. Age Group: Range of age group that can use the game
*%% 4. How it has‘been used: (1) Dbidactic, (2) Heuristic, (3). Philetic [ SEE APPENDIX 4 ]

Goal of Game:

Game was designed to do what?

Hajor Coﬁcepts of Game'.

What are the major comncepts "taught" by the game’ To have the partlcipants
1nternallze what? - .

kkk .
~ Learning Outcomes:

a. Cognitivef What are the cognitive levels of the game'

Knowledge, Comprehen81on, Application, Analy51s, Synthesis, Evaluation
[ SEE APPENDIXEj for tool to determine levels, as based on
: Krathwohl, Bloom, Masia.] -

b. Affective: What are the affective levels of the game?
Receiving, Responding, Valueing, Organizing, Characterization
[. SEE APPENDIX 5 for tool to determine levels.]

What is>ne6essary for game to be:

v 'a:_iﬁtroduced: How does the game get started?
b. Played: How many‘participants are needed to play?
¢. Conditions(in order to be played): Environment, lighting conditions, etc.

Depgree of Use:

(1) Never used, (2) Used somewhat, (3) Frequently used.

*xx%x SEE APPENDIX for operationalized definition of each category.



*¥*’  ,nditions of Learning: a.

b.
Ceo
d.
e,
£
g.

_he

Signal learning

Stimulus-Response learning
Chaining

Verbal Association
Discrimination:learning
Concept learning :
Rule learning

Problem Solving

*** pacilitator/Teacher ( F/T ) Instructional Form/Mode: (under comments)

" 1. Predominance of F/T to Participant Instruction

2.
3,
4.
5.

Based on Gagne's eight types of
learning. The purpose of this
category is to find the types
of learning that are emphasized
by each game.

[SEE APPENDIX 6 for Gagne's
definition of each of the eight
types of learning.]

Predominance of Material to Participant Instruction

Predominance
Predominance

Predominance

Comments:

of F/T and Particiﬁant Interaction and Dialogue

of Participant to Participént Interaction and Dialogue

of Participant to Material Interaction and Dialogue

! Based on the mode of

instruction of the game.

The purpose of this heading is to determine
the mode of instruction of each game.
[SEE APPENDIX 7 for an operational definition of

- each category. ]

Criteria of Materials (Desired Attributes):

1. Cheap: Mode of production hand-made vs. commercial, and the cost of the.game.

2. Easily Reproducible: What is required to produce the game? .

3. Motivating: Type of interaction, degree of involvement, is it stimulating, fun,
re-played, etc.

4. Self Explanatory:

Is it self-directed, needs no introduction, etc.?

5. Self Generating: Can it be adapted to different séttings and are the rules

flexible to meet the st

yle of play of the participants?

6. ImmediateAReleVancei'Applicability in need, environment, skills.

Ts Culturally Based:

Does it take into consideration the life styles and experiences
of the Ecuadorean campesino? : '

8. Induces Desirable Human Development: yhat growth (cogﬁitive and affective) is due
to the game, e.g., attitude, social behavior, skill development?

Comments:

' Changes_needed (possible variations):

Questions to be answered:

~ In reference to the game:

Possible future ( how the game might be used ):

Recommedations:

Skill level

Desired attributes
Instructional mode -
Learning outcomes

Cultural implications, etc.

Y



'The wrifef'éheﬁ-took'the top eight games as déter#ined by
,-ﬁhe{pfojgct staff as the most‘f;equen;ly used (see Ma;ter
Lisf'qf Cames) an& proceedéd to‘completg.fhe evaluation from
'for ;ach.of the top eight gameé; Hacienda, Naipes dé‘Letras,
_ Quiﬁa de Suma y Multipiicacion, Concentracion, and bédos.
qg Nﬁmeros. See Fiﬁdings of Sufvey for.fhe coﬁplete eval-

_ uation form of each of the eight games.

10. The last procedure.consisted of interviewing staff members

through informal discussions about the use of the games.

(See Comments and Questions to be Answered).



FINDINGS OF SURVEY

The survey of the leafning materials was based on field oBéervations,
project documents and repofts,'conVersatiqn with campesinos in the
Sierra and on the Coast of Ecuador, and from extended discussions with

the Eéuadorian staff. ' '

A. Master List'éf Games
Based on step 1 and 2, (p. 11) the master list of games indicétes
the following.facts about the games: | \
1. 7 of the 34 games have been widely and frequently used
by the p;oject:' Hacienda, Naipes de Le;ras, Naipes de

{ ~ Silabas, Dados de Letras, Dados dé Numeros, Quina, and Me

L . Mercado.

2. An additional 10 of the 34 games have had sbme‘use by the
~‘ . projéct: Coperativa, Robo, Concéntration,fPinball,
Ruleta, Argollgs, Tres en Calle, Domiho;_El Burro, and El
"Chulo. a o B
3.'i7 of the 17 games not used by ;heiproject haive Been pilot=
tested; and éne was used by a fécilitatqf-in fhé Sierré.
4. 14 of the 17 games freéueﬁfly used or;havihg had some uée,
have been utiiized by the facilitators of the.projectj
.while 7_of the same 17 games have been utilized by teachers
of the Ministry of Adult Education. The gaﬁes that have
;’had'1argq\§ca1g\£gproductionthrough Servicio Nacional de

Recursos Didacticos (SENARED) are:



Number of Copies

HACIENDA - : 200 500
NAIPES DE SILABAS ' 500 1000
NAIPES DE LETRAS 500 1000 .
DADOS DE LETRAS | : 500 1000
MERCADO . 500 1000

QUINA DE SUMA Y MULTIPLICACION 500 1000
None of the games used and reproduced by the Ministry of Adult

Education have been sbdld.

5. Within the top 17 games, 16 have been pilot tested; and 12

games field tested in a number of communities.

6. With the top 17 games 14 are fluency games and 3 simﬁlation

games.

- Cost-of Games Survey

-A survey of the.cost of the games was made from project-production

- records and from the Ministry of Adult Education proposed cost to

produce various games. The survey looks at all the 34 games devel-

" oped by the projéct, with the top 17 games having a more achrate

cost given for their production. Each game is considered in regard‘§
to its cost if produced individually (by—hénd) and commercially. It
should be taken into account tﬁat there has 5éen a very substantial
increase in cost éf living in Ecuador since 1972 and that has -
i;fluenCed the production cost of materials. What'foLlowé is a cost

survey of the game materials:



COST SURVEY OF THE ECUADOR GAMING MATERTALS**

Currency exchange: 24.75 sucres = $1.00 dollar
. B (March 1974 base)

'Individually Produced . Commercially Produced
(based on 1973-figurgs)' ' (§§§f§ gf 1972 figures)
1. HACTENDA _ “f 160 Sucres (s/.) 200 5/. (wood)
2. COPERATIVA 50 /. - 80 s/
3;EL ROBO 30 S/. | 10 S/.
_4.CONCE&TRACION 20 S/. - 15 s/.
5.NAIPES DE LETRAS ‘15 S/. 15 8/
6.NATPES DE SILABAS 15 S/. ' 15 s/.
7.DADOS DE LETRAS 15 S/. - | 30 s/.
8.DADOS DE NUMEROS
._a. SUMA ' © 30 S/. 30 s/.
b. MULTIPLICACION . 30 8/. 30 s/.
c. DIVISION . . 3 B8/, 30 s/.
d; RESTA - K 30 S/. - 50- 8/,
Q.QQINA o308/ 30 s/..
g. SUMA ‘
b, MULTIPLICACION | 308/, 30 /.
10.PTN BALL - 1608/, ¢ 100s/.
11.RULETA ) 60 S/. 50 S/.
12. ARGOLLAS : 50 8f. - 40 s/.
13. TRES EN CALLE . i T | 6 S/.
14, DOMINO | 208/, s 15 s/.
15, EL BURRO | . 155/, 10°s/.
16. EL CHULO | 158/, ) 20 s/. '
17. EL. MERCADO ; : 305/, , 25 s/:'

%% Cost per game, individually or commercially produced, taken from project
cost expenditures records and from the Ecuadorean Ministry of Education

proposcd budget to reproduce games commercially.

i



e Mg, : T e

" Individually Produced
(based on 1973 figures)

(esfimate)

Cbmmerciélly Produced
Order of 1000 .
(based on 1974 figures)

S/. (estimate)

50

18, FERIA 50 S/; 80
19. BARRIO - 30 S/".'. (estimate) 70 S/. (estimate)
20. LA COMIDA 50 s/. 80 sj;,
21. JUEGO DE LA | . 10 8/. 15 s87..
: EDUCACION
22. JUEGO DE LA o
"~ COMUNIDAD Y 1508/. (estimate) 100 S/. (estimate)
PLANIFICACION : : :
23. 40 DE LETRAS . 1581, 15 s/.
24. VEINTIUNA (21) 158/. 15 :8/.
gl xa
26. ggTﬁggEﬁggggzs' 50s/. (estimgte)' 100 8/ (gstimate)
)7, PARQUET 30S/. (estimate) 50 - S/.(estimate)
28. PALABRAS REVUELTAS 108/, 2035/,
129, QUINA DE PALABRAS - T 208/, 30 8/,
3. . LOTERIA 308/, 70  S/.(estimate)
-31.  FLIP 158/. (estimaté)\ .15. S[.(estimate)
32.  OCHO'S 108/, (éstimate) >10 .S[.(estimate) _____
33. .. JUEGO DE FRASES o 258/, (eétimate) 20 S/.(estimate)
34, TERRENOS - 30S/. (estimate) ! 'S/.(estimate)

-



ﬁased{on'the ihitialproject criteria for the 1deal cdét of each
Fﬁtérial; yhich is less than.24 suéres, the.following'gamgs mét'the\\
criteria: x | |
1; In the top 17.games, oﬁly 8 gaﬁes meet éhe'criteria if they
are indi#iduaily produced; Qith 9 meeting the criteria if
commeréially'producéﬂ. | |
2. Ovérall, only 16 of thg 34 meet the criterié if they ére
 individually produced; with 17 meeﬁing the criteria if -
commerciall& produced.
3. ,;f one raises‘the criteria to 30 sucres for the ideal cost
of each game; the project games have greatér success'in'
:meeting the criteria:

a. 12 of the top 17 games meet the criteria ifbindividuaily
produced; with 12 of 17 games meeting the criteria if.-
commmercially produced.

. be 25 of 34 games meet the criteria.if individually
ﬁrbduced; with 26 of 34 games méeting the criferia if
.cbmmércialiy produced. | |

4, A summary of the aBove is expressed iﬁ the following tabie:

PERCENTAGE OF GAMES MEETING IDEAL COST

1 Top 17 caMrs " OVERALL 34 GAMES
GAMES If Cost is ' If Cost is
_PRODUCED - 24/s 30/s 24/s 30/s .
Individually 472 | 71% 45% 68%
Commercially 53% 71% 50% 70%

Significant difference is seen if the ideal cost of the game is increased
to 30/sucres for both individually and commercially‘produced games in the
| 3

top 17 games and in the overall description for the 34 games,



C.. Desired Attributes of the Gaming Materials Survey

fhe-findiﬁgs of the desired.attributes of the géming~ﬁaterials are
based on steps 4,.5, 6, and 8 of the Procedures of Gaming Materiais
. Survey. Step 4 provides the operationalizedvcriteria for'the-desired
attributes pf: (1) cheap, (2) easily reproducible, (3) motivating,
(4) immediate relefance, (5) self-explanatory, (6) self-generating,
(7) culturally-based, and (8) induces desirable human developemnf.
Step 5 is based on the Master List of Games which provided the top

17 games for the survey éo focus on. Step 6 asked each Ecuadorian
staff memBer familiar with the top 17 games to indicate the criteria
not met by each game aé based on the bperationalizéd desired afributes
criteria. The evaluation form for eachiéf the eight staff member's
assessment survey showed differences of opinion as to what cfiteria'
wﬁs not met by each game; step'6 served to'acquainf the staff members
with thé criteria and alloved them to state ﬁheir-own personal opinion
based on their kﬁowledge and involvémept wifh each game. Step 8 re-
quired: the staff (sixi_to work és.a group and to come:tb a conéénsﬁs

for each of the eight criteria for each game.

In'order to. be more.precise, a Value scale was cénstfucted to serve as
a means by which to.assess each,sub;criteria'within.each of the eight
criteria (refer to stéplA of Procedures of Gaming Material Suryey. The
scale used was #he follbwing:

O.ooco-o-o-ool.noolqllooc-0--..0'0..-ooc102.--o-oolo'cno.uc-lllc3

Does not meet Meet criteria Meets criteria Meets criteria
criteria/no very little/ to some extent/ very much/sat-
satisface la satisface la satisface la isface la crit-
criteria criteria muy criteria eria bastante

poco



-32 -

In ;.periodvof two dafs'aﬁd.based'bﬁ the Operationalized Criteria of
the Désired Attributeé ana scéle the s#aff came.to é consensus
on tﬂe following'33 sub-criteria within the eight desirable attributes
for'the materi;is for the fop 17 éames. The failowing~éhart deécfibes
the results and should.be read as follows, e.g. undér_ghggg, the numbers
1,2, and 3 refer to the operationalized crifeiia for cheap; beginning
with Hacienda, the staff concluded that it does not meét'the ériteria
(1) that Hacienda is within the'budget of a campésino family, fhat
it meets the criteria (2) that it is less. than the commercial cost of
tﬁe game, and that itvdoes not meet the critéria (5) that it iszless‘

than 24 sucreé.

|



ALUE SCALE: .0
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Does Not . Meets Criteria Meets Criteria Meets Criteria
Meet Criteria Very Little to Some Extent A Very Much
4 o oy qﬁEAP | EASILY REPRODUCED . MOTIVATING | - DMMEDIATE RELEVANCE
. Sub-criteria 1 2 1 g3+ 3" 1 2 3 4 ‘52 6 1 2 3
CIENDA . 0 2 0 1 1 2 3% 3% 3% 2_§ 2%| 3% 3* 3% 2 2
PERATIVA 0 |2 0 1 T i@ 1 2 2 -{1-2(1 2 12 2 1-2 1
r z lg |2 1|1 j2 2 3% 2 f2x |1 | 23 0 1-2 1
BOENTRAIRoN | 5 12 | 3 2 |3 |2 3 3¢ |3 |o-3l1-2] 33 0-3 | 0-3 0-2
/AIPES DE LETRAS‘ 3% |1 3% 2 9 (1~2 ‘3 3% 3% |2 12 2 13 2 2 3
AIPES DE SILABAS| .. |, 3% 2 2 |1-2 3 3% 3% |2 |2 |33 2 2 3
ADOS DE LETRAS | , |, | , 9 1-203% 3 3 3 |1 l2x | 313 2 2% 3%
ADOS DE NUMEROS | , |, 2 2 1-213% 2 3 i 11 12 3|2 2 2 2%
LUIHA 2 |1 | 2 2.1% |12 3 3 3 |1 |1-2| 3 |2 1 2 3
LR s o |1 |o 1 |1 {2 3 2 S PO S - S R 1
RULETA = o 11 | o 1 1 13 3 2-3 1|1 |1} 3|2 1 1 1
ARGOLLAS 1 11 |1 1 |1 |2 23 2 2 |2-3]2 3 |2 3 1 1
TRES EN CALLE s lg..1 = s | aals i P 2 12 11 sl | 1 1 1
RN - 2- 1 'be 1 |1 [3 2 2 f2 |1 ja2f3)2 . 2 2 2
EL BURRO 3 |1 | 3 1 2 j1-2 2 3% 2 1 1-2f 3 |2 ° 1-2 1 2
£L CHULO‘ 3% 11 1 3 1 1 |2 3 1 0-1/0-1{0 - | 3|2 1 L 1
EL MERCADO 2 |1 | 2 1 t1 {2 23 2 2 f{1-2(2.] 3 |2 2 2-3 3
1. ¢ ‘ded into two categories: Durable / Attractive

2. ar.er being introduced once
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Does Not Meet Meets Criteria Meets Criteria ' Meets Criteria
Criteria Very Little . to Some Extent Very Much
. INDUCES DESTRABLE HUMAN DEVELOPVENT
? SELF- . SELF- | CULTURALLY : _ ATTI_T‘UDE ’ SOCIAL BEHAVIOR SKILL DEVELOPMENT
EXPLANATORY GENERATING : BASED : ' 4
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In order to summarize the degree to which each game meets thé eight
criteria, bésed on the information proQided by the. Survey éhart, the
following procedﬁre waé used:

I. a scale was constructed to average the scores of the

subcriteria into a single score in eagh'of the eight
main criteria.

II. by means of this scale it was determined which of the
top 17 games best met the eight criteria of desired
attributes for games.

III. by means of interviews and discussions the Ecuador staff
selected the game(s) that met the highest degree of each

of the 33 subcriteria.

Procedures Operationalized:

I. The following scale, derived from the value scale (0---3), was used

to determine the degree to which each game met each criteria:

Meets Criteria : Range of Value Scale
Very Much (2.5 - 3.0)

Some Extent (1.5 - 2.4)

Very Little (0 - 1.4)

e.g. Hacienda under Motivating, was givén the following values: 3,3,
2-3, 2,3,3 a total of 16.5 points; with the 2-3 counted és 2.5 since it
ranged between 2 and 3. The 16.5 points are divided by the number of sub-
criteria under motivating (ﬁ)qfor a score of 2.75; thus, in using the
scale, Hacienda meets the‘criteria very much.

Usiﬁgtﬂds scale, the following chart provides an overall general

description as to the degree to which each game met each criteria:



SCALE: Meets Criteria

Range of Points

Value Scale:

[ PUUTE B

e2iieerennenel

2 ; Does Not Very Some Very
Very Much- { 2.5 = 3.0 ) Meet - Little Extent Much
- Some Extent (1.5 -2.4) Criteria ' '
Very Little (0 -1.4)
Criteria  CHEAP EASILY  MOTIVATING - SELF SELF IMMEDIATE CULTURALLY INDUCES DESIRABLE
e dtmte REPRODUCIBLE EXPLANATORY ~ GENERATING RELEVANCE  BASED HUMAN DEVELOPMENT 8
1 2 3 4 5 6 7 Attitude S cial S%&lﬁ_
‘ REv8or 8 0-1
S 1.5 1.8 2.75 2.3 T 2 2.2 2 2.75 |1 |2.]2
“RATIVA _
: 1.5|  1.25 1.75 1.5 0.5 1.7 1.6 . 2.25 |1 |2 |1.7
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Thg'following chart provides the percentage of games'thaf met the various

levelg of the scale for each of the eight criteria. The eighth criteria

is divided into 5 pafts because of its éontent;

' z OF THE TOP 7 GAMES THAT MET THE

VARIOUS LEVELS OF THE SCALE

Scale Level

Criteria

‘Meets Criteria

1| 2] 31 4 | 51 s

Very Much (2.5-3.0)

0 0 147

Some Extent

(1.5—2.4)'

100% {100%| 43| 86| 72| 14 14/ 72 | 86| O 14| 0

Very Little (0-1.4)

0] of of o | 14| 8| 28/ 0 | 0 [ 57| 43 100%

% OF THE TOP 17 GAMES THAT MET THE

VARIOUS LEVELS OF THE SCALE 8

l g Skill Development
: "

7, %
%\ % ook. “\%
S W A
ARRIRARRE
. - % v S N\
Scale Level. Criteria @ °, o\ O \‘f\)

Meets Criteria

1] 23] 41 s5] 6] 7\

Very Much (2.5-3.0)

: 12]. 59| 0
001 2% a8 4 1o 0P | 07 | P 1 | 2P o

Soﬁe Extent
(1.5-2.4)

12} 6 | ,18| ,12
1376[1588 1271 | 993 | 529] 318) 318} 529} 512190 1 3181

Very‘Little (0-1.4)

: g ' 82| 231, .88
518 16 | 16 | 441 | 518|14820,,82(,,71) 1,82 |;,82] ;23 |is

*indicates the number of games

II. Using the Scale Chért, with 1.5 (Some Extent) to 3.0 CVery.Much)

as the value for considering that a game met the criteria, the number

of criteria met by the top 17 games is as follows:



o ‘Number of Criteria -

. Met by Game - o (#{8)
1.  HACIENDA. S A 7.5
2. COPERATIVA R S SR 75
3. EL ROBO . - '3 | . 37.5
4. CONCENTRACION ; R ‘ 6 . ',' 75
5.  NAIPES-DE LETRAS -+ .5 . . 62.5
6.  NATPES DE SILABAS " | . 62.5
L DmmsnELEﬁms " ; 5 i 62.5
8. DADOS DE NUMEROS s i e
9. QUINA : -, . -1 62.5
;6. PIN BALL Y 5 . a7
11. RULETA . | B © 3.5
12. ARGOLLAS 3 3
13, TRES EN CALLE 4 50
14. . DOMINO 5 62.5
15.  EL BURRO '5' 2.5
6. I CHULO | 3 .5 :
17, Ehﬁﬁmmm R | oy B Y L g

III. Based on a fwo-day;survey of the top 17 games, the Ecuador staff .

selected the game(s) that met the highest degree of each of the 33

subcriteria; the rationale being that under each subcriteria sometimes

up to 15 games mét the criteria at a level of (3) meets criteria very
" much. The foliowing chart provides the selections of the staff in
regard to the top game that met each of the 33 subcriteria the
| o

highest, in some cases more than one game was selected. .
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"_D;. Sequence of Gaming Materials

| EaSed én the project's experiencg and knowledge of the top 17 gaﬁes-

" 'used by ;he project and the Ecuadorean Ministry of Adult Education! the

staff wés asked thch games could be used to introduce'basic literacy

, and numeracy_skills and follow-up reinforcement to provide higher levels

'of.skill &evelopment, and what games could be recommended as prerequisites

to others. The'ansﬁer'to these questions weré: |
‘Literacy Skillé: Basic Letter Rummy_(Naiﬁes de Letras)

| Letter Dice (Dados de Letras)

Syllable Rummy (Naipes de Si‘labas)

‘Letter Dice (Dados de Letras)

Vv

Complex
Numeracy Skills: Basic Number Dice (Dados de N‘meros)
Quina (+/-)
Pin Ball
Roulette
Argollas
Tres en Calle
" Domino _ s
Quina (X/%)
" ' S i
Complex ' El1 Burro
Mercado
Attitude and Social ,
Behavior: ﬁ Mercado Basic
‘(to provide belief in
capability for learning; Robo
awareness, peer confidence, _
group cooperation, etc.) Coperativa
Hacienda

Complex

‘



E.

Ashton-Warner (Literacy Method - Basic:
‘allows learner to approach :
written culture on his own
terms):

NV

Complex:

Argollas

" Mercado

E1l Robo
Coperativa

Hacienda.

" Burro

Dados_de_Letras

. #
Concentracion

Naipes de Letras

Naipes de Silabas

The éequence'of the above gaming materials provide only a project

| _opinion as to hOW‘thellf top games can be used to facilitate;vreins~

force, gnd enhance literacy, numeracy and social skills.

Evaluation Form Survey of the Top 8 Games

‘The féllowing gighttgames were surveyed psiﬁg the eyaluation'form for.

~jtﬁeigamfng ‘materials:



GAMING MATERIALS Gl

ECUADOR PROJECT

Material: HACIENDA (JUEGO DE LA VIDA)

Type: - Simulation

Descriptive Characteristics:

The Hacienda simulation has two variations? (1) a pr?totype of a-mon?po}g bz?;qi
(2) containing the elements of the monopoly board, but taking a form tha? is i in iol
able with the Sierra. Hacienda is a board game, modeled.on Monopoly,'whlcﬁ see s1
reflect many of the situations and institutions in the life of cawpg31nos 13 ruri
Ecuador. Its intent is to clarify the life situation of‘ité part%c1pants t rﬁug
discussion of problems and their possible solutions. The s%mulatlon offerz s eis
participant a chance to portray the officials of his commgnlty. The Hacenla 015 -
chosen by a roll of the dice. At the beginning a 1awyﬁr is chosent—thﬁ on g play
- who knows the rules; other players seek his advice on ''legal questions . ( eé
Technical Note #3 for a comprehensive description of Hacienda.)

Conditions for the use of the material:

a. Setting: 1Indoor and Outdoor
b. Region/Cultural Group: Sierra
c. Age Group: Designed for rural adults (12 to 60+ years).

d. How it has been used: Heuristic and Phileqic'(Facilitates learning and is
y experienced based)

. Goal of Game:

To simulate the economic and social realities of the Ecuadbfian Sierra and to
. involve the participants in dialogue as -to the problems presented by the simulation.

.Major Concepts‘of Game:’

- Simulates life's social controls and social-institutional (Hacienda) power. .
- Community economic life style varies according to social positions.
- Authority and power are determined by those who control the means of production & wealtt
‘= Individual attitude towards himself can either perpetuate being taken advantage of"
or take action against being. ' :

- The agrarian reform and improvement of land.

Learning Outcomes:

a. Cognitive: Knowledge, Comprehension, Application, Analysis, Synthesis:
recognizes community roles,.acquires information, represents life
roles, gives own opinion, distinguishes roles and game activities,
explains actions, dialogues regarding life problems, chooses situ-
ations, analyzes choices and decisions, discriminates among choices,
deducts game actions & activities, compares choices & decisions made,
plans strategy, modifies game, organizes participants.

b. Affective: Receiving, Responding, Valuing: volunteers to participate, discusses
game, spends time participating, supports others in game decisions &
choices, argues in negotiations, expresses his decisions and viewpoint
discusses life discrepancies--what is and should be.



What is necessary for game to be:

a. Introduced: A participant to assume the role of lawyer (the only person who
knows the rules of the game) ;

b. Played: 5 to 15 participants, game board and cards

c. Conditions (in order to be played):. adequate facility and light, 2 to 10
; hours of time, and a relaxed environment

Degree of Use:

Very frequently (3)

Conditions of Learning: a. Signal learning

b. Stimulus-Response learning

c. Chaining

d. Verbal Association

. Discrimination learning

<f> Concept learning

g. Rule learning
(TE) Problem Solving

Facilitator/Teacher (F/T) Instructional Form/Mode:

1. Predominance of F/T to Participant Instruction

2., Predominance of Material to Participant Instruction

3. Predominance of F/T and Participaﬁt Interaction and Dialogue

4. Predominance of Participant to Participant Interaction and Dialogue

C:) Predominance of Participant to Material Interaction and Dialogue

Comments:

"With this game they react to their own lives, and when they play, they say
this is what happens to us in life." (Tech. Note #3, p. 13-14)

Criteria of Materials (Desired Attributes):

1. Cheap: Estimated cost 150 sucres (offlce production), commerc1a11y (wooden)
at 200 sucres, more durable.

2. Easily Reproducible: Paper materials (game board, paper money) difficult to
construct, given the necessary materials.

3. Motivating: Participants determine "way the game is played.'" '"The players,
) even the lawyer, are entertained and find things to think about.
S ' It promotes cooperation because the players loan money to each

other."

i

' | > " .
4., Self-Explanatory: Self-directed, simulation provides the participant the direct
input for the implementation of the simulation; only requires
one person to read rules.



9. Seif~Cenerating:  olutilats

7.

.8

taking three styles: (1) tradltional or reality-reflectlng,
o (2) modernization oriented; and (3) role playing (see tech.
i note #3) modifications.

oo

6. Immediate Relevance: Have adapted Hacienda to meet their own community version,
LN Ly '_adapting activities to reflect their social reality, €8y

to reflect incidents which have occurred in their g
communities. £ : L

' . ;
' ) 4 [‘.
. N . i

Chfturally'Based: Translated into Quechua and adapted by facilitators to |

reflect cultural values of their community and soc1al
institutions (Church, Teniente Pol{tico, etc.).

Induces Desirable Human Development: It provides entertainment, a forum where

Comments:

issues of concern are discussed, a chance to experience the
connecting links between various actions and the outcomes
. which follow from them. Village conflicts can be discussed
" without confrontation; a setting in which new and unfamiliar
+ actions can be tried without risk, e.g. borrOW1ng from the
bank.

Changes needed (possible variations): To be adapted to Costa setting and field-

tested in Costa.

Questions to be answered. Are the values 1ncorporated *nto the game applicable to

Ecuadorean society: 'Is Hacienda adaptable in a differ-
ent setting, e.g., Costa? After continuous participation,
'is there an observable behavioral change in the partici-
pants? ‘Is the simulation a means towards inculcating in
" the participants’ self-awareness?

Possible future (how the game might be used): ‘Can be utilized as a means to trainm

facilitators and teachers in: (1) group dynamics, (2) developing simu-
lations in other areas of process learning, (3) development of games
as a vehicle for dialogue, conceptual learning, negotiations, etc.

Recommendations:

Based on field testing observations and dialogue with participants a second vari-
ation has been developed and is in the process of being field tested (Apr.-Sept., '74).
Recommendations from participants have modified: game board reflecting Sierra setting,
properties have been reduced, church squares added, community institutions inpregsed,
educational alternative squares added, cooperative square made mandatory, a 'Que Quiere
Usted?" square added, reforma agraria cards now include positive and negative decisions,
mercado has been simplified--changes benefit the participants' chances of winning.



GALNG b bikbaboe i
ECUADOR PROJ _ECT 2 ; ‘

Material: SYLLABLE RUMMY (NAIPES DE SILABAS)
Type: Fluencj Game

Descriptive Characteristics:

The game consists of 66 cards and up to 6 players can participate.

-1 "Each player is dealt 7 cards. Remainlng cards are placed face down in center of
table, with one card face up beside them. _

" 2, Players see if they can make words with all 7 cards and lay them face up on the
table before game begins. This is called a "golpe" (coup) and other players have
1 point counted against them for any cards they can not use in making words or
adding to other players' words. :

3. If no one scores a golpe, game begins with player at dealer's left draw1ng a card,
attempting to form words and discarding. Other players must check words laid on
the table to assure their validity. : '

4, Player first making words with all his cards wins. Other. players have 1 point
against them for each card left in their hands.*

Conditions for the use of the material:

&

' a. Setting: Indoor and Outdoor
b. Region/Cultural Group: Urban, Rural, Costal .
é. Age Group: 10 to 60+ years
i

d. How it has been used: Heuristic and didactic (facilitates learning and imparts
' knowledge to participant)

Goal of Game

To enable the partlcipant to conceptualize word building through a game.
-activity. ' ;

Major Concepts of Game:

1. Development of words (vocabulary)
2, The formation of words (syntax and spelllng) :
3. To generate’ ideas and themes implied by the formation of vocabulary words

Learning Outcomes:

a., Cognitive: 'Knowledge and Comprehension: distinguishes, identifies, provides
: own words, rearranges syllables into words; explains words.

.

b. Affective: Receiving and Responding: involvement in a recreational activity,
gsocial interaction with other participants, utilization of words
in their social environment.

¢rhree variations are! (1) forming only words, (2) taking wordn' numerical nquivalnnce
pes oedel by sn vt ndn Clouve. o.0.. 10 votnta. (2 addinge taotalb
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. a. Introduced: . Any partiéipant to read the basic rules of the game.
'gb.'Playéd: 2 or more participants to generaté.peer learning.

: e Conditions (in order to be played): a relaxed environment where the parti-
pant is encouraged to take risk in the formation of words
. 3 and an adequate physical facility, good . lighting, no wind.
Degree of Use: - : 3 . ®

" Used witﬁ frequency (3)

Conditions of Learning:: a. Signal learning
' Yor b. Stimulus-Response learning
c. Chaining
_gg Verbal Association
Discrimination learning
O Concept learning
@) Rule learning
h. Problem Solving

ks

Facilitator/Teacher (F/T) Instructional Form/Mode:

1. Predominance of F/T to Partiéipant Instruction
(:) Predominance of Material to'Partiqipant Instruction
3. Predoﬁinance of F/T and Participant Interaction and Dialogue .
4. Predominance of Participant. to Partiéipant Interaction and Dialogue -

5. Predominance of Participant to Material Interaction and Dialogue

Comments:

"Game is fun and helps me to 1earn how to read and write while I play.
(16 year old glrl Colegio Oscus)

-Criteria of Materials (Desired Attributes):
" 1. Cheap: 15 sucres per set (office and commercial production)
2, Easily Reproducible: - Paper. (cards) prov1des the necessary material to
develop game.

.3. Motivating: Participants interact in dialogue while striving to complete
' words before other participants.

4. Self-Explanatory: Game is self-directed and provides flexibility to change
"after minimal explanations .



5. belf-Generating: Has been seii guii: .« - (orerra, Urban settings),
' provoking discussion of the vocabulary words.

‘6. Immediate Relevance. Vocabulary of the part1c1pant is generated through
his participation.

7. Culturally Based: Words derived from the vocabulary and soc1a1 environment
o © of the partic1pant.

8. Induces Desirable Human Development: Syllable Rummy increases word building
ability in a brief exposure period.

Comments:

Changes needed (possible variations): Game needs to include more complex
operations, e.g. taking words and
forming sentences.

Questions to be answered:
1. What are its limitations?
2. To what degree can vocabulary Le related to Freire's alphabetization approach?
3. How many times should game be played before participants begin to increase their
4, What type of reinforcement is necessary to apply words & vocab. learned? vocab.’
5. Is the best reader always able to form more words?
Possible future (how the game might be used):
As a process in the development of vocabulary, formation of words, and as
a means towards learning to read.

Recommendations:

(1) A more complex follow-up game or activity would provide a next level of (cognitive)
learning; taking the words learned, through the process and involvement of the game,
into a level of application (in their conversational vocabulary, life situations, and
reading material).

(2) The rules of the game should be changed every so often by the participants in
order to provide more interest.



ECUADOR PROJECT

Material: EL MERCADO (THE MARKET)
Type: Fluency

Descriptive Characteristics:

El Mercado is designed to provide practice in market computatlonal skills. ‘The
game can be played almost anywhere, and teaches the existence of a range of alternatives
in market negotiations in buying and selling. The game consists of two decks of cards:
one consisting of money cards (65), the other representing commodities typically found
in the market (62) and purchased by campesino families. The commodity cards contain -
the name of the commodity, a picture of the product, the unit price, and a number of
units which the particular card is worth. Each player is given three cards from each
deck which he places face up on the table in front of him and the tep card of each deck
is then placed face up beside it, as in rummy. Players attempt to match money and pro-
duct cards. (For example, bills of S/.50 & S/.1 can be combined with 5 aguacates @S/2.20
and 4 meters of rope at S/.10). Players choose cards in rotation, and are not required
to discard. Cards matched are placed face up on table for inspection by the other players.
Player who goes out first wins. (In Tech. Note #4, p. 11-13, 3 versions of the game are
Conditions for the use of the material: explained.)

a, Setting: Indoor and Outdoor

b. Region/Cultural Group: Sierra, Costa, and MOE
c. Age Group: 8 years to 60+ years

d. How it has been used: Didactic, Heuristic and Philetic (facilitates learning,
impartation of knowledge to partlcipant, and is experienced
based)

Goal of Game:

_ To enable participants to see the relationship between products and money and the
cost per unit value of given commodities; and to increase the ability to negotiate with
sellers of needed goods. : :

Major Concepts of Game:

- Given "x" amount of money, "y" number of buys are p0351ble.

- Unit measure and exchange of currency. :
- Computational skills: addition, subtraction, multlpllcatlon, and division

- Develop ability of many variations of money and product cost and exchange

Learning Outcomes:

a., Cognitive: Knowledge, Comprehension, Application: participant distinguishes
unit price, value of commodities; recognizes market values, repre-
sents ‘unit price with currency; explains computations, categorizes
and classifies money value with product value; analyzes & discusses
mathematical implications of the game, analyzes market values and

unit price.
[

b. Affective: Receiving, Responding, Values: shares market experiences, partici-
pates and responds to game activities, approves of participant
interaction, volunteers to play, spends time in game exercises,
assists others, supports participants’viewpoints.

' ¢



. What is necessary for game to be:

- a.

b

“Introduced: A pafticipant to read the rules of the game.

Played:

Conditioﬁé (in order to be played):..adéquate facility and lighting, no wind. °

" Degree of Use:

Used frequently (3)

Conditions of Learning:

i B

a. Signal learning
b. Stimulus-Response learning
c. Chaining -

-d. Verbal Association

e. Discrimination learning
f) Concept learning

o) Rule learning

(h) Problem Solving

Facilitator/Teacher (F/T) Instructional Form/Mode:

1.

Predominance

(:) Predominance

9,
.4,
B,

Predominance

Predominance

Predominance

Comments:

. " The .game was interesting and fun and was play

of F/T to Participant Instruction

of Material to Participant Instruction
of F/T and Participant Interaction and Dialogue

of Participant to Partiéipant Interaction and Dialogue‘

of Participant to Material Interaction and Dialogue

2 to 8 people, a card set, and partiéipants‘having some basic
math skills. , ) :

ed for 40 minutes; the parti-

éipantsvstated that it was hard but at the same time entertaining (San Pgdro,
in the Costa). ; : 5,

‘Criteria of Materials (Desired Attributes):

1.

2, Easily Reproducible:

"3 Hotivating: Fun, entertaining, interesting,_recreational.

4, Self-Explanatory:

Cheaﬁﬁ

30 sucres (offiée,productibn), 25 sucres (commercial producti

Easily made and requires paper materials.

on for
1000).

Minimal explanation and literacy skills; self-directed.

\



5. Self-Generating: The game has various variations and provides the flexibility
' - to change values of products and cost to reflect thelr social
g setting. ’

6. Immediate Relevance: Game takes the market setting-and'provides participants
- with the opportunity to simulate the buying of regional
- products and quickly compute their cost.

7.;Cq1turall& Based: The game takes on the life reallty of the campe31no market.
Pplace. . ,

8. Induces Desirable Human Development: Has been used in formal and informal
settings; campesinos have used the game to teach their families, e.g.,
how to be a storekeeper; it provides a conceptual picture of market
price interaction (buyer-seller); reinforces basic mathematical
skills, unit price, and problem solving exercises.

Comments:

Changes needed (possible variations): Game might include
product cards, showing cost per unit but not the units.

Questions to be answered:

1. Can Market Rummy provide the initial computational skills necessary for its
participation?
2, Over a long period of playing the game will the operatlons become routlnlzed

and memorlzed7
3. Does _the game develop an unreal atE}tude f market transactions?
Possible fu ure (how the game might used %
The design implementation of more difficult Versions of the game: value
of the commodity determined by part1c1pants and money available reflecting their

real income (see Tech. Note #4).

Recommendations:

. Market Rummy should be used with Math Bingo (addition & multiplication) and

Number Dice--both should be prerequisites to Market Rummy. The game is an over-
simplified market simulation in that there are fixed prices in the game and not in
the market and no way to make change. Participants should at one point in the game
reflect upon the real cost of the products and discuss the value of commodities and
their price fluctuation in the market. The game should be designed at higher levels
of activities to include bargaining for better prices, prlce differences due to quality
or quantity and price market fluctuation.




ECUADOR PROJECT

Material: LETTER DICE (DADOS DE LETRAS)
Type: Fluency

Descriptlve Characteristics:

The game consists of 11 wooden dice (66 letters) , approximately 1 1/2" on the
side. The dice contain handwritten letters on each face. The players toss the dice
and form words from the letters showing. Additional blank dice are often provided to
permit amplification, modification or copying of the game. The game has three versions:
finding a word, building a word, and word listing competition. The most utilized o
version is as follows: Each player throws the 11 dice, and has three minutes to con-
struct -all the words he can with the letters on the top faces of the dice. Letters
may be re-used. A companion keeps score, writing down all words which emerge. The

. easiest is to record them in columns according to the number of letters in the words.
At the end of the time, ‘a player's score consists of 20 points for each two-letter
word, 30 points for each three-letter word, and so on.

Conditions for the use of the material:
a. Setting: Indoor and Outdoor

b. Region/Cultural Group Sierra, Costa, and Formal Institutions, e.g., MOE,
e Vocational Schools, Primary reading classes. “ =
cie Age Group: 5 to 60+ years
1 ‘ :
d. How it has been used: Heuristic and Didactic (facilitates learning and
v impartation of knowledge to participants.

Gpal of Game:

‘ To enable participaﬁts to learn functional literacy skills:, to recall
letters and words, composition, deciphering of words and word building.

‘Major Concepts of Game:

- The morphology and syntax of words
Written culture of words

Reading and spelling new words

- Combining letters to form words

The use of active and passive vocabulary

Learning Outcomes:

a. Cognitive: Knowledge, Comprehension, Application, Analysis: distinguishes
syllables, recalls combination of syllables and words, acquires
skill in forming words, provides own vocabulary words, differentiates
between syllables and words, explalns meaning of words, demonstrates
combination of syllables to form words, develops and organizes word
formation, compares words, analyzes meaning, deduces nonsense words
and word meaning, develops vocabulary.

b. Affective: Receiving, Responding, Valuing: shares words, selects words from
his own vocabulary, approves the participation of others, practices
forming words, participates actively, increases vocabulary and

* applies words in conversations, assists others, supports the parti-
cipation of others. ;

.

.



What is necessary ftor game Lo be:

Va-.

‘b.

‘Introduced:

Playéd:

A participant to provide the basic ruleés of the game.

1 to 20 participants, set of blocks.

c. Condltlons (1n order to be played) adequate facilities and 1ighting,

Degfee of Use:

several minutes to hours of participation time.

Used frequently (3)

Conditions of Learning:

Signal learning

i

a
b. Stimulus-Response learning
c. Chaining

(d) Verbal Association

e) Discrimination learning

f) Concept learning

0 Rule learning

h. Problem Solving

Facilitator/Teacher (F/T) Instructional Form/Mode:

ll

®

3,
B
5.

Predominance

Predominance

Predominance

‘"Predominance

Predominance

Comments:

"In a vocational school in Quito the dice are popular. . . interest is so

of F/T to Participant Instruction

of Material to Participant Instruction

of F/T and Participant Interaction and Dialogue

of Participant to Participant Interaction and Dialogue’

of Participant to Material Interaction -and Dialogue

high that lessons cannot be reviewed once play begins."
"Participants become excited and seem to enjoy the game."

"A useful activity for motivating and working with dlfflcult students." (teacher

Criteria of Materials (Desired Attributes):

._1.'

2. Easily Reproducible: Small pieces of wood (1" X 2") and pen and saw; easily

'3.

Cheap: 30 sucres (office made); 30 sucres (commercially per set - ﬁrofessionai)

Motivating:

.

produced.

Participants try to discover word before the player does, active
participation, fun-active activity, cooperation is seen.

| ‘

4, Self-Explanatory: Self directed with minimal directions.

l



5. Self—Generating Has been adapted in various forms by Ecuadorian formal
_and non-formal institutions and by facilitators in village
'commuqitles. In one community the game was modified into a
_concentration game of word building.

. 6. Immediate Relevance: Provides for a means to see spoken words in a written
' . form and to build an active and passive vocabulary.

7.. Culturally Based: Organic words are generated from the vocabulary of the _
. -participants' social environment.

8. Induces Desirable Human Development: Enables participants to build words at
higher speed and enhance their self-confidence and their
willingness to participate in reading and writing acti-
vities. The ability to spell is also enhanced. '

Comments:

éhanges needed (possible variations): Reduction of competitive atmosphere
would probably enhance risk taking and in the process greater
. participation would develop in the game.

Questions to be answered: C(Can this game be adapted into Quechua?

1. Is: the frequency of letters in the dice (vowels & consonants) adequate for
basic word building?

2. Is - the number of dice too many or too few?

3. Does the game in long-term use enhance participants' word building ab111ty7

4, Is a competitive situation in using materials dysfurictional?

Possible future (how the game might be used) ;

This game is an enabler act1v1ty for the Ashton—Warner method of instruc-
tion and self—expre351on. ;

Recommendations:

Letter Rummy should be used with Syllable Rummy, once barticipants demonstrate
their abjility to build words. '
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-ECUADOR PROJECT

Material: LETTER RUMMY (NAIPES DE LETRAS)
Type: - Fiuency

Descriptive Characteristics:

Letter Rummy is a simpler version of Syllable Rummy, the difference b?ing ?hat
each of the 66 cards contain single letters. The game is designed to prov%de llﬁeracy
skills. Twenty-four of the cards consist of vowels, the rest are consonants. The

players are dealt 5 to 7 cards, the other cards are placed face down in a pile; first_

player draws from the deck and discards a card from his hand, second play?r foiiozi.
When a player forms a word, he places it face down and takes a?other turné atE y
wins when all cards are gone. Players total their score; scoring can be by ber =
number of words each player made; or by the number of.letters used o; thg Zum e
" cards used; or a point system on the card--vowels having a valug of -2 points,

consonants, 1 point.

Conditions for the use of the material:
| a. Setting: Indoor and Outdoor_
b. Region/Cultural Group: siérrg and Costa
c. Age Grogp: 5 to 60+ years

d. How it has been used:_ Heuristic and Didactic ( facilitates learning and
impartation of knowledge to participant.

Goal of Game:

- To enable the participants to develop an abiiity to use a combinatigﬁ of
letters to make words and enhance their word building ability. -

- Major Concepts of Game:

- Development of word building : .
Compositional structure of words (morphology and syntax) - § F
Phonological structure of words (pronunciation)

Meaning of words ' :

Learning Outcomes:

a. Cognitive: Knowledge, Compfehension, Application: participant distinguishes
letters and words, recognizes words, identifies word composition,
gives his own words, reorders words, explains meaning of words,

chooses words, restructures his/her vocabulary, develops a combi-
nation of letters. ;

b. Affective: Receiving, Responding, Valuing: shares thoughts, accepts the
' participation of others, volunteers participation, increases
participation, assists others, ‘

¢ ¢

Y



What is necessary for game to be:

a. Introduced: A participant to explain game rules and process.

b. Played: 2 to 10 participants, set of cards.

c. Conditions (in order to be played) ;- adequate light and physical facility.

Degree of Use:

Used frequently (3)

a. Signal learning

b. Stimulus-Response learning
c¢. Chaining

@ Verbal Association

(e) Discrimination learning
() Concept learning

(®) Rule learning

h. Problem Solving.

Conditions of Learning:

Facilitator/Teacher (F/T) Instructional Form/Mode:

1. Predominance of F/T to Participant Instruction

C) Predominance of Material to Participant Instruction

3. Predominance of F/T and Participant Interaction and Dialogue

4, Predominance of Participant to Partiéipant Interaction and Dialogue
5. Predominance of Participant to Material Interaction and Dialogue
Comments:

"The cards make it a happy way to form ﬁords that we know and to learn
new ones from our friends as we play." (15 year old girl, San Pedro, Costa)

Criteria of Materials (Desired Attributes):

1. Cheap: 15 sucres per set (commercial or hand made) .

2. Easily Reproducible: Easy to reproduce or be made by anyone--needing
minimal materials (cards, pen or crayon).

3. Motivating: Provides interest and group participation and interaction;
: participants take risks.

u
With introduction and minimal directions the game becomes

4, Self-Explanatory:
self-directed.



to»bélplayed.

: 1 . _ ; _ o . e
" 6., Immediate Relevance: The game has direct applicability to participants.
L ' 1ife situation by providing a new vocabulary and
"short term cognitive learning experiences.

7..Cultura11§ Based: The vocabulary of the participants is generated from
’ " their life experiences. ;

8. Induces Desirable Human Development: One of the most used game in the project--
- ’ in the MOE, Sierra and Costa. It provides for the dis-
covery of words and the conceptualization of their chemistry
(composition). Based on laboratory evaluation--in a 30
A -'minute period--Letter Rummy improves word building ability
P : - 1in a brief exposure period. ’ ‘

Comments:

Changes needed (possible variations): Rules can be changed to meet the learning
"ability of the participants, e.g., number
of minimum letters in a word or number of
cards used. ' '

Questions to be answered:l.What is the long-term carry-over of what is learned?
2. To what degree do campesinos or costefios gain an increased ability in manipu-
lating letters and words? : '
. 3. Are the words learned applied in their life situation (conversations, dis-
cussions, etc)?. ' SR ' - '
Possible future (how the game might be used):

" As a part of "learning to read" exercises, enrichment, and reinforcement.

{

Recommendations:

The game is deéigned for pre-literates and new literates; this game should be
used before using " Syllable Rummy. This game should vary as skills change
(cognitive growth). ' \



WL W VS 1

yaterialf MATH BINGO (ADDITION & MULTIPLICATION)
YR QUINA DE MATEMATICAS (SUMA Y MULTIPLICACION)

,Tzée: _ Fluency

Descriptive Characterisfics:

‘The game consists of two variations: (1) Addition - consisting of addition
prob]emb from 1 + 0 to 12 + 12; and (2) Multiplication - consisting of multiplication
problems from 1 X 1 to 9 X 9. The number of players who can participate is determined
by the number of playing cards available (each card containing a different combination
-of answers. The basic rules for both games are: (1) a participant calls out the prob-
lem; (2) the participants find the answer in their card; if found they place a seed,
paper, etc. on the number--not all cards contain the answer; however, an answer can
often be repeated, e.g., 6 X 4 and 8 X 3, etc.; (3) depending on the variation of the
game: a full card, L shape, one line, or diagonal lines--once completed the player

" “calls out QUINA! (4) in order to win the player needs to call out QUINA, game stops;

winner assumes the "caller of problems'" role.

Conditions for the use of the material:

a. Setting: Indoor and Outdoor
b. Region/Cultural Group: Sierra/Costa (Urban, Campo, Costa)
c. Age Group:' 5 years to 60+ years

d. How it has been used: Heuristic (facilitates learning)

Goal of Game'

To enable participants to develop fluency with numbers and adeptness w1th basic.
arithmetic operations.

‘Major Concepés of Game:

~Ability to manipulate ba51c add1t10n and multiplication figures.
Compute cost of purchases without resorting to pencil calculations or dependence on

- Compare prices.of consumption goods, w ~ others.
-~ Recognize the numbers on the bills and coins used to buy goods and to make change.

Application of arithmetic operations in the market place.

‘Learning Outcomes:

a. Cognitive: Knowledge, Comprehension, Application: identifies operations,
recalls operations, recognizes symbols, demonstrates operations,
reorders operations, differentiates between oepratlons, transfers
and classifies operatlons.

b. Affective: Receiving, Responding, Valuing: responds to activity, accepts
activity, participates, spends time on game activity, applies
game in a social environment and activity, assists others in
game activities.



What ig necessary for game to be:

a. Introduced: Participant to ‘introduce game,

b. Played: 1l to 15 participants;apd a set of cards (25 to 30)

c. Conditions (in order to be played): adequate facilities and lighting, and
2t a few minutes to an hour. -

Degree of Use:

Used to some degree of frequency (2).

Conditions of Learning: a. Signal learning
: - b. Stimulus-Response learning
c¢. Chaining
Verbal Association
@o Discrimination learning
. Concept learning

. g+« Rule learning
h. Problem Solving

Facilitator/Teachef (F/T) Instructional Form/Mode:

) 1. Predominance of F/T to Participant Instruction
N (g) Predominance of Materiai to Participant Instruction
3. Predominance of F/T and Participant Interaction and Dialogue
' 4.'Predominénpe of Participant to Participant.lnteraqtion and Dialogue

5. Predominance of Participant to Material Intetaction“and Dialogue

Comments:

_ ﬂThié game provides a way to entertain oneself and praétice memory. and -
visual skills." ' . , , .

Criteria of Materiéls (Desired Attributes)'

1. Cheap: 20 sucres (office made/set); 15 sucres/set ‘(commercially made in an
‘ order of 1000 sets)

Cards can be easily reprodﬁced to reflect the words

2, Easily Reproducible:
and symbols of participants.

3. Motivating: Competitive setting, provides visual and mental challenge, fun,
easy to play, high rlsk taking. 4

'|
: ‘ |
4. Self-Explanatory: Little explanation is required.
|



5. Self-Generating: The game ha. veen .uapled 1n various forms: cowpelitive,
: betting to raise money, ’

6. Immediate Relevance:; Communities in the Sierra have used the game in diverse

. : o ways adapting the game to meet the needs, e.g., raffles,

g gambling, recreation while drinking; while using skills
: in the market place.

7. Culturally Based: The game provokes a competitive settlng——a cultural valie
- that traditionally is not part of the Latin American
Indian culture. '

8. Induces Desirable Human Development: Based on laboratory evaluation, numeracy
skills increase when there is a personal
investment in the game.

Commnents:

Changes needed (possible variations): More difficult board cards and problems;
participants who become competent in basic addition or multipli-
cation skills become bored. An additional incentive than just
winning would also enhance participation.

Questions to be answered: 1. Is competition an imposed "White" value?

2. Is personal investment in the game (betting) necessary to provide participants'
incentive?

3. Does the game reinforce the skills (numeracy) of those who already are competent
in basic skills? !

4. Do the onlookets learn while being passive participants?
Possible future (how the game might be used):

Game can be utilized to introduce fractions and other hlgher levels of
math skills and to reinforce basic mathematical skills.

‘Recommendations:

This game should be used for only four to flve rounds, and then followed with a
another act1v1ty. :



CALLNG Tl uKinLs

' ECUADOR PROJhCT
Materialé CONCENTRATION (CONCENTRACION)

Type: . Fluency

Descriptive Characteristics:

. Concentration is designed as a skill-practice game to provide pre-literates with
practice in word recognition. Players are asked to match words with pictures placed
on cards and arranged randomly on a flat playing surface. The game consists of a set
of cards with pictures on them and a matching set of cards with words (at least 10
sets are used). All cards are dealt out face down in rows until all are used and am’
array is formed. At first, player turns one card and tries to find its match by turn-
ing another card--if he succeeds he continues, if not the next player proceeds to
find a match. Players contlnue until all cdrds are matched. :

Conditions for the use of the material:

a. Setting: Indoor and Outdoor
b. Region/Cultural Group: Sierra, Costa
cﬁ Age Group:' Preliterates - Children and Adults

i :
d. How it has been used: Heuristic (facilitates learning).

Goal of Game:

To enable participants to recognize and conceptuallze words  and plctures and

. ,enhance hls/her vocabulary through the use of pictures and words.

‘Major Concepts of Game:

N

- Correlation of words and symbols '

- Meaning of pictures and words as a symbolic language

- A visual and written vocabulary ) .
"— A process to introduce visual and written vocabulary

Learning OQutcomes:

a. Cognitive: Knowledge, Comprehension, Application: differentiates between words
and pictures, recognizes correlations, identifies names and pictures,
reorders and arranges symbols and words, relates correlations, organ-
izes processes, classifies words and pictures, applies visual and
memory skills, employs generalizations.

b. Affective: Receiving, Responding: participates in game activities, responds
to the participation of others, follows game process, plays and
interacts with others, practices memory and correlation skills.



What-is'necessary for game to be:
'w'a.-introducéd: Any:pafticipant to read basic rules. -
- b, Played:  3wor mdre.participants,

e Cdnditions (in order to be played):- adéquafe space,'lighting, no -wind (6dtd00ré)'

" Degree of Use:

Used with frequency (3): Sierra, Costa and within the Ecuadorian MOE

Signal learning
Stimulus-Response learning
Chaining ;

Conditions of Learning: a.
) b.
C.
C) Verbal Association
e.
£,

Discrimination learning
Concept learning

Rule learning
; Problem Solving

Facilitator/Teacher (F/T) Instructional Form/Mode:

1. Predominance of F/T to Participant Instruction
.(:) Predominance of Material to Paftiéipant Instruction
- 3. Predominance of F/T and Participant Interaction and Dialogue
4, P;edominance of Participant to Participant Interaction and DialogueA

5. Predominance of Participant to Material Interaction and Dialogue

Comments:

ALl the partidipants'cén take the leadership role in this activity.if they
" win; if this was only true in life." (37 year old man, San Pedro, Costa)

Criteria of Materials (Desired Attributes):

'1..Cheapf 15 sucres per set.

2. Easily Reproducible: . With cardboard sheets, problem cards (paper), seeds
‘or stones - materials available in Sierra and Costa.-

‘3. Motivating: The game is often taken home by.the participants.

| .
: | :
4. Self-Explanatory: Peer-learning and teaching, self-directed.
i



5. Self-Generating: Participants can make their own words and reproduce their
' own set of cards.

6. Immediate Relevance: Provides for a visual conceptual approach to viewing
; words. -
7..Cu1curally Based: Words and symbols can be generated from within particibants.

8. Induces Desirable Human Development: Provides for a conceptualization of words
and symbols and a visual and mental process
for correlating visual and mental skills.
It also provides for group interaction.

Comments:

Changes needed (possible variations): Sentence fragments may be introduced,
picture cards and word cards around a specific topic or theme,

plural and singular words and pictures, synonyms and antonyms,
words and pictures to make a sentence.

Questions to be answered:
1. Does the game increase the number of words a participant is able to recognize?

2. Does it provide pre-reading skills?
3. Does participant apply visual and written vocabulary of game?

Possible future (how the game might be used): As a process for conceptualizing
words and an initial step in preparing pre-literates to read.

Recommendations:

Should be used to introduce the concepts of Sylvia-Ashton Warner's methodology
of learning to read (building organic words from their vocabulary and adapt1ng words

into a set of cards).
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ECUADOR PROJECT
Material: NUMBER DICE (DADOS DE 'NUMEROS)
ngé: " Fluency

Descriptive Characteristics:

" Number dice is used to teach basic mathematics; incorporating into it the adapta-
tion to the skill level of the participants. There is one set of eleven dice; each
participant has his own set and competes with others. Teams can be us?d where two

" play against time together. The team approach provides for peer 1earn%ng. There are
several kinds of games possible: (1) Getting the solution - a number is set up as the
desired solution, a player must make arithmetic combinations (+,-,X,+#) in order to
obtain the desired solution; (2) Spending the Money - a figure of money is stated and
the player must find ways to spend the money, a player throws the dice and tries to

. find the arithmetic combination that will give him the solution, e.g., 6 1lbs. of ?eans

.at 70¢/1b. equals $4.20; (3) Making an Equation; (4) Series of Solutions; (5) Making
the Correct Problem; (6) Approaching a Solution - played like "21", etc.

Conditions for the use of the material:

a. Setting: Indpor and Outdoor

b. Region/Cultural Group: Sierra, Costa, Urbén
c. Age Group: Children to Adults (5 years to 60+ years)

d. How it has been used: Heuristic (facilitates learﬁing).

Goal of Game:

develop comprehension’ in- doing mathematical operations while changing the base of
numbers. ' ' ' ' 5 -

To enable the participant to practice basic mathematics skills (+,-,X,+) and té

‘Major Concepts of Game:

- Number system

- Combinations of numbers and operations (+,-,X,¥)

- Application of numbers as a language

~ Application of numbers as a market-exchange skill

- Cost per unit value ‘

-~ Relationship between symbols, numbers, and spoken language
- Relationship between mathematical operations

Learning Outcomes:

-a. Cognitive: Knowledge, Comprehension, Application, Analysis: .identifies
" arithmetic operations, recognizes various operations and solutions
. < to operations, prepares problems, rearranges combinations of.opera-
' _tions, explains operations, demonstrates solutions to operatioms,
develops own problems, transfers operations and solutions that undo
one another, compares operations, analyzes the process of operations.

b. Affective: Receiving, Responding, Valuing: shares solutions to operations with
others, accepts the process of the game, approves of game interac-
tion, plays and discusses games, increases his/her skills through
participation, assists and helps others, spends time in participating.



_ What 1s necessary rub game tu be:

" a. Introduced: Participaﬁt to introduce game.
.. b..Played: - 2 to 10 participanté; a set qf dice.’

c. Conditions (in order to be played)‘ adequate facilities and light, and a
period of time con81st1ng of several minutes to several hours.

~

Degree of Use:

Frequently Used (3)

Conditions of Learning: a. Signal learning
v - b. Stimulus-Response learning
c¢. Chaining
.C) Verbal Association
e. Discrimination learning
€ concept learning

. @) Rule learning
, (h) Problem Solving
{

Facilitator/Teacher (F/T) Instructional Form/Mode:

1. Predominance of F/T to Participant Instruction
(j) Predominance of Materlal to Participant Ins tructlon _
3. Predominance of F/T and Participant Interaction and Dlalogue :
' 4, Predominance of Partlcipan;ALo Participant Interaction and_Dlalogue
.5, Predominance of‘Participant to Material Interaction and Dialogue
Comments:
~"Participants create their own problems and not those given arbitrarily

by a teacher."

.Criteria of Materials (Desired Att?ihHESEI’

1. Cheap: 30 QUCPES (Office‘mﬂdu/set); 30 sucres (commercially made/set).
.2, Easily Reproducible: Can be reproduced with small blocks of wood (2" X 2" X 2")
: "~ and a colored pen.

3. Motlvating. "Fun, - -interesting, enthusiastic, provides competltlon when played
with some external reward 1nterest increases.

4. Self-Explanatory: Requires llittle explanation, but needs to be introduced.

..



'5..Se1f~Generating: . Provides puiiliclipanis with d labge Lepoltolie 0L pussiy
‘games and for participant input.

o

6. Immediate Relevance: Provides basic skills that are applied in everyday
: : activ1t1es, e.g., the market.

-

7. Culturally'Based: Participants relate operations to their life ‘'situation and -
' - market negotiations and transactions..

8. Induces Desirable Human Development: Laboratory testing showed an increase of
speed anhd accuracy in basic arithmetic calculations; skills

: ] in arithmetical computation and solution to problems are
‘ practiced and applied; mathematical processes and language
are learned and a vocabulary enhanced.

i
Comments:

Changes needed (possible variations): Addition - high participation; Multiplication -
some; Division - none; Subtraction - high. The application of
multiplication and division should be emphasized on hlgher levels

. of mathematical skills.

QuestiOns to be answered:
1. Do participants of the game apply skills learned in 1life situations?

2, Is importance placed on the process of getting an answer or the correct answer?
3. Is a competitive setting desirable in prov1d1ng motivation and enhancement of
abillty to 'solve basic operations7

P0331b1e future (how the game might be used): As an aﬁplied and experience based
activity to intrecduce, conceptualize and reinforce basic mathe-
matical operations.

Recommendations:

' It is important to adapt the gaﬁe'to the skill of the player and for him/hef
to choose from a variety of sets at various levels of complexity (+ & - to X & ).




.. Summary

."It should be emphésized that of the 34 games developed by the project, only

'50% (17) have been used by the project. Thus, only 17 games have had the most

work and effort.

The,survey'bf the gamiﬁg materials prdﬁides the following information about

the desired attributes of the game materiais; the limitations of the survey

- should be kept in mind:

R 7

The Master List of Games

1.

2.

3.

The project has developed 34 games; 9 simulations, and 25 fluency
games'(numeracy and literacy). Three expressive techniques

have also been developed in addition to the 34 games.

The project has used and field-tested 17 of the 34 gahes; the 17
games have been used in communities (Sierra and Costal) at least
3 times in the last six months - October '73 to March '74.

Of the 17 games, 3 are simulation games and 14 fluency games.

0f the 17 games, seven have been frequently used (at least seven

times - see 2) and are: Hacienda, Naipes de Letras, Naipes de

‘Silabas,'Dados de Letras, Dados de Numeros, Quina (+/-), and -

Mercado.

Cost Survey of Games: Ideal cost per game, less than 24 sucres

($1.00 U.S. dollar).

1.

0f the 17 gameS’used'by the project, only 8 games cost less than

' 24 sucres if individually produced as compared to 9 games if

if commercially produced.

2. Overall, 16 of the 34 games cost less than 24 sucres if individually

produced as compared to 17 if commercially produced.



3. _If criteria of'24 sucres is'increased to 30 sucres as the ideal

cost per game: overali,'9.more games meet criteria if indiv-

'idually produced§ as gomparéd,to 8 if commercially produced.

C. - Desired Attributes of Games: Based on the eight operationalized

- eriteria for the desired attributes of each game and value scale:

1. jof the seven most frequently used games, the following per-

centage met criteria:

!

.2. Of the tog,l? games used and field tested by:

the following percentage met criteria:

8
; P
‘ R : N\ \ %
Scale Leyel Criteria AN 2,
B ' 2N\ET\% \ % 2
i (0]
Meets Criteria 1 2 3| 4 g 6 7\® \» 5.3 (5% ¥
[Very Much (1.5-3.0) | 1007|100%| 1002|1007 | 86% | 14%| 14% | 722] 1007 | 432| 572| o0z
to Some Extent :
Very Little (0-1.4) | "0 | 0| o0 | o |14% |86x| 86% |28z oz 57%| 432|100z |

8 5
T

— e e

Scale Level Criteria
Meets Criteria 1{-21 3| 4| 5| s
Very Much (1.5-3.0) |;,,82| 94| (941,059,,82| ,18| ;18| 29| ;18| ,18| 77| ,12

to Some Extent : _ Ji
.18(.,821.,821..71(.,82|.,82| ,23 1 .88 |
Very Lifile B-143 | %] 191 18 | 7% 71450 a2 1t 1y #1452 ) 422 150 |

*indicates number of games

3. The following chart provides the answer to the question: Is

game X cheap? is it easily réproducible? Is it motivating? etc.



.

Is the game of:_)g

Criteris

cheap

CHEAP EASILY

-1 MOTIVATING S

easily reproducible
motivating
self explanatory
self generating
immediately relevant
culturally based _
a game that induces desirable human development | -

P

-

ELF EXPLANATORY SELF

' IMMEDIATE CULTURALLY

INDUCES DESIRABLE

Sub-criteria REPRODUCIBLE GENERATING RELEVANCE | BASED HUMAN DEVELOPMENT
: 1 2 3 4 5 6 7 Att}E3F,Lit, Num.[10-11
HACIENDA _ .
yes ‘yes yes yes no yes yes yes|yes|no | yes | yes

“OPEEATIVA yes no yes yes no yes yes no |yes|no | yes | yes

¥ . s

EL ROBO yes yes yes no no no no no |yes|no | yes | no

NAIPES DE LETRAS [yes yes yes yes yes no no yes|no jyes| mo | no

NAIPES DE SILABAS |yes yes yes yes ‘yes no no |yes|no jyes| no no

DADOS DE LETRAS | | yegq yes yes yes yes no no ves|no |yes| no no

DADOS DE NUMEROS yes yes . yes yes yes no no yes|{no |no yes ne

QUINA yes yes yes yes yes no no no |[no |no | yes | no
_PIN BALL ‘ no yes yes . no yes - no no no |no |no yes petel
_RULETA no yes yes no yes no no ‘|no |no |no | yes | no
-ARGOLLAS no yes yes no yes no no ino |no {no yes -HO
3. TRES EN.CALLE = fyeg yes yes - no yes no no no |rno |no | yes | mo
+ . DOMINO , yes yes yes yes yes ] ﬁo no no {no |no yes ne
%.EL BURRO |ves yes yes yes yes no no no (no ;no yes ne
. EL CHULO yes yes no no yes no no no {(no [no | yes ns
.EL MI' ADO yes yes yes yes yes no no no |nc 10 | yes | na

- - o~

e klam tA +ha AacHES AR

~

. delie altceatads Ea

S S B Lk e



4. Of the 17 games used by the project thelfbllowing number met

Met how many -
of 8 criteria Percentage

criteria:
Number
of Games Game
(0) '
i Hacienda
2 ¢ Coperativa, Concentration
8 . Naipes de Letras, Naipes de

Silabsas, Dados de Letras,

Dados de Namero, Quina,
Domino, El1 Burro, Mercado

1 Tres en Calle

5 . E1 Robo, Pin Ball, Ruleta

Argollas, E1 Chulo

(8)

7

6

. (100%)

- 87.5%

507%

. 37%

5. Of the eight criteria, the following criteria was met at 100%,

75% or greater, 507 or greater, and less than 49% respectively

by the top 7 and 17 games; based upon summary chart 1 and 2:

"TOP
’ ’ 7 Games 17 Games
Criteria , b
1007 <757 IGox | 492> || 1007 IG5% Goz | 497
1. Cheap X X !
2. Easily Reproducible X X
Motivating X X
4,  Self Explanatory X X
5. Self Generating % | X X
, .
6. Immediate Relevance : : i X X
7. Culturally Based : LX X
8. 1Induces Desirable- ,
Human Development: o
Attitudinal X X
Social Behavior X X
Literacy X X
Numeracy X X
Negotiations/ .
Information - X X




D.

w4 . "70 -

6., The games that met tﬁe most criteria, with the highest degree

of application for each of the 33 subcriteria, are:

Hacienda i 21 subcriteria
.Cdncentracion 7 . 9 Lok
Naipes de Silabas = . 6

Naipes de Letras - 6

Dados de Letras - 6

Dados de Numeros - 3

El Bﬁrfo : - 2

El Robo N 2

Tres en Calle - - 9.

Quina o 1

Sequence of Gaming Materials: The project staff, based on the

question, which of the 17 games could be used to introduce basic .
literacy, numeracy, and provide belief in the capability for 
learning? answered the question by suggesting the.games that
could be used to introduce and facilitate skill development. Re~

fer to page 40.

Evaluation Survey of the Top 8 Games: Based on an evaluation form
for the gaming materials, that provides twelve catégories of in-
formation, the top eight games were surveyed. Refer to page 26
for the evaluation form format and page 42 for the survey of the

top eight games.

£~



‘ -gbmuaNTs
.fhe fbilowing comments are the opinion of ﬁhe‘wfiter, b;sed on his
observations and the‘reéults of-the-géme survey. It should be kept in
.mind;that‘phe project worked mostly with mestiéo communities 1ﬁ.its'initial.
phaseﬁ.
A; The ganes developed by the. project have been uéed as téols to
' venable.thé facilitators of the project.(cémmunity leaders) to: initiate
communication and dialogue among community members; to get'people to
iﬁteréct and know one,another;‘as a process to set the‘environment in a
comnunity gathering for people to feel relaxed; as a means to motivate
commﬁnity members to take an active part in community functions; to transfer
.cognitive and affec;iVe skills in the process of participating in the
activities.oflthé games; to assess numeracy and literacy skills; to provide
a means to acquire basic cbgnitive skilis and enable pafticipants to enjoy
the pr&cess; and to buiid selchénfidence in their ability to learn.
B. AIn the'pfocess.of deéigning, implementing, and evéluatiﬁg-the
- games the project séaff has deliberately‘left‘the games unfinished tq'enéblé
 users'£6.fe—design them énd adépt the: rules and playing styles of games to
the local éitua£ion.. In doing_so, the project needs to assess and conéténtly'
foéus upon the following factors in its overall gamiﬁg activities:
- Cultural factors (lénguage of the community; soéial values,.
mores , traditiéns, social relationshibs of the community;
the dress; the diet, nutrition, foods) vary from Qillage
to village and mﬁre predominantly in éontrast to.ﬁhe u;ban
. centers, té the Sierra setting, to the Coastal.areas of Ecuador.
~ = The degree of participation and motivation in game activities

are related to the amount of time since the game has been

introduced; the support and reinforcement provided by the peers

‘a §



of thé‘péftiéipant; the attitqde'of the faciljtator.téwards

. game;; the degree.of use of.game.‘ |

The degree of ga&e utilizatiqn in any'oﬁe coﬁmunity'or villége
is éerhaps due to the fact thét games éfe ﬁoﬁ a priority,.

a concern or need to the éommunify where games have been
introduced. | . |
Thg'gémes'designed are more éﬁlturally mestizZo based and may
be socially disrUﬁtive in Indian cormunities. The reward
system, social valdeé, attitﬁde toward's gares, and the
refléction or assesément of game activities refiect more the
social thought of mestizo suiltere than Indian erlbare.

The éuécess ofvthe games in Indian'communities and their use is
probably’dependént upon their use in a small social setting
raiher than in a large 96cia1.setting given fhat the games are
not pértwof the Indian culture; games are indirectly forced
upon the c;mmuni;yvby the presence of ﬁhé éroject; and the
attitudiﬁa; incompatability.that exists.as to héw'the Indian
.iénéégﬁ ét.a’national»and provinciél-level by the decision
‘makers and mestizos of Ecuador.

A.Gémes need mofé follow-up of other materials‘bf activities

otherwise they become boring_and iterative and tend to provide

repetitive reflection.

Ganes need to‘provide greater cultural and sociél relevance as
e.g., Mercado, that has been changed through itg use and has
enabled participants in varioué communities to adapt it to

their own social' setting.



- Greater effort needs to be made in using the gares of the
people, within/of their own communities, rathér than introducing

"outsiders" games..

TO BE ANSWERED:

QUESTIONS

E ™

2.

‘Each of the statements in heading "B" can be stated in a question

format1for investigating pruposes gnd to determineithe applica-
bility of gaming materials in various cultural settings.and
within.the context of Nonformal education.

Does the "learning" in simulation games take place in the process.
of the game or in the dialogue and interac;ion after the game?
What is the process.in adapting an‘"éutsider's" éame to a given
cultural‘group or sefting? for waht purpose?

Is the competitioﬁ present in the games a cultural factor absent

in the Indian culture? Introduced into the Indian culture?

* What are the implications?

What is the role of the Church in the success of the games? Of A

other institutions?

Is it a critical factor for'the success of the games to have

charismatic leaders or persons introduce the games? For their

continuous use and success? Is the investment of personal contact

_necessary?

7.

8.

Is the function of the games solely to transfer information? To

enable participénts to attain basic cognitive skills in literacy

. . . o

. .
L

and numeracy? . .

In evaluating the impact, value, goals, etc. of gaming materials,

does one use forméllschooling tools and methodology? What are the



iﬁplications'of sugh evaluation? Of interyening iﬁ the project
' Eommuﬁities? The social and.cﬁltural.éffect of'using'people'.
as sources of.information for the knowledgeféf gaming materials?
3. .To what degree do the games reflect.the fdrmal and traditiohal
schooling system? -Can the games alone be a NFE préject?
-.10. Within the first generation facilitators, what gémes are being
playédf if not, why not ? ‘

11. To what degree and influence do the games have success?

RECOMMENDATIONS

1. The survey of gaming materiais should be re-implemented duiing

|

i February of 1975 and results compafea to those of May, 1974.

’ 2. Based on the tools.uéed in the survey the project staff should -
| : i
focus on:

a. ‘operationalizing to a greater level of degree the desired

attributes for gaminé materials.

b. the evaluation form for the'gaﬁing materials ?nd each of the
.. eight gémes agsgssed. | |
-Ac.-:tﬁé sk survey sﬁould be re—examineé iﬁ February, 1975 and
feéults compared. - )

a. the staff should re-eValﬁate each ofsthe tép 1? games Qsed by
the project Léing the desirea attributes for gaming ﬁaterials
criteria. '

e. the staff should evaiuaﬁe each of the matefials in regard té
criteria-met and not met. :

3. A critical evaluation on the role of the gaming méterials within the
framework of the project should be done before.March, 1975, in order

to assess their function, impact and future particularly in relation-

ship to the vole of the facilitators.

-
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OPTION 6: Focus the evaluation on the original intentions about the instructiovnal
TELET LT g e s ! . . 3

materials. followingtis a figure EEewiﬁg the six criteria stafed in TeEhhicel.
. Note #1 (1/73), clusLered in terms of the sorts of data that would be requ1red to

' determlne 1f a given material meets the crlterla.

Sources

Source of | 1. development and 2. laboratory or ] 3. field
data - production records field observations observatijcns
Criteria cheap . : motivating - immediately
: easily produced self-explanatory relevant
w % ‘ self-generating*

It would be appropriate to add one more criterion to this series of six

v (it is implled in the logic of the project) induces desirable, approporiate, Cr

necessary behav1or in terms of human development.

Major questions: - 4

‘ & . 3 7 ' .

Since these seven criteria are, in effect, a set of claims or standards to
which the materials are expected to measure‘up,'it would seem reasonable to assess
each of - the important materials against them. The queStions, then, are these

seven: Is material X-cheap?. Is it easily produced? 1Is it motivating? etc.

. Locus of 1nvest1gat10n.
The study would be conducted: 1) in the progect office, 2) in a laboratory
81tuat10n to be developed in a locatlon not to 1nterfere v1th on-g01ng programs

and 3) in a sample of the on-going programs.

Procedurcs of data gathcringﬁ

1. Drawing. from cost—accounting data and recall of the project staff, cost

and productlon fac111ty would be descrlbed

2. Pre and post testing in the leboratory, eugmented by observation and

r
.

interviewing.

3. Observation and interviewing in selected sample sites the field

¥ Rcfcrllng to the cnpabillty of the material to launch the learncr into wnrtny
operations and activities that go beyond the specific activities of the o A
material in sell-dirvecting sorts of ways, B4



£ k77 .
\V alane ?ESrﬁ@f;gfkyatgtwjrﬁ

The criteria would need to be defined opcraLionaLL).

Opcratlonal meaning would be a351gned as realistlc but arbltrary standards

-~
-~

for each of the criteria. For example, ' cheap has already-beén defined in the
° project as $1 U.s. or less.

" Descrepancies to be assessed:

-
. ‘

Each material would be assessed against each of the seven criteria, using
arbitrary standards of excellence such as .8 or .7 of achievement of the standard.
Each material would also be assessed against the norms of achievement for the

whole set of materials, thus providing for comparative study of the materials.

. . 1//‘ ‘. P

This comparative. study would be a useful basis for the developmeqt of guidelines

‘for 'subsequent materials.
|
Staff requirements:

illcdnsultéut-8 months full time (in Ecqaaor 6 months).

1 evaluation coordinator (Ecuadoriaﬂ, M.A. lével).

3 observer—evaluators, part time (trainable colleglans).
1 exPcrlenced fac111tator (4 months) |

‘Tlme requxred' . Co

eight month§
Product:

Monogr?ph on the whoie set of materials that have been_develépcd in the
project, derailing earh one in terms of each of the sevcu‘criteria, ard
giving attentlon to such factors of effectlve use as seéuenc1ng, apprépriato
env1ronment, feacher style, etc. |
A derived set of guidelines for the development of subsequent ihstructronal.

-

games/simulations.



| ATRIBUTOS DESEADOS PARA LOS JUEGOS

'lo

g

Woa,

£ Costo (Barato) B B S . h!

. El costo de los materiales paru_losAjuegos estén dentro de las posi-.

. bilidades econdmicas de los»participanteé; bl costo debe:

: 1 estar dentro de los ingresos econdmicos de una familia campesina

2. ser menos costoso que su equlvalente comercxal

3. costar menos de 2l sucres

‘Reproducido con Facilidadﬁ

‘Las comunidades locales deben tener acceso a 1os materiales de los

Juegos y estos deben.

1. estar disponibles para sus participantes

2. poder ser hechos (construidos) por los mismos participantes

- 3. ser atractivos y durables para los partiéipahtes

.Estimulante: ¥

Para que el juego estlmule a los part1c1pantes Y provoque 1nteracc1on
este debe: . ' - T ;
1.. ser divertido para crear 1nteres Yy part1c;pac1on

2, 'ser un proceso activo

3. permitir al partlnlpan+e a que tome rlesgos

4, "dar confianza a los part1c1pantes en el uso de destrezas que el
Juego enseiia -
5. ser usado no forzcsamente

6. ser jugado sin recompensas o premios

[

\ i
i

.

* .Este concepto es a}go ambiguo y por lo tanto estamos usando la

palabra interacci6p.

-



i Rélevancia Inmediata:

'Se'Facilita por ST Mismo:

i e ——— <A SRS

. A los part1c1pantes les gusta el Juego porque reileja las activida-

: des de su vida cotidiana y aunque el part1c1p+nte haya 0 no asisti-

do a la escuela, el juego permltc.

Li que sus reglas sean flex1bles, pudlendo 105 part1c1pantes rede~

’flnlrlas. ' _ ' ;

Ir

{ Que los objetlvos (cognosc1t1vos Yy afectlvos) tengan una aplica-

?/ bilidad directa en los problemas de la vida social de los parti-

01pantes. a4 j-

- 3. Que el Jjuego tenga tuando menos un corto desarrollo o crecimiento

‘cognoscitivo para los part1c1pantes.

Se Explica por ST Mismo:

El juego puedé ser jugado con una explicacién minima. y por lo tanto

este pqedé: : s

]

1. Ser jugado sin tener direccibn

2. Ser jugado por personas que tengan un poco de conocimientos de.

. alfabetizacidn. - .

"El juego no est& hecho de manera ffgida; sind que permite que el

participante ponga el "input" necesario para que este pueda ser: °
1. redisefiado para que refleje sus necesidades &
2. .diseiiado con sus propias reglas

3. adaptadc alrededor de su ambiente social



B, - -

,7.

8.

|
|

|
|

Basado en la Cultura:

El juego debe reflejar ‘las vidas yjéxperiencias’de'la génte rural

il

" del Ecuador; este debe reflejar (en los cu§b§ donde .sea apropiado)
la: : : Ve 3 ._ S
1. Dieta de la poblacidn
2. El vestuario-de la poblacidn
. El idioma de la poblacidén (ya sea verbal, no-verbal o visual)

Ia ética (valores. estructurados) de la pablacidn

W oEow

. Estructura social .y sistemas de comportamiento de las poblacio--

nes

Produce (Desarrolla) un Crecimiento Humano:

Los participantes dentro de su interaccidn y .envolvimiento en el

juego, desarrollan destrezas que les permite:

‘Un Cambio de Actitud:-un aumento en cuanto a:
1. Su auto-estimacidn
. 2, Creer en su capacidad de aprender

3. Darse cuenta de las contradicciones sociales '

Un Cambio en su Comportamiento Social en relacidn T
. Agresividad verbal (defendifndose)
. Tener confianza en sus compaiieros -

Su participacién en grupos

- IR N
-

Su dependencia en sf mismo

Un Cambio en su Desarrocllc Cognoscitivo en.relacién a:

8. Un aumento en sus. conocimientos de alfabetizacidn

9. Un aumento en sus conccimientos de niimeracidn
10. Negoeiaciones con autoridades (destrezas de supervivencia)

1l. Su abilidad para tener acceso a informacion



CRITERIA NOT MET BY THE FOLLOWING 16 GAMES ( as based on CRITER]fA GUIDE ).

¥
e

INDUCES DESIRABLE

CHEAP EASILY MOTIVATING SELF EXPLANATORY SELF IMMEDIATE CULTURALLY
REPRODUCIBLE : GENERATING RELEVANCE | BASED HUMAN DEVELOPMENT
HACIENDA \\3 =1 £ : @ ‘ 1 45 \
COPERATIVA 3 e LG \ s by, B TSN TR
b ROB-O . 1‘\5\((5 l,?\ =2 Iwah S “\:\\i'\-"! \\ . wl”
CORCENTRACION W= 4,5,6,7 ‘ by B 15,2 | Loean] L B8, 6,78 9,00
NAIPES DE LETRAS : '

y DE STLABAS 2,56 b S W2 TSN T T
DA.DOS DE LETRAS ,f_‘:‘ ‘(v: ){-" - l l . ::‘ -‘3 g - \\_ ‘,»\ " EJ \ i '."\\ . 5-3 ‘7';“ i 19'. };
DADOS DE NUMEROS 5.0, 6 | VLo VO, E TR
QUINA _:_\f;“f\” t \ ATy =1 Vi AL, L \ “g-‘.'.!xl_:_) —-;‘9)‘\9“
PIN BALL .\\ 3 2 2\5\(“'7 ' " t'\ o \\._‘\\ B oS e " ‘\3:‘,; f‘:)‘l:‘,'7‘a,r::.:f
.RULETA - y = ks Vi l ’ ‘ Sy \ » = - y = - _': ,.’/‘ sy

\ N i e U -—
.ARGOLLAS \ £,6,7 ’ " ] e & & m.noxe
~ K s - - 5 [ .
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: . . '
3.DOMINO TR - IR ] \, = o2 i B4 20,60, 58 85.1
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CRITERIA NOT MET BY THE FOLLOWING 16 GAMES ( as based on CRITERIA GUIDE )

INDUCES DESIRABLE

CHEAP EASILY MOTIVATING SELF EXPLANATORY SELF . DMMEDIATE CULTURALLY
REPRODUCIBL GENERATING RELEVANCE | BASED HUMAN DEVELOPMENT
. HACIENDA 12 > =
T COPERATIVA 2 ) Ly D
EL ROBQ 2y a 2 L, A4 . & L b8
CONCENTRACION " o A 2,5.¢ . a,10,u
JATPES  DE LET A
S 2 [ vans] zae
DADOS DE LETRAS. & ; s % - P P
. DADOS DE.NUMEROS' 5 by, 6 = 10, 1
. QUINA | ot b g = By 10,0
. PIN BALL - 1,2 = 2.3 - oo B Byt G 8.8, 1. H
0.RULETA = B =N TR BT
1.ARGOLLAS A e, 35 bt & 22,44 6, 1, W
2.TRES EN CALLE = T 2,6,%.'0, 14
3.DOMINO o, o N % Gy 8, 00, 1
4.EL BURRO 1y 2y B = \ o215 R
5.EL CHULO % A ";2 LD, & 2,4, 6,10, 1
16.EL.  MERCADO 3 £ f.
5 :
i




r

CRITERIA NOT MET BY THE FOLLOWING 16 GAMES ( as based on CRITERIA GUIDE ) -

CHEAP EASILY | MOTIVATING SELF EXPLANATORY SELF IMMEDIATE CULTURALLY | INDUCES DESIRABLE
REPRODUCIBLE : GENERATING RELEVANCE | BASED HUMAN DEVELOPMENT
JACIEN , ‘ "
EACIENDA .\ 2 by 3 {2 ‘ R o 5 ; 7 B
COPERATIVA At B b, 2 ‘ ks %5 i o \ 24,8
EL RCBO W2 I T 18- b Lo s,a,0 2403.4.5,6,728a0,0
CONCENTRACION | N 3 1,2 | o = BB 3,6 .5, 10
NAIPES DE LETRAS - N %] ~ R '
y DE SILABAS W2 R - \ EESEET L= R N T R
DADOS DE LETRAS" . i 2 | | ‘ . ) \\_-?\3~‘_'.:,}x§ & . ':, g Q ' x\
DADOS DE NUMEROS | - ' , i e & e ]
’ » : ‘ - i \ R EL T R T --‘.(.‘«’ \.‘Ox”
Ll T B R | N P Lot 8 -6 i 1
PIN BALL. . - o, . , ~ L L awt " .
: BTN HEEE R RN
RULETA . \‘:J\:‘?. \ 1 : ¥ ‘ \ :‘.\. " 1:. ‘ " ) ) . ‘ \ :‘)'\"?-.. l \ \:\ \ ?4 1-4\. H R\ (__A, ‘ 1:;[ i !O‘ ."
. ARGOLLAS W3] wa | e [ P Z, 916,101
TS Y LT | \ > badt C - 4 & ] - SR AR B AN NSO
q N \ -y v e Ny e
3. DOMINO 2 _ | e S l g o e AL 3.‘ a2 , =2 ’O, i
+.EL BURRO and Y3 3 ! by B = baemt] Lha e, 6, 8.0,
S.EL..'CHULO : lemial sem b2 b ol B } et BT DMy G 20, 1]
.ELMERCADO . N T R = ‘ 22 \’4 .8 = i &a
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CRITERIA NOT MET BY THE FOLLOWING 16 GAMES ( as based on CRITER]fA GUIDE )

IMMEDIATE CULTURALLY

INDUCES DESIRABLE

CHEAP EASILY | MOTIVATING SELF EXPLANATORY SELF
REPRODUCIBLE GENERATING RELEVANCE | BASED HUMAN DEVELOPMENT
: HACiENDA o] 1,8 4.5 3)
T COPERATIVA VW2 | 4, 5 2
EL ROBO. YD 2 “, 5. e - &
CONCENTRACION e <] .2 i¢s
. DADOS DE LETRAS’ b o ‘& AR R N e
. DADOS DE NUMEROS V. 2 by o2 255, 10,0
. QUINA | 1, ;;\_' b & B E’i‘c‘),\u. t
T PIN BALL = by 2 1, 2 [, 5, 8,0
0.RULETA i | by 3 Iy =3 2.8, N
1.ARGOLLAS V= ' = 2 g B o 0 1
2. TRES EH CALLE e o Bty 1
3.DOMINO \ Voo - 2.9 10!
4.EL BURRO e . . g :
-5.EL CHULO Nt olues |e) . PLPE. RN -
16V..EL MERCADO W3 . VW2 'l” _ AR} &
1
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CRITERIA NOT MET BY THE FOLLOWING 16 GAMES ( as based on CRITER]_ZA GUIDE )

INDUCES DESIRABLE

CHEAP EASILY MOTIVATING SELF EXPLANATORY SELF IMMEDIATE CULTURALLY
REPRODUCIBLE GENERATING RELEVANCE BASED HUMAN DEVELOPMENT
1. HACTENDA 7, & 5l .2 K Joa <, 7
% CREBEATLR )3 EEAN ), 2 /e, 3 / 2501 g om, 22,0
3. EL ROBO = af Sl . . . iy p ” =1 2 9 4
- ) Yo o i TR S // >y = = & - ~ Ld =, " -,/ ~ /)"_._J
4. CQI.\’CENTRA-CION :5: | 1, /.2, K ‘;‘) > 3 ;o oar & 3 \.5: : = ,Z, /_‘:‘-J/
5. NAIPES DE LETRAS - 5 '
y DE SILABAS Iy <y 221/, - =LA T B ) g 12 i
" . l._., ] _7 . - s 7 F e =
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Operationalize definitions* of Didactic, Heuristic, and Philetic for

conditions for the use of the materials, subpoint (d) how it has been

used:

- Didactic:

Heuristic:

Philetic:

refers to the impartation of knowledge by tﬁe'Facil-

- itator/Teacher to the participant; in order for the

‘participant to acquire a mastery of a repertoire of

explicitly formulated knowledge and skills.

refers to the effort to facilitate the participant to

discover for himself either the contents of a body of

knowledge or the methods of érriving at suchzknowledgé

and asseésihg it

refers to the use of the game(s) to secure rapport with

" the participants, in order to relate to them as individuals

and to-"their own life style and self-perspective,

~ *adapted from Harry S. Browdy, Professor of Philosophy of Education,
University of Illinois, A Critique of PBTE, p. 5-7.
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RELAIIONSHIPS BETWEEN THE TAXONOMY CATEGORIESi-
. OF .THE . COGNITTVE AND AFFECTIVE DOMAINS

AFIFECTIVE
(Feeling tone)

COGNITIVE

. (Thinking tone)

1. RECEIVING

1. XNOWLEDGE

Recognition and recall of information,
terms, classes, procedures, theories,
and structures.

(information which one
" wants to receive)

Passive attention to
stimuli (i.e., sensory
inputs).

Judging materials and methods . (Judglng by how this fits 1nto a'way of
u51ng standards and criteria. one's llfé)

~——

—

2. COMPREHNENSION e : :
) Interpretation of what - (Willingness to understand information) . RESPONDING
has been learned ; o . Reacting to stimuli
. (i.e., sensory inputs)
3. APPLICATION | . e e
- Use of knowledge in new ~ (Appreciates information that is relevant and useful) 3. VALUING
situations ‘ _ : : » Actions consistent with
a belief or value.
4a, ANALYSIS ) 4 . s . ORGANIZATION
Breaking whole units into v(§o§ms - L system.bydlntggratlnﬁbblts.of : (Concertualizes) _
related parts (deduction) " FIRRSIER TRS S5 gn MRS SEiRatLe ‘Comni tment to a set of =« -
values (discussion) Fonn— .
4 - "ulating values)
4b¢ SYNTHESIS ° (Forms a value system by integrating bits of-
Combining elements into information into new and unique cemination.)
new roles (induction) ' ‘ :
S,V IRUUJLNTIOV . (HARACTERIZATION

(Internalized)

Total behavior conforming

to internalized values

(i.e., philosophy)

-

AT A AN T AT

SR

”

o 1. e,



NOWLEDGE
1.1 " Of Specifics

.11, Terminology

.12 Specific Facts

.2 Of Ways and Means of
‘Dealing with Specifics

.21 Conventions

.23 Classifications

1.25, Methedology

Universals and
Mbstractions in a. Field

13 -

1.31 Principles. ond
and Generalizations

».32. Theorles and Structure

TAXONOMY CLASS THTCAT TON

KEY WORDS -

to

to
to

to
to

to
to

to
to

to

. tao

“to

to

to

to
to

define, to distinguish
’ >

acquirc, to identify,

recall, to recognize

acquire, to identify,
recall, to recognize -

recall, to reccognize,
acquire, to identiiy

recall, to recognize,
acquire, to identify

recall, to recognize,
acquire, to identify

recall, to recognite,
acquire, to identify

recall, lo recogaize,
acguire, to identity

recall; to recognize,
acquire, to identify

‘periods,

o

INSTRUCHIGNAL
ACTIVITY

EXAMPLES OF
DIRICI OBJECTS

Vocobulavy ‘Ieims,
meanings, miniology,
referents. elements

Facts: Sources, names, dates, ' -
events, persons, places, time '
preperties, exanples

phenomena..

Actions, .processes, movements,
trends, scquence, causes, forces,
relationships, influcnces

Area(s), type(s), featare(s),

Class(es), sci(s), division(s), -

arrangement (s, classification(s),
catcegory/categories

Critcria basics, clements, principles,

opinions.

Methods, techniques, approaches, uses,

procedures, treatments

Principles, generalizations, prepositions,
fundwnentals, laws, implications.

Thecries, bases, interrclations,
structure(s), organization({s), formulation(s)



YMPREHENSION

2.10 Translation

2.20 Interpretation

2;30 Ektfapolatioh
APPLICATION ./

ANALYSIS

4.10 Elements .

4.20 Relgtionéhipg_

‘to conclude, te predict,

to translate, to transform,
to give in cwn words, to
illustrate, to plcparc to
read, 1o reprcsent, to
change, becﬂn‘5e to

_restate.

to intcrpret, to rcorder,

to rearrange, to differen-
tiatc, to distinguish, to

make, to drav, to explain,
to demonstrate. ;

to cettmayp, to infer,

to differentiate, to deter-
mine, to cxtcnd, to inter-

polate, to fill in, to draw.

to apply, to gencralize,
to rclate, to choose, to
develop, to organize, to

Meaning(s), gample(s),
definition(s), abstractions,
rcprcseﬂtdtlons words.

Relevancies, relationships,

essential aspects, new \icw(S),
qualifications, conclusions,
methods, theorlcs, abstractlons.

Conscquences, implications,

" conclusions, factors, ra:ifications,

meanings, corollaries, e¢ffects,
probabilities.

Principles, laws, conclusions, effects,

~methods, theories, abstractions,

situations, generalizations, processcs,

use, to employ, to txans;er,p}onomena,proccdures.

to restructure to classify

L4

Te distinguish, to detect,
to identify, to classify,
to discriminate, to recog-
nizé, to categorize, to
deduce.

To analyze, to contrast,

to compare, to distinguish,

‘to deduce.

Elements, hypothesis, hypotheses,
conclu%nons, QSsumntluna, statements,.
(of fact)/(of intent), arguements,
particulors

Relationships, infer-relations,
rclevance, relevancies, themes, -

-evidence, {allacics, osrpurents,

cause-effect(s), consistency,
consistencies, parts, ideas,
assunptions.



s

1 30 Organ;zaylonal
Pr1nc1ples

SYNTHESIS

5.10 ‘Production of Unique
Communlcatlon

5.20 Productionrof'a Plan
or Proposed Set of
Operations

5 Denrivation‘bf a Set

5.30
or Abstract-Relations
EVALUATION

6.10 - Ju&gement in Terms
of Intermal Evidence

6.20 - Judgement in Terms of
. External Criteria -

- To propose,

To analyze, to disguise,
to detect, to deduce

To write, to tell, to
relate,; to produce, to
constitute, to transmit,
to originate, to modify,
to document

to plan, to
to design, to
to specify

produce,
modify,

To produce, to derive,
to develop, to combine,
or organize, to synthesize,
to classify, to deduce,

~ -to develop, to formulate,
. to mod1fy

To judge, to argue, to
validate, to asscss,
to decide. ‘ :

To judge, to argue, to
consider, to compure,

to cointrast, to stand-
ardize, to appraise —

‘mecans.

]onw(), pu1t0n1PJ
purposce!s), point(s),
of view(s),technigues,
bius(¢s),'structurc(s),
theme(s) ,- arrangenents,
organization(s).

Structure(s), patthrn(s),
products, porf01m1ncc(>),

A dcs1pn(s), work(s),
commmication, efflort(s),

specifics, composltlon(s)'

Plan(s), objectives,
specifications, schematic(s)
opcrations, way(s), solution(s)

Phenomena taxovomlcs, concopt(s),
schomo(q) theorics, relationships,
nhstractnons generalizations, -
hypothesis, hypothcses, pﬂrceptlon,
ways, dlscoverles

Logical-accuracy/accuracics,

; conxxstcncy/consxstcn‘xc  Tallacies,
el i h111ty, {laws,

Crrers, prcc151on,
exactness., -

Ends, mcans,'cfficicrcv cconony,/
economics, utlllty, alternatives
courses oE action, btdﬂddrdb 1heor1c<
‘generalizations
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1.1.

RECEIVING

Awvarcness

Lo | KiliingnesS'tb receive
1.3 Controlled or Selected
Attention”
RESPONDING
2.l . Acquiiescence in
Responding
2.2 Willingness to Respond
2.3 'Satisfaction
VALUING
- 3:1 "Acéeptance_of a Value _
‘3.2 Preference for a Value

. to combine,

TAXONOMY CLASSIFTCATION

 AFFECTIVE -

KEY WORDS  *

To differentiate, to

-separate, to set apart

to share.

To accunulate, to select,
to accept.

To select, to posturally
respond to, to listen({for)

to control.

To comply (with), ‘to !o
follow, to commend, to
approve.

To volinteer, to discuss,

to practice, to play

To applaud, to acclaim,
to spend lelsure time in,

- to augment,

_ To increase measured
proficiency in, to increase
to relinguish,

numbers of,
to specify.

To assist, to subsidize,

‘to help, to support

EXAMPLES OF .
DIRECI OBJECIS -

Sights, sounds, events,
designs, arrangements.

" Models, sizes, meters,
‘shapes, exanples,

cadences

Alternatives, Answers,

rythems, nuances.

Directions, instructions,
laws, policies, demonstrations

Instruments, games, dramatic
works, charades, burlesques.

Speeches plays, presentatlons,
writings. :

Group membershlp(s) artistic

production(s), musical productlon(s)

personal Irlendshlps

Artistis, pro;ects v1ewpo:nts,

argunents.

INSTRUCTIONAL

- ACTIVITY




3.3 -Commitment

ORGANIZATION

4.1 Conceptualization of
. a Value

4.2 - Orgenization of a Value
System

CHARACTERIZATION BY VALUE
5.1 Generalized Set

5.2 Characterization

1.1 -------3.2  Interest
. B 3.2 Appreciation
2.2 ------- 4.1 Attitudes
2.2 =-=----4.1 Valupe

2.2

----,--5,2' Adjustment

To deny, to protest, to
debate, to argue.

To discuss, to theorize.on,

‘to abstract, to compare

To balance, to organize,
to define, to formulate

To revise, to change, .to

complete, to require.

To be rated high by peers’
in, to be rated high by
superiors, to be rated-

" _high by - subordinates in

and to avoid, to manage ,

to resolve to resist.

Deceptions, irrelevancies,
abdictions, irrationalities. .

Parareters, codps standards
goals.

' Systems approaches, criteria
- limits. '

Plans, behav1or method(s),
efforts.

hxtravagance(s), excesses, conflicts, .

~ exorbitancy/exorbitancies.

The range of meaning typical of

,i”owmonly used affective terms
measured agalnst the Tax0nomy

cont inuum,



Tak.e'n frfim Qagne's, Conditions of Learning: . |

LEARNING TYPES AND LEARNING
THEORY '

Eight different classes of situation in Wthh human
beings learn have been distinguished, that is, eight sets of
condmons under which chdnﬂcs in capabilities of the human
learner arc brought about. The implication is that there are
eight corresponding kinds of changes in the nervous system
,\vhxch need to be identified and ulumate]v accounted for.

~Each of these may involve different initial states or different
~ structures, or both. From the standpoint of the outside of
the human organism, however, they seem to be clearly dis-
tinguishable from one another in terms of the conditions
that must prevail for each to occur. Might there actually
be seven, nine, or ten rather than eight? It is quite possible

_that as research is continued it will become necessary to

make new formulations of these conditions, to separate
some or—what appears less likely—to collapse some. The
distinctions made here are simply those that appear to be
consistent with present evidence, much of it based on simple
observatxon

- In brief, the varieties of learmnv that can currently be
distinguished arc as follows:

Type 1: Siynal Learning. The individual learns to make a
general, diffuse response to a signal. This is the classical
conditioned response of Paviov (192: )

Type 2:. Stimulus-Response Learning. The learner ac-

: qulres a precise response to a discriminated stimulus. What
is learned is a connection (Thorndike, 1898) or a dis-
criminated opcrant {Skinner, 1938), sometimes called an
instrumental response (Kimble, 1951)

.. Type 8: Chaining. What is acquired is a chain of two or

~ more stimulus-respouse connections. The conditions for
such learniny, have been described by Skinner (.1938) and
others, notably Gilbert (1962).

Type 4: Verbal Association. Verbal association is the learn-
ing of chaius that are verbal. Basically; the conditions re-
semble those for othex (moior) chains. However, the pres-
ence of language in the human being makes this a spcual
type bccauw iniernal links may be sclecud from the in-
dividval's previously learned repertoire of language (see
Underwood, 1964b).

Type S5: Discrimination Learning. Thc mdmdual learns
to make n different identifying responses to as many difter-
ent stimuli, which may resemble cach other in physical ap-
pearance to a greater or lesser degree. Although the learning
of cach stimulus-response conncction is a simple type 2
occurrence, the conncections tend to interfere with each
other’s retention ‘(Postman, 1961).

Type 6: Concept Learning. The learner acqunrcs a capa-

' bility of n: tking a common response to a class of stimuli

that may lifter Trom each other widely in physical appear-

|

' .

. ees
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ance. He is able to make a response that identifics an entire
class of objects or events (sece Kendler, 1964). Other con-
cepts are acquired by definition, and consequently have the
formal characteristics of rules. - '

Type 7: Rule Learning. In simplest terms, a rule is a '

chain of two or more concepts. It functions to control be-
havior in the manner suggested by a verbalized rule of the
form, “If A, then B,” where A and B are previously learned
concepts. However, it must be carefully distinguished from
‘the mere verbal sequence, “If A, then B,” which, of course,
may also be learned as type 4.

Type 8: Problem Solving. Problem solving is a kind of
learning that requires the internal events usually called
thinking. Two or more previously acquired rules are some-
how combined to produce a new capability that can be
shown to depend on a “higher-order” rule.

Prerequisites to Learning

Throughout many years of experimental investigation of
learning, there have been those who have contended that
all learning is basically the same. Thorndike (1931, p. 160),
for example, says essentially this, and there have been
many others who have espoused this view, explicitly or im-
plicitly. It should be perfectly clear from the present chapter
that it is this viewpoint about learning which is categorically
rejected. The attempt is made to show that each variety .of
learning described here begins with a different state of the
organism and ends with a different capability for perform-
ance. It is believed, therefore, that the differences among
these varieties of learning far outweigh their similarities.
Furthermore, great confusion can arise—and has arisen—
through believing that these varieties are somehow alike.
To equate the responding of an animal to a warning signal
with the learning of a child asking for a doll, or the learn-
ing of a student to identify a chromosome or the learning
to predict inheritance with the laws of genetics is considered
lo be a matter of gross disregard for some obvious and sim-
ple observations. :

The most important class of conditions that distinguishes
onc form of learning from another is the initial state of the
]eaming-—in other words, its prerequisites. The conditions.
for chaining, for example, require that the individual have
previously learned stimulus-response connections available

to him, so that they can be chained. If this condition is not..

met, one finds oneself dealing with conditions for estab-
lishing these prerequisite Ss — R's, and thus one is likely to
draw incorrect conclusions about chaining itself. This gen-

- Y =



" eralization, applied to the varictics of learning we have fe A ,
discussed, may be bric{ly stated as follows: > . ‘ .

-a.

B e T I,

Problem Solving (Type 8)':
requires as prerequisites:
Rules (Type 7)
which require as ‘prereqhisités:
Concépts (Type 6)
wiﬁch require as prerequisites:

Discriminations (Type 5) | = "

which require as prerequisites:

Verbal associations (Type 4)

Lo}

or other Chains (Type 3) | o
which require as prerequisites: e

Sti.mulu'leesponse cbnnégtions (Type 2)

It is tempting to agree with Mowrer (1960a) that Ss = R
connections (type 2) require signal learning (type 1) a5
a prerequisite. This may be true, but it does not seem
possible to draw this conclusion with complete confidence
from presently available evidence; it remains as a propos
tion to be further illuminated by experimental rcsearch-

b



o MODES of Instruction

-

Vertical Relationship

Predominance of Teacher/Facilitator (T/F) to Partidibant (P)

Instruction:

The T/F introduces ideas by relating storiesAof the community
found in newspapers, oral communication, and other places likely
to be familiar ‘to the participants. Learning is cognitive depen-

ding on verbal interaction.

Written Instruction Relationship

Predominance of Material (M) to P Instruetion:

_ Participant becomes familiar with material (by reading instruc-

tions, through questions, observations, trial and error, etc.);
participant is encouraged to involve himself in the activities

of the material, keeping in mind that he/she is expected to fo-

.1low a pre-established game procedure.

Horizontal Relationship (One-Way)

Predbﬁinanée of T/F—>P Iﬁteraction:

_ The T/F and P interaction is directed through discussion in ‘which’

gt has'in.mind'mdsi of the cqnsideratidns.that can be brought to

bear on the issues at hand and seeks to draw these out of the par-
ticipants. ' An attitude of "let's inquire together" is the approach

to Instruction.

Horizontal Relationship (Two-Way)
Predominance of P<—>P Interaction:

Participanﬁs through a mutual encouraged discussion and participa-

tion in activities such as role playing and simulations will derive

questions and processes (community based, legal rights, etc.) to
achieve their ends (as defined by the participants) and will in-

crease their level of awareness (concientizacidn) and will not



.;withdraw or bgjapathetic to.pis/her concerns.

_JDuﬁl'(? and M) Interactional Relationship

V Predominance of P¢&—M Interaction:

2

Material activities are designed to put the P into an active

- -position of decision making. The participant performes roles

~of -influence that affect social pdlicj, e.g. he/she may,Be asked

to write a set of laws for his/her community. The activities

have no right or wrong answers and the chance of participating in
 the activities is high - exploring various answers to abtivities_

‘without‘pressﬁre of always'beingfcorrgct.
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