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ABSTRACT

This monograph presents a simulation exercise., vhich studies
the Pakistani Civil War of 1971 and the implications which this
conflict had for the political situation on the Asian continent.
The monograph comprises two volumes. Volume I provides a Jjusti-

fication of simulation as an educational technique and an explana-

tion of the structure of Crisis in Asia. Volume I also presents

a discussion of the usage of Crisis in Asia in the classroom.

Volume II contazins the appendices which include the materials

necessary for a teacher to use Crisis in Asia in a learning

situation.



INTRCDUCTICN

Crisis in Asia is a simulation exercise which studies the poli-

tical situation in Asia brought about by the Pskistani Civil War of
1971. Students assume the leadership roles of key people in one of
the following groups: The Awami League, Pakistan, India, the
People's Republic of China,l the Soviet Union and the United Hations
Security Council. Each group attempts to resolve the crisis in

such a way so as to satisfy the group's objectives. Participants

in the simulation learn the international implications raised by

the Lengali revolt against the Pakistani government, and they gain
experience in conducting international relations in a simulated envi-
ronment. They acquire skill in analyzing the various problems pre-

sented by the simulation, and in making decisions conducive to solv-

ing those same difficulties. Crisis in Asia is an activity in which

a class of up to thirty-six students may particirate.

The simulation model used as the basic structure of Crisis in
2
Asia resembles the model of Dangerous Parallel. Although both

simulations examine a similar conflict situation, Crisis in Asia

offers shorter student profiles, less lengthy paperwork and a system
of testing which makes it a better teaching device for use in sec-
ondary school.

Crisis in Asia may be applied to some aspects of the social

studies curriculum currently offered by secondary schools in Quebec.

Crisis in Asia wonld be useful to teachers of "Contemporary World

3

History” (Historvy 512). This course concentrates on the twentieth

1
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century, and Crisis in Asia would provide an insight into one aspect

of the present political alignments in Asia. For the same reason,

Crisis in Asia could be utilized by teachers of "The Evolution of

b
the Modern World" (History 310), a secondary school course which

examines modern world problems. In some high school , introductory
political science courses are offered. The names and numbers of
these courses vary among the different schools and school boards.

Crisis in Asia would introduce these students to the organization

and function of the United Nations, as well as providing them with
activities in problem-solving and decision-making. Thus, Crisis
in Asia is a useful addition to some areas of the secondary school

social studies curriculum in Quebec.
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FOOTHOTES TC INTRODUCTION

1
Author. Tor the purpose of brevity the Peonle’s Republic of
of China will hereafter be referred to as China.

2
Author. Dangerous Parallel is a simulation desirfned by PRoger
Mastrude and others. The simulation presents a conflict situation
similar to the moliticel crisis in Korea during the Korean VWar in
1950. Dangerous Parallel is published by Scott, Foresman and Company
of Glenview, I1linols.

3
Vinistry of Education, Government of Quebec. Handbook 03,
1976, 1977, Secondary Educatior 1976, pg. 3-101.

L
Ibid., pe. 3-96.



CHAPTER T

SIMULATTION

Simulation: An Introduction

Some social studies teachers in Quebec have recently displayed
an interest in the educational technique known as simulation gaming.
This interest in simulation gaming arises from the proposition that
simulation games 'seem not only to involve the student and to absorb
his interest but also to help him learn better then do other meth-

1
ods.”" Many writers do not distinguish between simulation and simula-

2
tion gaming. Because Crisis in Asia incorporates elements of both

terms, the author will mske no distinction between simulation and
simuletion geming.

A simulation isn't an actual large-as--life situation. By defi-
nition, "a simulation is a model of some physical or social situation.”
The model of the simulation revresents '"an external reality with which
the players interait in much the same wsy they would interact with
the same reality.”" In essence, the simulation game brings "a mini-
aturized version of some sphere of real-life activity into the class-
room."5 Because the selected real activity is being reduced to such
dimensions as to render it manageable in the classroom, "only ceztain
aspects of the reality can be included in the simulation model."
Keeping in mind the educational objectives of a specific simulation

game, the game designer must decide which aspects of the real situa-

will be discarded, and which will be retained.

h

3
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The purpose of a simulation is "to teach students about the

7

real situation that it simulates." As an educational technigue,
simulation games achieve the following socisl studies' objectives:
"knowledge of terms and concepts, knowledge of facts,
knowledge of structures and relationships, decision-
making skills, interpersonal skills and development

of mature attitudes."8

Simulation and Learning

The process of simulation challenges the decision-making abi-
lities of a student. The course which a simulation game will take
in the classrocm is determined by the operational decisions and
actions taken by the student-participant. The student's successes
or failures depend upon his vowers of Jdeduction. Simulation games
involve a number of individual students, or teams of students in
rursuit of an objective. It is this quest which provides the parti-
cipant with a number of problems that must be successfully solved
if the desired objective is to be achieved. CSirulation cames are

"an excellent vehicle, when students are involved in reslistic
Q
p

cases, for relating problem situations to the social studies.”

Most simulations are problem—based.lo The simulation problem
is usually presented and defined to the student at the start of the
exercise. The student must first seek to understand the protlem
and then formulate a strategy based upon his analysis of the problem.
The strategy which is chosen will guide the participant's actions
during the simulation. The decision as to one's type of strategy

is the basic way in which simulation enhances the decision-making

skills of a student.
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The value of the strategy chosen for the sirulation also dep-

Dot

ends upon a student's ability to solve problems. If the participant
fails to analyze and solve the simulation problem correctly, the
effectiveness of the resulting strategy will be reduced. Problem-

solving demands that a student be able to "define the problem in
11
specific terms and to assess the possibilities of solution.” In

most simulations the participant is left unguided by the teacher,
the student must acquire and evaluate information, and hypothesize
as to what course of action or stratezy should %e pursued. "This

is the type of learning which theorists have come to feel is the
12
most beneficial--learning by discovery."

The prime cobjective of simulation is the learning by discovery

of "ideas, concepts, and princivles in & meaningful and transferatle
13
way." Thus, simulation is closely related to the inquiry approach

to learning. In social studies, the incuiry approach 'places its

emphasis on teaching the student to ask the right ouestions, rather
1k

il

than on requiring him to learn information.’ The abilitv to ask
| N

pertinent questions will provide studente with a more complete v

1t

ew
of the sirmulation nrobler, thus aiding them in making sound strat-
egical decisicons,

fs well =

n

s enhancing a student's ahility to solve problems,
tre inquiry =pproach is further related to sirulation gaming. Some
educational games simulate an historical event. Through participa-
tion in the simulation and its incumbent inquiry approach, the
stucent learns some of the terminology, factors and key concepts
involved in the historical situation. The adaptetion of an histor-

ical situation to the scale of a classroom game usually necessitates
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the alteration or omission of certain aspects of the historical re-
ality. It may be argued that the preceding statement causes a pro-
blem which renders a specific game, and the whole theory of simula-
tion invalid as an educational method.

The author agrees that this difficulty can lead to a student
having an incorrect perception of what transpired historically.
Yet, just as a simulation game may contribute to a student's mis-
understanding of an historical event, a similar misconception may
result from reading a poorly researched textbook, or from doing too
few case studies or from attending too few lectures.15 The object
of a simulation game isn't to impose specific detzils by rote learn-
ing upon a student. Rather, simulations present the student with
an cverall perspective on an historical event. '"The student should
. emerge from the game with a better understanding of wgat it was all
about, what was possible and what was not, and why.”l
The teacher should prepare the class by explaining the basic
elements of both the simulation game and the historical reality.

The historical details, which are missing from the game, can be sup-

plied by the teacher either preceding or following the simulation.

The danger that a student might have an incorrect perception of re-

ality, if the situation provided by the simulation differs from the

historical event, can be easily overcome by having a discussion in
which the post-game situation is contrasted with historical reality.lT
In a post-game discussion, the decisions made bty the actual

historical characters should be compared with those of the simulation

participants, with the similarities and the differences being em-



thasized. It should be demonstrated that if the students would
have made decisions similar to those that were made historically,
the game results would resemble the asctual historical events. The
students will thus be made aware that if certain other decisions
had been adopted at key moments in the simulation, the game result
would differ from the real situation. Both the teacher and stu-
dents may then evaluate the decisions and logic used by both the
historical figures and the students themselves. This evaluation
will challenge & student's powers of critical thinking.

Simulation games whould not serve as the sole vehicle in
the teaching of history, but as part of a course or instructional
unit.

“"Social studies curriculum developers agree that games

should not stand by themselves:; in fact it may well be

that what precedes and Tollows the game is what makes

the pare useful. Simulation is a motivational tool

that complements and reinforces other materials and tech-

niques, and like other methods it hag its proper time

and place in learning.”18

Strengths 2nd Limitations of Simulation

Strengths
The primary strength of a sirulation exercise lies in its
ability to motivate students by involying therm in the learning
process. Simulation games are able to arouse student interest,
19
especially among underachievers. Simulation games focus a stu-
dent's attention upon & particular concept or problem. This in-
terest is further reinforced by the high degree of dramatic ef-
fect, interpersonal conflict, and the uncertain outcome of the

20
game itself.
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The feedback of results is an important motivational factor
in learning. This feedback reinforeces learning by informing the
student of the amount of success which he has achieved to date.
The provision of feedback is a second advantage of simulation.

As the student participates in a game, he is informed at periodic
intervals of the progress, or lack thereof, in solving the pro-
21
blem presented by the simulation.
A third advantage of simulation is the removal of the teacher-

22
student bipolarity fournd in a conventional classroom setting.
Simulation overcomes this function by removing the functions of ad-
judication from the teacher. GCames are 'self-judging; the outcome
decides the winner and indicates satisfactory and unsatisfactory

23

performances .’ This removal of the authoritarian role fron a
teacher eliminates the source of rmuch potential classroom hos-
tility.

As actors in a simulstion, students can affect the sinmulated
environment. Simulation teaches students that real people make
decisions that affect the real world. 1In simulation exercises,
students make decisions in which they "weigh various economic,

2k
political and social factors.” Students can then transfer
their ability to make decisions from the simulated environment te
the real one. In this way, simulstion produces better decision-
25
makers and hence better citizens.”

Simulation games contribute to the socialization of a stu-
dent. "'The interaction with other plavers, the game rules and en-
vironment and the plaver cbjectives all contribute to the student's

26

acquisition of society's values and norms." Simulation allows

students to meet classmates whom they might not ordinarily work with
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10
and this contact among students usually improves the social atmo-
sphere of the classroomn.

Limitations

The chief limitation in the use of simulaticn is the dif-
ficulty in assessing the amount of learning accomplished by a stu-
dent. "In pames it is difficult to establish evaluation criteria
as to what the game is in fact teaching and to create tests cap-

27

able of discriminating among various types of learning.” The
lack of an exact means of evaluation may limit the educational
value of a simulation zxercise.

A second drawback of simulation, which has been previously
discussed, is the derree of inaccuracy to which a simulation game

28
replicates a real situation. This inaccuracy, which 1s cause
by the deviation from historical details, can be overcome bv an
adequate preparation of the student by the teacher.

LA third problem is that the students might place greater

29
emphasis upon winning the game than upon learning. This pro-
blem can be solved by making the model of the simulation geme suf-
ficiently intricate so that winning and at least a minimum of
learning are inextricably linked.

A fourth objection to simulation gaming is found in their
usage in the classroom. '"'Many teachers distrust pames because they
believe them to be frivolous, doubt their geographicsl or historical

30
accuracy, or feel their security in the classroom threatned."
Perhaps a Judicious choice of simulation gemes will convince a

teacher of the educational value of these games and simulation in

general. As to the problem of teacher security in the classroom,
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perhaps a change from a conventional teaching approach might modify
the classroom atmosphere, and enhance the teacher's feeling of se-
curity.

A fifth concern which may arise is that sometimes students
may treat simulation games simply as "fun games'--a source of en-
tertainment. While the amusement value of some educational games
may be seen as having merit,3l it must be recognized that too much
levity can be a barrier to classroom learning. The motivational
features of simulation, previously discussed, and a display of
classroom leadership by the teacher, will be sufficient to con-

vince students to combine learning with a degree of enjoyment.

Simulation and Other Educational Methods

32
Simulation is an approach to learning through involvement.

As an educational technique, simulation is based on "a fundamental-
33
ly different premise from traditional learning methodology."

This premise is the emphasis which simulation places on 'experi-
3

encing as opposed to simply being taught." This is one reason

why most students prefer simulation gaming to more conventional

35
teaching methods.

Simulation is unlike any of the following four conventional

means of classroom instruction: textbooks, workbooks, lectures, and
36

audio-visual presentations. Of these four strategies, 'a simula-

tion game is the only medium that both reguires an active response
37

from each student and responds to the student's action.” Simula-

tion requires more interaction between the student and the instruc-
38

tional medium, than do the other four technigues. In this inter-
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action, simulation games "resemble both the most complex computer-
based instructional systems and the kind of instruction that takes
place when a teacher works with a very small group of studen’csﬁ539

Ir comparing the various educational methods, ore rwst renem-
ber that simulation isn't all things for all people. By their very
nature, simulation games are more appropriate for teaching some things
than others. The final decision as to whether or not to use s part-
icular simulation game is left to the teacher. However, for "teach-
ing factual knowledge and intellectual skills, gimes seem to be as
effective as conventional means of instruction.” ° The preceding
statement, when combined with the proven ability of sirmlation to
motivate students, definitely establishes sirmlation as a valid ed-
ucational methodology.

Simulation and Crisisg in Asia

L1
Crisis in Asia is an educational game which simulates the

Asian crisis provoked by the Benesali revolt against the Pskistani
government in 1971. CSimulation gaming is the best way to teach stu-
dents about a political confrontation of ecrisis prorositions between
nations. This 1s because simulation games

"...have the capacity to interest studerts in a field
of study and to arouse their curiousity--while at the
same time introduecing them to some of the terms and
concepts of a particular subject. Simulation especial-
ly lends itself to a subject that involves some form
of mutual competition between multiple forces or actors
under conditions where the outcomes are uncertain.'h2

In simulations such as Crisis in Asia, "students assume the

roles of decision-makers in a simulated environment and compete for
43

objectives according to specified procedures or rules.” Through

a simulation exercise, students learn how and vwhy a given historieal

situation developed. The students alsc understand how the same



situation might have had a different result if one or more of

the historical factors contributing to the situation had heen
altered. Thus, simulation provides a more complete learning experi-
ence than do conventional teaching methods. This is why simule-
tion was the method chosen to examine the 1971 Pakistani civil

war and the vpotential dangers resulting therefrom,
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THE SIMULATIOH MODEL

Dangerous Parallel: The Model

1
Dangerous Parallel is the simulation game currently on the mark-

et to which Crisis in Asia can best be compared. This comparison

is appropriate because the model of both simulations presents a con-
flict situation in which there is an armed struggle already in pro-
eress. There exists a danger of intervention by other powers not
immediately involved, which could result in a further escalation

of the confrontation. The model of a simulation is the wey in which
the reality being simulated is adapted to such proportions so as

2
to render it manageable in the classroom. The problem presented

by the simulation model of Dangerous Parallel resembles the "situ-

3

ation in the Korean War at the 30th Parallel in 1950." However,

the situation offered by Dangercus Parallel is sufficiently dis--

sinilar from the historical reality that Dangerous Parallel 'neither

can nor should be taught as history." Nevertheless, Dangerous

fliet with international implications. It is for the foregoing

reason that the simulation imodel of Dangerous Parallel was chosen

as the basic structure for Crisis in Asia.

In Dangerous Parallel, each student assumes the role of either

a government Cabinet Minister or Ambassador of one of six fictional-
ized nations. The ministers and ambassadors of each nation have dif-
ferent functions and must cooperate to achieve their nation's goals.

17
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The goal of each nation is to resolve, to its satisfaction, a con-
flict situation in progress at the onset of the sirulation game.
The students snalyze various military, political, economic and
psychological factors before deciding upon a course of action in
5
order to achieve their natiocnal obJectives. This course of action

may be either of a diplomatic or a military nature.

Dangerous Parsllel gives students an opportunity to experi-

ence the roles, activities and problems of top-level national de~
cision-mwakers. Students learn to define objectives, to analyze
information, to sugpgest courses of action and to estimate the con-
é

sequences of the course of action which is acopted. Ctudents also
develop a more realistic approach to world affairs, as they narti-
cipate in the overations of international relatiorns. Otudents learn
that:

"Crises can escalate beyond anyone's intentions, in-

ternational machinery is difficult to put in motion

in a short period of time to resolve a serious pro-

blem, weak nations are not very effectual in gaining

their wishes as compared to the powerful.”7

The game aspect of Dangerous Parallel is followed by a debriefing

J

exercise, which evagluatates the performances of the participants,
and seeks to enlarge the educational experience of each student,

Besides being an interesting simulation, Dangerous Psrallel is a

nlausible representation of reality, and as such it serves to ex-
nlore some aspects of international relations very adequately.

Dangerous Parallel and Crisis in Asia

]

Crisis in Asia is an educational game which examines the

Asian crisis caused by the Bangali revolt against the Pakistani
9

-

government in 1971. 2 "Crisis OScenario” introduces students to



the political situation sas it existed in Pakistan in 1971, At
that time, the Pakistani government was engaged in suppressing a
rehellion led by the Awami League. The nossibility of Indian
intervention hung menacingly over the Pakistani crisis, thus
threatening to escalate the reality local confliet into a major

Asian war.

e

In Crisis in Asia, there are six groups of students. Some

students assume the roles of ministers or national leaders of

either the Soviet Union, China, India, Pakistan or the Awami League.
Other students represent the Security Council and the Secretary Gen-
eral of the United Nations. Students try to resolve the crisis pro-
voked by the Bengali rebellion so as to gatisfy their group's ob-
jectives. They do sc by acting as a group in studying the situation,
making a group decision, and then enduring the resulting consequences.
The consequences are determined by the "Director" according to the

10
"Crisis Situation Manual." In Crisis in Asia, the "Director’ es-

sumes a role similar to that of "Control" in Dangerous Parallel.

The simulation model of Crisis in Asia resermbles that of

Dangerous Parallel in that both simulations present a crisis which

can te resolved either by armed conflict or by negotiation. However,
there are differences which set the two simulstions clearly apart.

Unlike Dangerous Parellel, Crisis in Asia attempts to teach a part

of history. Crisis in Asla allows students to experience the deci-

sion options and problems, which faced the world leaders who were
involved in the Pakistani civil war and the ensuing Indo-Pakistani
war of 1971, Students learn the nature of the crisis from both

the simulation game and the supplementary material provided.



S

20

In both Dangerous Parallel and Crisis in Asia, there are suf-

ficient similarities in the pattern of decision-making utilized by
the students to warrant & comparison. On the following pares,
Diagrams I and II depict the sequence of Aecision-making activi-

ties in Dangerous Parallel and Crisis in Asia respectively. An

examination of both diagrams reveals that the pattern of decision-
making for both sirulations is essentially similar. However,
it is in the application of each nhase of decision-making that

Crisis in Asia differs fromw Dangerous Parallel. In Dangerous

Parallel,the student orientation to the conflict and the opposing
national positions is accomplished by a filmstrip and an accompany-

ing recording. In Crisis in Asia, the student orientation consists

of reading the "Crisis Scenario.” In both simulations, the indi-
vidual student learns his assigned role through a student profile
or dossier.

Prior to conducting negotiations or engaging in armed con-

flict, each group of students in both Dangerous Parallel and Crisis

in Asia, snalyse the grouv's particular list of neticnal goals or
group objectives. This analysis helps the students to decide what
thelr group wents to achieve in the simulation game. The third,
fourth and fifth parte of the decision-meking process occur during
each phase of the simulation geme. During each phase or round of
the game, each student group issues a public statement, formulates

a strategy for nepotiation, conducts discussions with other grouns

“

and then adopts a course of action.
both at the end of each phase of tlie gare and at the end of

the simulation, the international situveticn is assessed by tre
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DIAGRAN T

DANGEROUS PARALLIL

Sequence of Decision-making

Orientation to state of raticns
and crisis

on choice cf nation-
al rosls

Decision on content of public
statements

Decision on stratesv for ner
tiations

Decision on course of sction

7 new internaticnal
situstion
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DIAGRAM IT

Sequence of Decision-making

Orientation to state of nations
and crisis

on choice of group

on content of public
statement

Decision

Decision

Decision for neso=

on strategy
tiations

on course of action

Assessment of new international
situation
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teacher and the consequences sccompanving the internaticnal situ-
ation meted out to the studert groups. Tn Crisis in Asiz and

Dangerous Parallel, the decisions arrived at by the student groups

determine the structure of the finsl internationsl situstion,
vhich in turn decides the degree of success azchisved by each group
in the simulation. Both simulations have a debriefing session in
which the decisions made by each student group durins the pame are
evaluated,

Testing is ancother way ir which Crisis in Asis differs fronm

Dengerous Parallel. In Crisis in Asia, the students are given a

"Crisis Scenario” which introduces the problem situstion, that is,

the

-

akistani civil war and nossible foreien intervention. The stu-

dents are also given additional information concerning the structure
11
and function of the United WNations. The students are tested in

both these areas, because this knowledege is essential for the stu-

dent to conduct the sirmlation pame more fully. After the simulation

o o®

same has been concluded, two tvres of exercises occur. Tirstly. the
12
students arswer s Depriefing Questionnaire’”  which then allows the

students to express any feelings which thev may have about the simu-
13

lation. Secondly, a "Final Test”  is admiristered. This test mea-

sures the amount of faetuel information which has been retained by

the student from the simulation exercise.

Learning and Crisis in Asia

Students workine with Crisis in Asia learn the mein organs,

structure and limitations of the United Nations. DParticipants in
the simulaticn exercise are given an introduction to the pelitical

seography of the Indian subcontinent, the Asian power blocs as-
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soclated with the Bengali revolt, and the historical background to
the Pakistani civil war with the Indian intervention ir 1971. Fur-
thermore, the participants study the difference between a civil war
and an internaticnal war. By contrasting the results of the siru-
lation exercise with the actual historical happening, the students
can better understand the decisions and actions of the nations
which were involved in the Asian crisis.

Throuch participation in the simulation game, the students
acouire experience in conducting diplomatic relstions, and Tecom
better able to appreciate the difficulties encountered by sovern-
ment leaders in achieving national cbjectives. The structure of
the simulation model allows students to develop skills in analysing
a situetion and in deciding upon a course of action based on this
analysis. The nature of the foregoing concepts and skills experi-

enced in Crisis in Asia renders them transferable to other similar

historical and contemporary political situations. Thus. the know-
ledge acquired by the student from Crisis in Asia is avplicable to

varicus aspects of sore secondery school social studies courses,
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CHAPTER TIIT

SUPPLEMENTARY TUFORMATION TO CRIGIS IN AGIA
This section of the monograph »rovides an historical acceunt
of the conflict on the Indian subcontinent in 1971, snd a descrip-
tion of the framework of the United Hations. The teacher may use
this information to answer questions which the students may raise
about some aspects of sinulatiorn game. This information may salso
be used to compare the post-game situation in Asia with the actual

historical experience.

The Pakistani Civil War

Tn 1971, a constituticnal crisis in the Pakistani rovernment
exnloded into civil war when the Pakistani army, directed by

T

Presgident Monammed Yohya :haa, attempted to crush the Bengalil op-
position in Fast Pakistan led Ly the Avami Leagus. The crisis cane

about because of the ethnic corpositior of the Pakistani society,

and trhe undewocrstic structure of the Takigtanl governnent. Fifty-

atad Peliegtani nonulation

Tived in Tast Uarxisten, which was inbabited mredominertls Vo osencsliin
“Me sre Al flerent hoth enthpnicallsr and liwruisticesily fron
e M.e 1 Tinity

Lact Taklstan uad more ethnic af
3

stanis. The

[

wita the Dengalis of India, than with the lest Pax
sengalis spoke Bengall while the West Pakistanis preferred Urdu.
The ethnic and cultural differences contributad to a Bengalli feeling

that Fast Pakistan constituted a community separate fron Vest Pakistan,

This feeling was increased by the discrimination experienced by the

P
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West Pakistani dominated rovernment of Pakistan. As examples of
this discrimination one sees that there were less hosnitals and
>
colleges in East than in West Pakistan. Also, Bengalis held a
6

minority of positions in the civil service and the armed forces.
Thus, despite being a majority of the population, the Bengalis were
in a minority position in Pekistan, when compared to the Vest
Pakistanis.

In 1970, the government of Pakistan was contrclled by a milis

T
tary council which ruled by martial law. The President of Pakistan

was a West Pakistani, Major General Mohammed Yahya Khan. As the
West Pakistanis dominated the military hierarchy, thev effectively
ruled the country. In response to vpopular agitation for a more
democratic government, the militarv rulers conducted a '‘one person
one vote" election in October 1970. This election, which was held
throughout Pakistan, was to provide members for a 313 seat Hational

Assembly. The Awami League, a political narty based in East Pakistan,

won 160 seats in the election, and its leader, Mujibur Rahman, was

o

Q
to te the next Prime Minister of Fakistan. The Awaml Lesgue promised

to represent the interests of the Bengalis, and to improve their lot
in Pskistan.

President Yahya Xuan reacted to the election results bv post-
poning the convening of the National Assembly and by not appointing
Mujibur Rshman as Prime Minister. Denied their vietory. the Awari
League called for a peneral strike which paralyzed Fast Pakistan.
When negotiations with the Awami League broke down, Yahya Khan called

upon the military to restore order in Fast Pakistan.
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On March 25, 1971, heavily armed units of the Pakistani army
moved into East Pakistan. They fired indiscriminatelv, accompany-
ing the slaughter with ranre, looting and wanton destruction.9
Many Bengali intellectuals, including Mujibur Rahman, were arrested.lo
Estimates of the Bengalis killed in the ensuing fighting range from
several hundred thousand to three million. The figure of between B -
10 million Bengalis who fled to India as refugees is generally ac-
cepted

The Pakistani army was resisted by the Mukti Bahini or Liberation
Army. The Mukti Bahini was corposed of some Awami League members and
other Bengali supporters. Throughout 1971 there was periodic fight-~
ing along the Indian-Pakistani btorders. In August, the Soviet Union
and India signed a treaty of friendship and security. This treaty
served to warn China of a new Soviet-Indian relationship. China
accused the Soviet Union, India and the United States of America of
interference in Pakistan's internal affairs.ll However, the Chinese
indications of support for Pakistan didn't extend to militarv action.
This is probably due as much to the Indo-Soviet treaty as to Chinese
logistical problems in waging a lone-range war bhevond her borders.

On December 3, 1971, amid mutusl accusations of agrression., full--
scale war broke out on both the East and West Pakistani frontiers with
India. On December 6, after three Soviet vetoes of a United Nations
Security Council resolution calling for a ceasefire, the matter was
referred to the General Assembly.12 The next day, a ceasefire res-
olution was passed in the United Hations General Assembly. India

ignored the ceasefire resolution, recognized the Bengalil nation of

Bangladesh (former Last Pakistan), and the fighting continued.
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On December 16, the Pakistani armed forces in East Pakistan sur-
rendered and India proclaimed a ceasefire. The following day,
Yahyva Khan sccepted the ceasefire. To continue the war was vpoint-
less, because the Pakistani military had suffered reverses on the
western front as well as in Bangladesh. The war was over and a
nation called Bangladesh was born.

The United Nations

In order to understand features of Crisis in Asia, it is nec-

essary for the students to be given the following information about

the United Nations before the simulation game is conducted, The
Uniteé@ Nations isn't a world government. It is an association to
which most nations belong to. Members of the United Nations have
pledged themselves "to maintein international peace and security
and to cooperate in establishing political, economic and social

13
conditions, under which this task can be securely achieved.”
The soverelgn rights of individual menmber states are respected to
the extent that the United NMations cannot interfere in the domes--

1k

tic affairs of a merber state. The Charter of the United Nation

15
was signed by the emissaries of fifty countries in June 1943,

16

By 1971, 132 countries belonged to the United Wations. All mem-
bers of the United Nations are represented in the General Assembly

of the United Nations. The two main organs of the United Hations

involved in Crisis in Asis are the Security Council and the Sec-

retariat in the person of the Secretary General.
In 1971, The Security Council consisted of fifteen members,
each possessing one vote. There were five permanent members and

ten non-permanent members on the Security Council. The five per-
3 b

S



30
manent members were and still are the Soviet Union, the People's
17

Republic of China, France, the United Kinrdom and the United
States of America. By casting a nepative vote, anv permanent member
of the Security Council can veto a decision reached by the majori-

18
ty of the Council members. The ten non-permanent members ar
elected by a two-thirds majority of the General Assembly for a two-
year term, and they may not veto a Security Council resolution.
In 1971, the non-permanent members of the Security Council were
Argentina, Belgium, Burundi, Italy. Japan, Vicaragua, Poland, Sierra

19
Leone, Somalia and Svyria.

The Secretariat of the United lNations 1s composed of the Sec-
retary General, who is the chief administrative officer, and a suv-
port staff. The Secretary General is elected by the General As-

20
serbly, subject to the approval of the Security Council., The
Secretary General may attend reetings of the General Assembly and
the Security Council, but lacks voting privileges., Doth the Sec-
retariat and the Security Council atterpt to mediate international
disputes to prevent the ervption of major military conflicts between
members of the United Mations.

In 1971, the United Jations was unable to intervene directly
in the Pakistani civil war because the United Hations Charter for-
bide interference in the domestic affalirs of s memher state.
Furthermore, the United Yations was unable to nrevent the war be-
tween Tndia and Pakistan, or to successfully mediate the confliect
once it bhegan, as the ceasefire resolution was ienored hy the com-

tatants. Students would be made aware that the United Nations

is only as effective as the member states allow it to be. Without




the cooperation of its members, the United N¥ations is severely

hampered in its efforts to secure world peace.
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CHAPTER IV

CRISIS IN ASIA

The materials which comprise Crisis in Asia are to be found

in the Appendices in Volume II. There are three Appendices.
Appendix A contains the "Director's Manual" and the "Crisis Sit-
uation Manual." Appendix B provides the thirty-six (36) dossiers
each of which provides a student role. Each participant in the
simulation receives a dossier. Appendix C provides a copy of
each test or questionnaire which must be answered by each stu-
dent during the course of the simulation exercise. Each doc-
ument must be reprinted by the teacher to the requisite number of
students participating in the simulation.

The reader should now proceed to read Volume II so that the

following chapters will be better understood.

34
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CRISIE IN AGIA T THE CLASSROCM

This section of the moncgraph is 2 revort of my utilization

of Crisis in Asia in a classroon situation. Crisig in Msia was

used by four clegses of Secondery TII students, fourteen to fif-
teen years of age, at Villiem Mingston f4irh Cehool in Montres

A11 four classes were stulying = Secordary ITT ontional academic

, et i

course entitled lilstorvy 32C, An Introduction to Politics.

Crisis

in association with the part of the afor-

i1
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ementioned course wnich deals with irnternational relations.
Becauce CTISlS 1n As 19 was used by students as one of the
activities used in thelr study of internstional relations, it is

1
interesting to see how they scored on the "Final Test,” which is

one of the components of the sirmulation exercise. It is useful to
exarmine the student scores on the "Final Test’ because this test was

intended to measure what the students learned in terms of factual

knowledge from their participation in Crisis in Asia. The following

Table presents the distridution of raw scores obtained on the "Final
Test.

An examination of the foregoing Table demonstrates that only
a small minority of & were unable to attain a score of fifty per cent
and that a larpge majority of students performed extrermely well on the

'Final Test.” TInasmuch as the "Final Test” is desiened to assess the

35
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TABLY 1
- Percentage Class Class Class Class Total Humber
Seored 1 2. 3. k. of Students
0 - 25 0 0 0 0 0
26 - 50 0 1 3 2 6
51 - 15 10 11 9 7 35
76 -100 2h 20 A8 23 ) R
TOTAL 34 32 30 . e e
amount of factual information assimilated by participants in the simula-
tion exercise, the large number of students who scored over 75% indi-
cates that the majority of students found Crisis in Asia to be a
profitahle learning experience.
However, the "Final Test' doesn't measure anvy areas of learning
provided by Crisis in Asia other than the acquisition of facts. To
oy pursue this point, I will examire selected student responses to the

"Assessment Questionnsire”’ vhich was distributed snd answvered during
the Phase XIV of the simulation exercise. I will now provide =

question by question analysis of selected student resyonses to the
9]

"Assessment Questionnaire.?u
3

There were a varietv of auswers to the following auestions:
WHAT DID YOU LEARN FROM CRISIS IN ASTA?

A nurber of students claimed to have learned something about
how nations conduct diplomatic relations. One of these was W.0., who
said: "I learned the way nations deal with each other.” Other stu-
dents learned about the organization and functioning of the United
Wations. G.R. wrote I learned how the U.W. works.” Some students

remarked about the difficulty in preserving peaceful relations be-

tween nations. S.8. stated, "I learned that to make a war it doesn't
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take much but to make peace it takes long before you can get it.’
The remainder of the students made general statements, the most
representative of which would be A.P.'s who said 'I learned gbout
the crisis in Asia and diplomatic relations and what a civil war
is.”

WHAT DID YOU LIKE ABOUT CRISIS IN ASIA?

Some students appreciated the realistic environment created by
Crisis in Asis. B.Z. wrote , "It made me feel like a leader.’
Concurring with B.Z., A.M. said "It felt like a real war. It was
like Mononoly but here it kind of mattered if you won or lost.®
Others liked the decision-making aspects of the simulation. T.T.

said, "I liked making decisions.” Z.M. stated, "It was fun figuring
out what to do to get our points.” A nurber of students enjoved
simulation es a method of instruction. J.CG. wrote, "I liked the
game way of learning because since it was a game more people were
interested and they learned something., Also it was fun working with
other people together.”

However, fifty-two students disliked the frustration they ex-
perienced in attaining their group's objectives. =.A. asserted,
"I disliked losing.” M.F. simnly wrote, 72 lack of cooperation’
ard when pressed refused toc elaborate. Presumably. this "lack of
cooperation” was experienced with other members of the group. One
student, M.G. who was deceived by other groups in the simulation
cormented, "The fact that India and the Awami League bluffed.”

Wine students were confused. One of these, F.L., stated. 'What

I didn't like was the beginning everyone was confused but after =

while it was running smoothly.’ Three students claimed that the
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entire exercise was boring and finally *two others liked everything
in the sirmulation tut the Final Test.'

The followine table gives peneral reaction to Crisis in Asia.
An examination of this table clearly shows that a substentisl major-
ity of students deemed Crisis in Asia to be an interesting activity.

TABLG 2

CRISIE INW ABIA IS.....

Total Bumber

Class Interesting Boring In-Between of Students
1 16 1 17 3k
2 31 1 32
3 23 1 6 30
L el e -3 230
TOTAL 21 e W2t 126

If the student responses in Table 2 are compared with the stu-
dent answers in the following table, one can conclude that even those
pupils who didn't find Crisis in Asia to be particularly interesting,
still feel that Crisis in Asia should be used by future history clas-
ses.

TAELE 3

CRISIS IN ASIA SHOULD BD USED BY OTHER STUDENTS NEXT YEAR,

Total Number

Class fes o of Students
1 32 2 3k
2 32 0 32
3 30 0 30
b .29 1 .30
TOTAL 123 3 126
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The answers which are provided in Table 4 indicate that the
overvhelming majoritv of students are interested in simulation as
learning experience.

TABLE b

I WOULD LIKE TO DO MORE SIMULATION EXFERCISES THIS YEAR.
Total Number

Class Yes No of Students
1 29 5 3k
2 32 0 32
3 30 0 30
b _29 _t .30
TOTAL 120 £ 126

The answers given by the students to the "Assessment Cuestionnaire

prove that Crisis in Asia ig a worthwhile educational activity. It

seems to me that a considerable majoritv of studerts judered Crisis

in Asis to be a veryv worthwhile educational exverience.

Thus far in Section 5 of the wonograph the student performance on
the "Final Test” and the‘rAssessment Ouestionnaire’ has been dis-
cussed; I will now describe the results of the simulation rame in terms

of the points accumulated bv each rroup of students. The following

table gives the points scored by each group in each class of students:

TARIE 5

Group Class Class (Class Class

1 e
Soviet Union g 9 9 G
Chin= 10 ) o &
Tndia £ 9 9 9
Pakistan 7 ¢ 0 0
Awanmi League 0 3 0 9
United Mations 19 7 7 7
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Generally sveaking, the points svstem , which made some ob-
jectives more important to the group than others, domineted the
rame. DPecause it was in evervone's interest, no wars occurred bhe-
tween either the USSR and China or Chine and Indis in any class.
However, various diplomatic fectors such as intimidation, bluffing,
and deceit plaved an important part in the simulation game. In
]

classes 2, 3, and 4 Indis successfully secured the independence of

Ban in a short war. In

rladesh Lv invading snd defesting
these classes, btoth the USSR and the United Hatiorns persuaded China
fror urdertaking any military intervention. The resulting situation
at the end of the simulation rame corresponded to the historical

reality. Ilowever, in class 1, India was sufficiently intinidated

by China that Falkistan was able to crush the revolt of the Awami

[l

eacue without India rilitarv intervention. This was the onlyv in-
stance where a result was nroduced which did nol correspond to the
historical reality. This fact was peinted out to the students after
the sirmulation game was concluded and the intimidation of Lthe JTadian
sroup ty the Chinese proun wag recosnized in the resulting class dis-
cussion.

There vere a nurber of satisfactorvy experiencez in the applica-
oo

5
tion of Crisis in Asia in the classroom situstion. In These 1 of

sinulation exercise, I tried to impress unon the class that simula-

-

tion is a teaching method as valid as the more familiar lecture and
inquiry techniques. Once the students understood that thev would bLe
required to think, to rake decisions, and that thev would be evaluated.

their attitudes towards Crisis in Asia becsme considerably more serious.

-
i

Doule-testing also proved to be very successful. The "Scenario’




b1
wes the student's first contact with Crisis in Asia. When the
7
“Scenario Test" immediastely followed this initial contact, the
nuplls realized that they had to understand the basic factors in
the problem presented by Crisis in Asia, in order to pley the game

effectively. Once the students understood the basic problem in

Crisis in Asia., namely the Pakistani civil war of 1971 and the im-

plications which this conflict had for Asian pesce, they were able
to get into the game rather quickly. and better comprehend their
game materials. The "Final Test” was to demonstrate the amount of
knowledge acquired bv a student from participation in the simula-
tion exercise. I feel that the presence of testing encouraged some
students to particirate who misht not ordinerily have done so.

The individual student dossiers coutained sufficient information
to clearly define the role of each student and that of his or her
group in the sirulation rame. As was nointed out by several students
in each class, those students who didn't bother to resd their dos-
siers were usually victimized by the more knowledreable ones in the
diplomatic roves which comprise the siwmulation rame. Vhen assessed
2s a vhole Crisis in Asia proved to be an interesting and educationel

experience for the students.
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J
futhor. The grammar and spelling involved in the student
regpongses have not been altered.

L

Author. Fach grour of students was assioned a number of
objectives. Fach objective was worth z number of points. If at
the end of the sirulation pame the objective had bheen secured the
student sroup was awverded the amount of noints which the objective
was worth. The raximum number of noints a sroup could et wag ten
(10) poirts. The points system is desismed to encourarse students
to make decisions which would result in g noliticel situation at

the end of the simulation rame which corresrvonds with the historical

reality.

1

Arnendix A, Director's Manual . 6.

endix A, Director's “anual, n. 7.

frpendix A, Director's Manual p. 12,
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CHAAPTER VI

CONCLUSION

Crisis in ’sis was designed to teach students about the Pakistani

civil war in 1971 and the implications which this strugrgle haéd for
the political situation in Asia. Particivants in this simulation
exercise became acquainted with the general structure and function
of the United Hations. Simulation paming was chosen as the in-
structional method to present the aforementioned information be-
cause a game can serve to encourage learning by students who
wouldn't ordinarily be interested in a given tonic. The gaming

aspect of Crisis in Asia is accompanied by activities for the student

such as reading material and testing, which make it a more comprehen~
sive educational instrument than a simple pame would be. By as-
suming the role of a national leader, a student is enabled to study
the vroblems presented bv the sirmulation exercise from the vpoint

of view of someone who was directly involved in the crisis in 1971.
By comparing the historical reality with the result of the simula-
tion rame, students are better able to understand the decisions
made by the national leaders in 1871. Students thus enjovy a more
complete learning experience because after the simulation, thev not
only know what happened, but they can see the factors and logié
that went into the decision-making process of each nstional leader.

Crisis in Asia was used by four classes of Secondary IIT

1
high school students. As has been previously shown in Section V

the student responses to the "Final Test” and the'Assessment Ques-

L3
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Lh
tionnaire” indicate that the majority of particivants found

Crisis in Asia to be an interesting and worthwhile learning ex-

perience. Thus, when considered on its merits as an instructional

instrument, Crisis in Asia should be useful to a teacher intending

to use sirulation in the classroom.
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