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From the Board

News From the Board
This is an exciting time for the NASAGA organization as we are celebrating the 50th anniversary of conferences
promoting games for learning. And, we are bringing back many past NASAGA leaders to our conference to share
some of their best sessions or the latest things they have learned. Also, we are bringing in many new faces with our
new track of game-playing enthusiasts who want to start using games at their workplace. Last but not least, we are
coming out with our first NASAGA-member generated book of training activities.
Scott Nicholson and I were able to go to Columbus, Ohio, for the Origins conference (a conference run by
game-playing enthusiasts) in late May where we presented a two-hour version of what our pre-conference session will
be. We started with a 90-second jolt and debrief, followed by a sudden survey activity for expectations, a role-play
conversation between Scott and myself to share our experiences of using games in the workplace or academia, and
finished with a longer activity where everyone, working in small groups, came up with tangible take-aways that they
could do that week, that month, and throughout the year in order to use their game knowledge and experience at work.
The session was very well received: we expect to do a deeper dive during the pre-conference session where many of
these participants will join us!
I am also pleased to announce that the NASAGA board of directors has decided to appoint
long-time NASAGA member and leader, Chris Saeger, as the Executive Director of
NASAGA. This is a new volunteer position. He will work on NASAGA marketing, potential
partnerships with other associations and companies, and will provide continuity as board
membership periodically changes. This decision came out of a NASAGA SWOT analysis
(strengths, weaknesses, opportunities, and threats) that a board subcommittee conducted, and
I think this and other outcomes will help NASAGA for the long-term.
Other wonderful news: new board member Allan Fowler of the University of Waiariki in
New Zealand will be leading his students in a project to re-image NASAGA in terms of logo, website look and feel,
and social media usage. If you have an artist’s or designer’s brain and want to help with this effort, please email Allan
at Allan.Fowler@waiariki.ac.nz. We'd love your thoughts.

Greg Koeser

P.S.: Don’t forget to register for the conference in Columbus, Ohio, November
7th-10th. Early bird registration is still available and there is still time to apply for a
scholarship. See page 4 for details. I look forward to seeing you there!
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NASAGA Training Activities Book

What Would Interest You
in Another Training Resource?
Check all that apply:
□ 28 complete activity designs from purpose through
debriefing with two variations each.
□ Access to all handouts online through the Pfeiffer web
site.
□ DATA, GURU, 9 Es, ORID, and other debriefing
models.
□ Activities cross-referenced to all of these training areas:
cultural/cross cultural training, creativity and innovation, communication, customer service, decision
making/problem solving, organizational development,
self-awareness/personal growth, team building, training
of trainers.
□ 12 ways to consider modifying activities.
□ 33 cultural considerations in training activities in terms
of concepts, participant knowledge, training/learning
environments, orientation toward values, language and
communication styles, and “cultural advantage.”
□ Games and debriefing model by Thiagi.
□ Activities contributed by trainers in Canada, Czech
Republic, Germany, Italy, Philippines, Scotland, Spain, Taiwan, The Netherlands, and the U.S.
□ Activities contributed by 5 NASAGA Ifill-Raynolds Lifetime Award winners.
If any of these points pique your interest, you are in luck! The first NASAGA publication, The NASAGA Training
Activities Book, has all of these! It will be published in Fall 2012 and be available through Pfeiffer.com and
Amazon.com. All conference attendees in November will receive a copy.

Visit www.nasaga.org and join in the discussion about
interactive teaching methods.
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Celebrate 50 Years of Gaming Conferences
With Us in Columbus!
We are ready for you!
• Our conference program is set. Check out the great variety of sessions and events on pages 6-8. If you missed
the descriptions of the preconference certificate courses and workshop, see our last issue
(http://www.nasaga.org/page/read-simages). Meet our other keynote speakers and their sessions on pages 9 &
10.
As always, we will feature full-day certificate and preconference programs, keynotes, concurrent sessions,
games night, an expo, and a banquet filled with fun and celebration. All participants will receive a copy of our
first publication, The NASAGA Training Activity Book, meet many of the contributors, and participate in some
sessions featuring activities in the book.
• Registration rates are low ─ the same as the last two years! Early bird rates end on August 4th, so don’t delay.
Speakers, students, and non-profits and groups have special rates.
Register online:
https://www.regonline.com/builder/site/?eventid=1047974.
Save $10 on your registration fee by paying with PayPal!
Simply enter the discount code PAYPAL when registering!
• Scholarship applications are due August 4th. First-time
attendees and students may apply. Scholarships cover registration for the conference. Housing and pre-conference
programs are the responsibility of the scholarship winners.
See page 11 for how to apply.
• Do you need to make a business case for attending the
conference? If so, we have two different formats on our
conference tab on the website to help you make the case to
your employer.
Check them out at this link:
http://www.nasaga.org/page/conference-2012.
• Conference hotel rate is incredibly low. Our amazing
conference rate is US$119.00/ night! The conference rate is
available for Saturday night after the conference, so you and
your family can spend the rest of the weekend in Columbus.
If you need a roommate there is a posting on the NASAGA
blog that asks for those interested in being a roommate to
post their information so that they can be contacted. Register directly with the hotel, telling them you are a part of the
NASAGA group.
Crowne Plaza Hotel
800-338-4462
33 E. Nationwide Blvd
Columbus, Ohio 43215
United States
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Conference 2012
Celebrate 50 Years of Gaming Conferences With Us in Columbus, continued
How can you help us make the conference even better?
• Share the news of the conference at your workplace, at presentations you make, in your newsletter, and with your
email list.
NASAGAns love to network with trainers, designers, educators, consultants, and coaches from all over the
world. Most participants identify this as one of the highlights of any conference. Presenters are happy to discuss
their work and participants will be in sessions and at meals with some of the big names in the field. Offer this
unique opportunity to your colleagues and network, too. Copy and use the conference flyer on page 14 to help
us publicize the conference.
• Donate to the auction. Each year we have both a silent and live auction with funds earned providing scholarships
for the next conference. Donate a copy of your book, training materials, commercial games you like, jewelry,
homemade jams and goodies, funny hats, your favorite libation, anything goes! Even if you can’t attend, you can
donate. Contact Julia Feng, jfengxyz@gmail.com.
• Display at the Expo. We have a two-hour Expo on Thursday evening before games night. Speakers can have a
table free; if you are attending the conference but not presenting, you can pay $25 for a table. We will have a
book signing of our new NASAGA Training Activities Book this year. Light refreshments and a cash bar make
it festive. It is a good opportunity for you to talk with participants about your company or consultancy, or sell or
have order forms for your products. Any sales are between you and the buyers; NASAGA is not involved. Contact Nikki Boeshansz, nasagaconference@gmail.com, to reserve your space.
• Sponsor something at the conference. There is a huge range of opportunities and all will help publicize your
business as well as help NASAGA.
NASAGA is a non-profit organization run completely by our volunteers. We have thrived for decades with
generous donations from sponsors such as HRDQ, White Castle, The Thiagi Group, and The Firefly group.
There are many different ways to get your company involved with a variety of different sponsorship opportunities. The benefits of sponsorship far outweigh the costs. Being a lifelong partner of NASAGA means that you
will always have networking capabilities all over the world. See the sponsorship opportunities at the conference
on page 13.
Summary of conference information in this issue
•
•
•
•
•
•

Conference schedule (page 6)
Keynote speakers’ presentations and bios (page 9)
Scholarship application (page 11)
Sponsorship opportunities (page 13)
Reproducible flyer to send to your colleagues (page 14)
Also read the historical highlights starting on page 15 of this issue to see what some NASAGAns share as their
conference memories.
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2012 NASAGA Conference Daily Schedule
Wednesday, November 7th
Time
Event
7:00 a.m.
Registration Opens
9:00-12:00

Presenter

Certificate Workshops
Morning Sessions
A. How to Design Games, Activities and
Simulations

Remer and Raja
Thiagarajan

B. How to Facilitate Games, Activities and
Simulations

Thiagi

Pre-Conference Workshop

Koeser and Nicholson

From Gamer to Trainer/ Performer: Taking your
Passion for Play to the Workplace
12:00-1:00 p.m.

Lunch on your own

1:30-4:30

Certificate and Pre-Conference Workshops
Continue

5:00-6:00

Newcomers’ Orientation

6:00-8:00

Welcome Reception

Thursday, November 8th
Time
7:00-8:30 a.m.
Registration

Event

8:00-9:00

Breakfast (provided)

9:00-10:30

Welcome and Keynote

10:30-11:00

Break

11:00-12:30

Concurrent Sessions

12:30-1:30 p.m.
1:30-3:00

Presenter

101 Risky Business: It’s Not All in the Dice

Johnson

102 Indigenous Cultures and Project
Management

Ochoa

103 Using Card Activities as Frame Games

Brunker

104 Values Alchemy: Transform Live and
Online

Ernst

Lunch on your own
Concurrent Sessions

Salter

201 Building a Better Reality Together:
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2012 NASAGA Conference Daily Schedule, continued
Time

Event
Alternate Reality Games as Shared Worlds

Presenter

202 A Minimalist Approach to Facilitation

Thiagi and Raja

203 Experience Design: A Methodology for
Capturing and Deploying Experience Through
Simulation

Spero

204 Board Game Principles for Learning, etc.

Koeser and Nicholson

3:00-3:30

Break

3:30-5:00

Concurrent Sessions

Wooldridge

301 Instructional Uses for Common Games

5:30-7:30
7:30- until
the fun ends!

302 Art Pictures for Intercultural Games

Boeshansz

303 Cloud Computing

Kinczkowski et al

EXPO Exhibits and NASAGA Book Signing –
Light snacks provided
Games Night
Light and Lively

Richard Powers

Life in Mai Gdya: An L2 Writing Sim

Joshua Paiz

Leading a Training Project as If People Mattered Ken Spero
Friday, November 9th
Time
7:00-8:30 a.m.
Registration

Event

8:00-9:00

Breakfast (provided)

9:00-10:30

Welcome and Keynote

10:30-11:00

Break

11:00-12:30

Concurrent Sessions
401 GPS-Powered Team Building

Presenter

Chen

** Notice this session will continue in the
1:30 p.m. block
402 Make Your Best Choice of Activity

Blohm and Needlman

403 Crossing Barriers Inside and Out in
Adapting to Climate change

Morrisey and Kelly

404 Team, Trust, and the Resistance

Rennich and Mitchell
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2012 NASAGA Conference Daily Schedule, continued
Time
12:30-1:30 p.m.
1:30-3:00

Lunch on your own

Event

Concurrent Sessions
501 GPS- Powered Team Building (continued)

Chen

502 Facilitating Very Large Groups

Thiagi and Raja

503 Functional (un)Reality in Virtual World
Learning Environments

Coleman

504 Creativity Reborn: Vocaloid Hatsune Miku

Endresak

3:00-3:30

Break

3:30-5:00

Concurrent Sessions

6:00-9:00

601 The Latest and Greatest Ways to Teach the
IPhone Generation

Deck

602 Business Simulations

Gallanar

603 The Trust Game

Powers

604 Getting to Know You and Diversity

Petranek

Fiftieth Anniversary Awards Dinner,
Auction, and Festivities

Saturday, November 10th
Time
8:00-9:00 a.m.

Event

Breakfast Provided/Business Meeting

9:00-10:30

Welcome and Keynote

10:30-11:00

Break

11:00-1:00 p.m.

Presenter

Certificate Closing Presentations and Conference Close

Remember to visit
http://www.nasaga.org/page/conference-2012
for all Conference 2012 information!
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Keynote Addresses
Thursday’s Keynote
Jumpstart the NASAGA conversation at the Thursday keynote! We’ll begin our conference by creating a strong
community of learners and practitioners and building immediate connections with other attendees. Participants will
have a better idea of the types of expertise that other NASAGA members have, both on a personal level within a
small group and on a conference-wide level. Participants will reflect on what skills and help they would like to find
in others while networking, and what they in turn have to offer to other participants. We will be exploring what
each of us brings to the conference, how each of us hopes to grow and solve problems through the connections we
will make, and get into the spirit of NASAGA itself!
Facilitators
Melissa Peterson
Melissa Peterson brings a unique perspective to immersive and experiential learning, with a background in cognition and informal education. Currently a producer with Ayogo Games, her past experience with designing and
developing museum exhibits and hands-on activities at The Franklin Institute and other informal science environments has given her work a strong focus on exploratory and problem-based learning and training solutions. Having
obtained an MS in Free-Choice Science Education from Oregon State University, she continues to be interested in
leveraging games to make STEM learning fun for all ages and to increase the number of mad scientists in the
world. She takes a constructivist view of education believing that effective learning experiences allow learners to
try new things, and never involves rote memorization.
Scott Nicholson
Scott Nicholson is an Associate Professor at the School of Information Studies at Syracuse University. He is also
the author of Everyone Plays at the Library: Creating Great Gaming Experiences for All Ages, published in 2010
by Information Today. Dr. Nicholson studies game design for education and games in libraries, and is a published
board game designer. He was the host of Board Games with Scott (http://boardgameswithscott.com), runs the
Game Lab of Syracuse, and joined the NASAGA board in 2010.
Greg Koeser
Greg Koeser has been a senior training consultant with RWD Technologies, a division of General Physics, since
1997, primarily working with enterprise software training. He is a member of the RWD Council of Innovation,
representing the use of games and simulations for learning, and a juggler, balloon artist, puppeteer, storyteller, and
board game designer. Greg has been a NASAGA board member and secretary since 2007 and is currently the
chairman of the NASAGA board of directors.
Chris Saeger
Chris Saeger has been creating interactive learning experiences for a variety of organizations since 1985. He is an
ISPI Certified Performance Technologist (CPT) whose work has been published in the Team and Organizational
Development Sourcebook (McGraw-Hill). His work has been recognized by American Society for Training and
Development (ASTD) and Lakewood Publications (Training Magazine).

-9-

Conference 2012
Keynote Addresses, continued
Chris has presented at the North American Simulation and Gaming Association (NASAGA), ASTD, and the International Society for Performance Improvement (ISPI) conferences. He is a past chairman of NASAGA’s board of
directors and a winner of their Ifill-Raynolds lifetime achievement award. He designs and delivers learning experiences for non-profits, manufacturing, information technology, professional associations, and healthcare companies.

Friday’s Keynote
Title: WYPINWYG: What You Perceive Is Not What You Get
Description
How do we perceive each other? What do our perceptions mean for our interpersonal interactions? What types of
expectations do we have of each other based on our subjective perceptions? Why do we form these expectations?
What assumptions underlie the formation of our expectations? How can we avoid forming assumptions so that we
can improve our ability to differentiate between our own subjective perceptions of other people's identities and the
personal identities that they are trying to portray?
These are just a few of the questions that we will address in this keynote activity. The activity is adapted from The
Turing Game experiment that was conducted by Joshua Berman and Amy S. Bruckman at the Georgia Institute of
Technology from 1999 to 2000. The original experiment was intended to explore the issues surrounding identity
perceptions in indirect communications such as virtual environments, particularly the differences between intended
and perceived roles, and this activity has a similar goal.
After the activity is completed, we will discuss the rationale for offering various guesses based on the answers that
were provided. We will discuss the potential implications that this reasoning has for our expectations of and
assumptions about other people, as well as how we might moderate such reasoning in order to better understand and
accept each of our individual identities. Finally, we will discuss how the roles we play in society urge us to meet
various expectations.
Facilitator
Dave Endresak received his M.A. in women's and gender studies from Eastern Michigan University (EMU) in
2009. He received his B.A. in women's and gender studies with a minor in Japanese language and culture from
EMU in 2007. He is currently a doctoral candidate pursuing his Ph.D. in technology through EMU's College of
Technology interdisciplinary program. Dave's research interests include analyzing feminine motifs in popular
entertainment products with a special focus on feminine and cultural elements in Japanese popular culture. He
devotes his time to comparing and contrasting cultural elements in media content, particularly electronic games,
animation, movies, and TV shows.

Saturday’s Keynote
Saturday’s keynote was featured in the last issue of SIMAGES. http://www.nasaga.org/page/read-simages

-10-

Conference 2012

Scholarships &
First-Time Attendee Incentive Awards
for the
NASAGA Annual Conference
Crowne Plaza
33 East Nationwide Blvd
Columbus, Ohio
Deadline for Application: August 4, 2012
NASAGA is a network of professionals working on the design, implementation, and evaluation of games and
simulations to improve learning results in education and training. Each year NASAGA holds an annual conference.
The goal of the scholarships and first-time incentive awards is to allow more individuals to participate in the
conference by paying for part of their conference expenses.

Description

The scholarship covers the conference fee. The conference is from November
8-10, 2012, welcome reception on the evening of November 7. Those receiving
awards are responsible for their travel and accommodations at the conference
hotel. They are also responsible for paying for a preconference workshop or
certificate program on November 7, 2012, if they wish to attend one.

Conference
Fee

Eligibility

All first-time attendees are eligible for this award. Priority, however is given to:
• Students who study in the fields of education, educational technology,
training, adult education, and related fields.
• Students presenting at the conference.
• Students or teachers who have designed games or simulations.
• Students or teachers who have a current project related to games or
simulations.

Evaluation: The following page includes a table with the criteria used to evaluate each application.
Notification: All candidates will receive award decisions by August 31, 2012.
Application

Please provide the following information concisely in a Word document.
Part one: Contact information
Provide us with the following contact information:
• Your name
• Mailing address
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Conference 2012
Scholarships & First-Time Attendee Incentive Awards, continued
• Phone
• Email address
• Name of organization or work affiliation, if
applicable
• Educational institution or school district, if
applicable
• Address of educational institution or school, if
applicable
• Field of study (education, educational
technology, etc.) or teaching disciplines
• Degree (undergraduate, graduate, or other:
please specify)
• Student status (part-time or full-time), if
applicable
• Indicate if you are interested in a full or partial
incentive. If partial, what would you like
covered?

SAMPLE
Scholarship / First-Time Attendee Incentive Award Evaluation
Name of applicant: ___________________________________________
Criteria
Student status (5 points) Full-time
(4 courses per session or as defined
by the institution) = 5 points Parttime (1 course = 1 point, 2 courses
2 points, 3 courses 3 points) Teacher
status (5 points) 1 point for every
year taught up to 5 points total.
Professional status (2.5 points)
.5 points for every professional year
up to 2.5 points total.
Discipline (5 points) For students
and professionals: Fields related to
teaching, training, instructional
design, etc. = 5 points Other fields
= 1-3 points Teachers automatically
get 3 points.
Interest in games and
simulations (10 points) Highly
motivated = 2 points Has designed
G&S = 2 points Current project
related to G&S = 2 points Reference
letters states experience in use or
development of G&S = 2 points Able
to communicate how will use
experience to continue using G&S in
their field of work = 2 points
Presenting at the conference
(5 points) Yes = 5 points No =
0 points
Total possible: 25 points

Part two: Interest
Please include a short essay describing your interest in
simulations, games, or other interactive learning.
For example: Have you used games/simulations for
education/training purposes? Have you developed
games/simulations or other interactive training
methods? How do you plan to use games/simulations
in your work?
Limit your essay to 500 words.

Points received and comments

Part three: Attachments
Please include the following:
1. If applicable, provide a proof of your status as a student in a recognized institution (including your status as
part-time or full-time). This should be on the letterhead of your school. A scanned copy is acceptable.
2. Two references
Please provide two reference letters explaining why you are a good candidate to receive this scholarship.
Include their contact information. The letters are expected to come from professors if you are a student or
current co-workers or supervisors if you are not a student.
3. Resume
Include your resume.
Part four: Send
Send by e-mail to: Marla Allen at marlaallen@aol.com. If you have questions, contact Marla at 704.957.1400.
Part five: Telephone interview
You may receive a phone call regarding your application.
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Sponsorship Opportunities
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North American Simulation and Gaming Association
We are the North American Simulation and Gaming Association!
We are a creative community of professionals who are looking for other consultants, trainers, designers, coaches, or
educators who use games, simulations, or experiential learning in their work. We promote the use of interactive
methods of education.

NASAGA is Free!
Go to www.nasaga.org to join. Membership provides access to information and participation with the
click of a mouse! Read our blog and forum where you can join the
conversation: post training/education questions, suggest or ask
about resources you know or want, and get immediate responses
from people all over the world. Join discussion groups. Gain access to
training issues, and, of course, learn about and register for the 2012
conference in Columbus, Ohio!

The 2012 OHIO Conference
Our conference this year hosts a 50th anniversary celebration, commemorating the on-going proven success of our organization. All
vating interactive ideas presented by world leaders in simulations,
games, and active learning.

Features of the 2012 Conference
-Games night to experience full serious games and simulations
-Keynote speakers who will motivate and educate
-Interactive concurrent sessions addressing various teaching and training topics
-Expo of presenters and book signing
-Networking opportunities with trainers, designers, educators, consultants, and coaches from all over the world!

Scholarships Available
the use of simulations, experiential learning, and games, to the conference. Look for our scholarship information
on our website.

Register for the NASAGA conference at:
https://www.regonline.com/nasaga2012conference
Membership in NASAGA is FREE!

Special Feature

Memories of NASAGA Over the Years — Part 2
The elevator pitch: My initial experience with the world of simulation and gaming occurred in Los
Angeles at the first NASAGA conference in 1975. I stepped into a crowded elevator that was on its
way up to the registration desk where this East Indian fellow with a thick accent (Sivasailam Thiagarajan aka Thiagi) was giving a demonstration of calculator games. That year, I was teaching statistics to social science majors and knew how anxious my students were about math and calculators so
I was keenly interested in his spiel. Thiagi held us spellbound as we followed his instructions to
make our calculators read the same as his and by the time we reached our stop on the elevator, I was
sold on using calculator games in my class. So before I even registered for my first conference, I had
experienced the excitement and utility of games and of their power to educate.
An embarrassing moment: In 2006, my wife, Elki, and I drove to Vancouver, B.C. where I was scheduled to do a
communication roadblock exercise at the NASAGA conference. I’d been revising this game for several weeks and
had prepared what I thought was a neat package. The package included two 20 x 24 inch poster boards, each painstakingly ruled into 12 columns of 20 rows; several packages of large red and blue dots; and three sets of a dozen 5 x7
cards. Each card had a communication roadblock with an example of how it’s typically used.
It was raining hard the morning we set out so I covered the assembled package with a large plastic trash bag, taped it
up, and set it down in the middle of our living room floor so we wouldn’t forget it. We were relaxing in our hotel
room after the evening welcoming party when I asked Elki where she’d put the game. She looked at me for a long
second and said, “I didn’t pack it—I thought you did.” We stared at each other for what seemed an eternity and I
watched her face slowly turn white. We’d forgotten the package.
Elki has a bad case of performance anxiety and feels any mishap that happens to me as keenly as if it had happened
to her. Her first words after regaining some composure were: “Get packed. We’re going home. Now!”
I was not sure what to do and was tempted by her suggestion. But after 20 minutes of cursing my stupidity and
wallowing in panic, I asked myself what I needed for the session. It turned out all I really needed was a list of the
twelve roadblocks. I set about writing down those I could remember and recalled nine. We hustled up some flip chart
paper and Elki got busy drawing the 9 x 20 lines for each chart with a felt tip marker.
I confessed my blunder to the audience first thing next morning and waited for some to leave in disgust. No one did.
People were understanding and sympathetic. (This was a NASAGA conference after all). Two suggested a roadblock they’d encountered in their practice and I added those to our list. We completed all the steps in the exercise and
ended with a stimulating debriefing.
There were at least two unexpected beneficial outcomes as a result of my misfortune.
• I learned that if I (or any game designer) thoroughly understood his or her game, it was possible to make do
with whatever is at hand to play the game.
• Initially, I felt responsible for and worried about the success of the session. But other trainers and teachers in
the audience have years of hard-won lessons to share and were happy to do so. So invite participants to share
their knowledge when you present. You’ll invariably learn something about your game, as I did.
Richard Powers [rbpelk@gmail.com]
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Special Feature
Memories of NASAGA Over the Years, continued
Most certainly the conference that took place in San Francisco where many colleagues from Montreal were present
was my most memorable NASAGA conference. Why? Because meeting different people in an environment that was
definitely displaying an open mind to human beings regardless of their race, gender, sexual orientation, etc., was wonderful. It was a feeling that was totally present. Just like when you are with friends that appreciate you for who you
are regardless of the small differences we have as human beings.
One thing that I learned at NASAGA that I have used over and over
is this little jolt: when facilitating training interventions on the topic
of giving and receiving feedback, I have pairs think of an animal that
would best represent the person standing in front of them... There is
more to this activity of course and I would be happy to share the
whole thing with you if you need it—just write me an email.
I always look forward to meeting new people and getting to know
them as well as learning from them how they use games and simulations on a daily basis. And there are not only professional discoveries but personal discoveries as well. I was having lunch with other
conference participants and listening to a father talking about his
daughter that was having difficulties with her girlfriend and wanting so much that she would be happy. The concern
was his daughter’s happiness rather than her sexual orientation—remember this was in the 1990's—and I was amazed
at how this could be something that would, one day, be the world that we live in. Wow!
NASAGA memories are fond memories and it is always really nice to spend time with colleagues that have evolved
with you in the same environment (i.e., Greater Montreal) and that you can count on for sharing and learning.
Thanks NASAGA!
Magella Sergerie [magellas@videotron.ca]
I was in San Francisco for my first NASAGA conference, like my friend and colleague Magella Sergerie—Sonia
Ribaux, another dear friend and colleague was the one who had sold us on the idea of attending and I still thank her
to this day. San Francisco had a mystery theme and there was lots of improvisation and I was having fun but not yet
seeing how all this could help me in my work. Well my doubts did not last very long as the many sessions which I
attended quickly enlightened me.
I have been wracking my brains for the NASAGA
A few years later there was the fabulous Montreal
activity that is the most memorable to me—the only
conference which had probably the highest attendance
thoughts I have—it was in a bar, very friendly atmoever. It was magical, high in colour, from the marvelsphere and an enigma, even in the invitation—the
ously well designed bag we were given at registration to
postcard invitation was very creative—it had a comethe comedia activity in a club to the closing banquet with
dia del arte mask in bright colours... which I kept on
Dave Matte's original costume and animation.
my wall for ages! And yes it was in Montreal.
Naheed Rizvi [naheedrizvi@videotron.ca]

My thoughts bring me next to New Hampshire which
Brian Remer organized. Sonia had suggested I join the
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Memories of NASAGA Over the Years, continued
board as had Brian Remer and I figured why not—my name was proposed at the business meeting and I was voted
in. My first board meeting was on the same day, a Saturday, and I was warmly welcomed into the group, even though
at that first meeting I did not have much to contribute. I did though volunteer to help Charles Dupont with bookkeeping and I eventually took over that responsibility and created a data bank of past budgets and expenses so we would
know where we stood finance-wise. I did this for quite a few years and eventually passed the responsibility back to
an American to facilitate the banking aspect.
I did not though want to cut all my ties to NASAGA so when SIMAGES
was looking for a co-editor, I humbly offered my services and again was
warmly welcomed into the team. That is I guess what I particularly like
about NASAGA, everyone is made welcome, everyone has something to
offer, everyone shares, everyone learns.
Thank you all NASAGAns who have contributed to the professional I
am today.
Hope to see you all in Columbus, OH, I don't know where it is but I will
definitely be there for the 50-year bash!
Liliane Lessard [liliane.lessard@videotron.ca]

Get involved with NASAGA!
• Share conference information with 10 colleagues
• Post a comment or question on the website forum
discussion or respond to a blog post
• Use the Facebook Like button to put NASAGA news
on your Facebook
• Plug NASAGA when you introduce yourself or do a
presentation or training
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Article

Designing Simulation Games for Sustainability
Main Theme of ISAGA’s Summer School 2012
ISAGA posted on our website discussion information about their summer school for this year. Though it will have
already happened by the time you are reading this, the editors thought you would be interested in their summer school
concept and the interesting theme they had this year. We will try to have more advanced notice to share with you next
year. ―Editors
"OFFICINA": Concept of the ISAGA Summer School
Excerpted from the ISAGA website (www.ISAGA.org) and posting on the NASAGA website.
When we thought about establishing an ISAGA Summerschool, the metaphor of the renaissance "officina" suddenly
came to mind. Officina was a place where masters and students could exchange experience, share knowledge, and
embark on their own voyage of discovery. It was a place where apprentices were the active element of the evolution
of their knowledge; a place where it was possible to find co-teaching and co-learning at the same time. It was such a
place like officina which brought about innovation and diffusion of knowledge.
Our aim is to bring together "masters" from different areas of gaming and simulations (GS), as well as students and
professionals who want to use GS in a place where each master could transmit visions of the theoretical foundations
of GS to the learners, and guide students through the learning experience. Thanks to the active participation of teachers and students from more than 25 nations, the ISAGA Summer Schools 2004 in Munich (Germany), 2005 in
Krakow (Poland), 2006 in Dornbirn (Austria), 2007 in Venice (Italy), 2008 in New Delhi (India), 2009 in Cluj
(Romania), 2010 in Paramaribo (Suriname), and 2011 in Viljandi (Estonia) were a great success.
The teaching method will consist of plenary sessions during the morning and subgroup sessions during the afternoon.
In general, every lecturer guides one of the plenary morning sessions which are lectures and discussions about their
perspectives on the design and facilitation process of simulation games for the theme. In the afternoon and evening
sessions, participants form small project teams. Coached by teachers, they will design, test, and discuss their own
prototype games. The results of the
summer school will be presented in
plenary on the final day. The copyright of the designed prototypes will
belong to the students and teachers
of the summer school and ISAGA.

“Our aim is to bring together "masters"
from diﬀerent areas of gaming and
simulations (GS), as well as students
and professionals who want to use GS
in a place where each master could
transmit visions of the theoretical
foundations of GS to the learners, and
guide students through the learning
experience.”
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Potential participants must be
accepted by the staff through a
submission of their short CV (about
200-400 words) and a statement
about experience with Gaming
Simulation. The minimum number
of participants in the summer school
is 20. The maximum number of

Article
Designing Simulation Games for Sustainability, continued
participants is 36. The minimum number of participants in a project team with a teacher is three; the maximum
number of participants in a project team is seven.
Certificates of participation are issued at the end of the summer school.
This year’s summer school was held at Georgia Tech in Atlanta, Georgia, July 29th to August 4th. The teachers were
Elyssebeth Leigh (Australia), Dennis Meadows (USA), Paola Rizzi (Italia), Dick Teach (USA), Joan Teach (USA),
Markus Ulrich (Switzerland), and Willy Kriz (Austria). Paola Rizzi & Willy Kriz were the ISAGA Summer School
Directors.
Theme: "Designing Simulation Games for Sustainability"
In 1987, the United Nations released the Brundtland Report, which included what is now one of the most known definitions of sustainability: "Sustainable development is development that meets the needs of the present without compromising the ability of future generations to meet their own needs."
Still we have problems with its definitions when we are looking from different perspectives: for example, economics
is focused more on the growth whereas urban planning is focused on balance and environmental science on maintenance. The concept "sustainability" is mostly used in relation to ecology or environment. But it is only one way of
looking on the deep meaning: to keep a system working as long as possible within its own characteristics and
resources. In the summer school, we will deal with different aspects of sustainable development: environmental,
economic, and social dimensions included.
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Article
Designing Simulation Games for Sustainability, continued
Different perspectives require different tools and gaming simulation has an eminent role among them. Its main quality
is to bring together different perspectives, actors, actions, plans, environments, etc. The practice of using gaming
simulation and game devices among subjects that interrelate for cooperating, negotiating, ﬁghting, and debating is not
new: there have been many applications of these tools from policy disciplines to social sciences.
The use of simulation games is even less common. The reason for this lies in the different structure of the tools: the
target group of games are persons of many ages, pupils and adults, educated people and persons with a medium-low
preparation. Some preparation, even a very light one, is asked before playing simulation games. It can be a simple
veriﬁcation of the existence of a common cognitive base or of a group homogeneity. Indeed, we mustn’t forget that
the simulation game requires the self-identiﬁcation with an artiﬁcial (simulated) world for the gaming activity, not
necessarily an almost-real world but it has to easily allow the passage from metaphor to reality.
The aim of games is to bring a reﬂection or a changing in the behaviors; for GS the aim is to create a learning and
appraisal environment leading to evaluation and modiﬁcation of the behavior but also collecting information and
data, evaluating it, and, most importantly, to self-evaluate the decisions made and their effects on the simulated
world/model.
As Klabbers has pointed out, design ― broadly conceived ― aims at implementing courses of action with the
purpose to change existing (dysfunctional) situations into preferred ones. He distinguishes two levels of design:
design-in-the-small and design-in-the-large. Design-in-the-large offers a basis for various forms of consulting, training and education in the attempt to foster new ways of thinking and acting and to change social systems. Design-inthe-small produces gaming/simulations (gaming artifacts) as interventions and interactive learning environments to
enhance education and training. Used with that goal in mind, gaming/simulations contribute to the design-in the-large
process of ecological, social, and economic systems.
In this course, a team of lecturers will introduce you in the theory and practice of Gaming Simulation. In subgroup
sessions, you will go through the complete development cycle of one of these artifacts. This summer school is about
the design of simulation games for sustainability and learning. Lectures by teachers will be about different methods
of game design for sustainability (for education and training, decision making, urban planning, etc.) and the use and
facilitation of simulation games, debrieﬁng and transfer between game and reality, and assessment with games and
evaluation of effects of gaming simulation. In interactive teamwork (coached by the teachers), participants will
develop prototype games.

What do you think about the Summer School concept?
Please share your thoughts at www.nasaga.org.
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Interview

I Started Hearing a Theme for the Need for
Greater Accountability at Work
An interview with Leslie Brunker
By Brian Remer
Leslie Brunker has a Master’s degree in Applied Behavioral Science from the Leadership Institute of Seattle and has
successfully consulted with companies throughout the United States for over 20 years. She has a special skill in
working with diverse groups and union-management problem solving. She taught as an adjunct faculty at Marylhurst University for 16 years in the Communications Department. Leslie has been a member of N A S A G A
since 1992. In 1997, she was President and host of the conference in Portland, Oregon.
SIMAGES: How did you become involved in using games for learning?
Brunker: I was a swim instructor when I was in college. There I learned that I had a
talent for teaching: I would play games with kids in the pool, secretly helping them gain
skills while they thought they were just playing. Within a few weeks, they would be
able to back float or to swim across the pool and it was as if by magic they “discovered”
that they knew how to do it. It made the learning fun for the kids and for me.
SIMAGES: What is your favorite learning activity?
Brunker: To tell you the truth, there is a great team activity/ice breaker that I learned at my 2nd NASAGA conference. It’s called “Sharing a 6-Pack” (see page 24). I use it a lot because it brings out similarities and differences in
people that they would not normally discover in their day-to-day work.
SIMAGES: Describe a particularly challenging situation that you encountered as a facilitator and how you handled
it.
Brunker: I was going to use a rope trick that I learned from Thiagi way back at my first NASAGA conference in
Spokane. The session I was doing was on creativity for engineers. I set up the participants with the ropes and started
the activity. Within a few seconds the group decided that it was impossible to solve and they all sat down. I had to
really work hard to convince them that it was not impossible to solve and then, get them to stand up again and play
with it. It all became part of the learning during the debrief, of course, when we looked at how often we tend to give
up on things when we have a pre-conceived notion that it’s impossible.
SIMAGES: You’ve been a member of NASAGA for a long time. What changes have you seen either in the organization or in the world of simulations and games?
Brunker: Well, certainly the proliferation of e-learning. We weren’t doing any of that in the early ‘90s. It’s funny
about NASAGA that it has tended to remain true to its original values for shared learning and intimate play/learning
experiences, even with the changes in technology. I love that.
SIMAGES: What has been a particularly memorable NASAGA conference or conference event?
-21-

Interview
I Started Hearing a Theme for the Need for Greater Accountability at Work, continued
Brunker: Of course the Portland conference is memorable to me because I hosted it. But every conference has had
wonderful moments for me. I loved the color and creativity of the Montreal conference. The two Vancouver conferences have been over-the-top fun and playful. St. Louis had the first murder mystery game played throughout the
conference and that was a twist that was later brought to the San Francisco conference. And behind the scenes (since
I have served on the board) the deep level of commitment present at all conferences, especially Washington DC and
Atlanta, really touched me.
SIMAGES: What would you like to see for NASAGA in its next 50 years?
Brunker: I hope that the value for shared learning remains. That is what makes NASAGA special, in my opinion.
People are open and get to try on one another’s games and activities, and then we talk about ways to improve on them
or use them for different topics and venues. That’s rare in any field, what with peoples’ tendencies toward territorialism and copyright laws. I also hope that the energy is there to keep it going. There has always been a core few people
who have shepparded this organization and given it heart. I hope that remains.
SIMAGES: Recently you’ve been
working more on the issue of
accountability in organizations. How
did your interest in that work come
about?

“I listened to my clients and started
hearing a theme for the need for
greater accountability at work, but
when I would ask what that means,
people seemed to have a hard time deﬁning it.”

Brunker: Thank you for asking
about this.
Accountability has
always been a value I hold and live
by. I have deepened my own learning with it over time and have always
integrated it into my training programs. I listened to my clients and started hearing a theme for the need for greater
accountability at work, but when I would ask what that means, people seemed to have a hard time defining it. So I
decided to jump in and create a foundations skill training and offer other change management and leader development
consulting to help organizations really make a significant cultural change to deepen their understanding and commitment to being accountable at work. It has been very challenging and a creative process, as well as very satisfying to
get to work with a value that I hold so dear.
SIMAGES: Why, in your opinion, is accountability a hot issue for organizations and teams?
Brunker: It’s pretty simple, really. Accountability and integrity are closely related. When people are out of integrity
between their words and their actions, they become stressed and distracted. This reduces productivity. It affects
relationships, teamwork, and trust in very big ways. Teams bring me in to do team building and they might have an
all-day event that is costly. But if there’s no accountability built into the culture, the team event has nothing to build
upon.
SIMAGES: What are the most significant factors that challenge our ability to be more accountable?
Brunker: What I see in organizations is that people will commit to one thing one day and the next day's “crisis-ofthe-moment” will override the previous commitment. The hierarchical power structure contributes to this. For
example, say I commit to being at a meeting with you tomorrow at 2:00 p.m. Then tomorrow at 1:00 my boss comes
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Puzzle
Interview
I Started Hearing a Theme for the Need for Greater Accountability at Work, continued
to me and says she needs me to write up a report for her and have it on her desk by 3:00. So I blow off my meeting
with you, because pleasing my boss suddenly became more important or urgent. When I don’t keep my commitment
with you I mar the trust that we have. Without the skill to open that conversation and reschedule with you, I am reluctant to bring it up, so it gets swept under the rug. People do this kind of thing all the time. Mostly it’s because of the
fear of conflict and not having the skill to have an effective conversation about how to resolve the issue.
SIMAGES: How do you use games or simulations when you work with groups on accountability?
Brunker: Again I’m glad you asked because I will be teaching a session at this year’s NASAGA conference showing
two card sort activities that I use in the Accountability program. I use simulation activities to help people get a
visceral feel for what’s blocking them from having the difficult conversations related to their commitments and
requests. People need to understand what gets in their way of living in a fully accountable way at their workplace
(and in their personal lives as well) so that they can begin to break down those barriers. For example, many people
have trouble saying “no” when someone makes a request of them. Even though they know they will not have the time
to complete the request, they say OK to it anyway. When I looked at that behavior I thought that it would be great to
create an activity that gives people practice in doing what they’re uncomfortable doing, saying “no”. So we have a
simple mingle activity where participants ask others to do something specific for them and the response is a simple
but emphatic “No”, without apology or explanation. It’s great because it really energizes the room, but it also brings
up a lot of what gets in the way for people. So then we can examine the barriers after experiencing them in a lighthearted way. It helps to get access to deeper emotions without having any judgment or heaviness on them.
SIMAGES: What advice do you have for people who facilitate games and simulations?
Brunker: As Mel Silberman always stressed, you simply MUST have a thorough debrief, or “harvesting the learning” (Mel’s term). I have so often seen people use an activity because they like it or think it’s fun, and then just move
on to the next agenda item. Don’t do that! It gives games a bad name. The game absolutely must be in alignment
with your training topic. Even the icebreaker. Then it all works smoothly together to assist the learning, rather than
being a distraction to it. When teachers/trainers don’t take the time to debrief the activity properly, then it’s just a
frivolous waste of time. That’s how it will be perceived by your client and that is the value it will have to them. If
you are not confident with your debriefing facilitation skills, come to NASAGA so you can learn and practice and
become more confident. See you all in Columbus in November!
Leslie’s contact information:
Unlimited Potentials Consulting at www.upconsultingservices.com 503.756.5599, Portland, OR, USA.
Count on Me Accountability… clear requests and reasonable commitments
http://www.countonmeaccountability.com Take the free team Accountability Assessment!

Do you know a unique training resource NASAGAns
might like to know about? Write a review for SIMAGES
and send to Brian Remer, brian@theﬁreﬂy.org
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Ready-to-Use Sessions

Sharing a 6-Pack Team Activity
By Leslie Brunker

The idea for this activity came to me at a NASAGA conference many years ago and I cannot recall who it was who
initially talked about it. I have used it for years. It’s a fun and simple activity and I have found that lots of groups
have enjoyed it.
Steps of the Activity
1. Divide your participants into smaller groups of 4-6 people.
2. Ask one person in each group to be a scribe and write down their discoveries during the activity.
3. Tell the groups that they are going to be having a conversation in their small group in order to discover five
things that they all have in common with one another and 1 thing that is unique about each person in the group
(5+1 = 6-Pack).
4. Tell them that they cannot use the super obvious commonalities such as they all work for the same company,
or they’re all the same sex, etc. They can help each other to think of things that are unique if individuals get
stuck.
5. Allow them to talk within their groups for ten minutes or so, and then check and see how far they’ve gotten.
6. When they have their lists completed, have one person from each group report out what they discovered about
one another.
7. In the debrief, I usually talk about how people still learn new things about their colleagues, even thought they
work together every day. The result is they now have new resources to draw on. I ask them what was easier:
things in common or the unique things? Often they say it’s easier to find things in common. Then I remark on
how we are used to looking for commonalities in order to connect with others. You can ask questions during
the debrief in order to bring out whatever point you want to make or to introduce your topic of team building
or communications or interpersonal awareness, etc.
See the interview with Leslie Brunker on page 21.
Leslie’s contact information:
Unlimited Potentials Consulting at www.upconsultingservices.com 503.756.5599, Portland, OR, USA.
Count on Me Accountability… clear requests and reasonable commitments
http://www.countonmeaccountability.com Take the free team Accountability Assessment!
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Ready-to-Use Sessions

Paper Chain Game
By Fiona Ronquest-Ross

The Paper Chain Game can be used to explore teamwork, communication, leadership (assigning roles, delegating,
managing quality output, communication), quality, customer service (making good on internal/external customer
promises), or a combination of those topics.
Game Rules
• You run a factory that produces paper chains.
• You need to produce as many chains as you can in the shortest time possible.
o These chains need to meet our customer’s quality specifications.
• You need to spend time planning your process and production first.
• You will have five minutes to frame your promise to your customers (how many chains you will make in
twenty minutes and to what standard – perfect/imperfect).
• You then can start production.
• Your customer will pay you full price for a chain that meets their quality specifications. If your customer
accepts the imperfect chains, he will pay you half price – however, he may decide to reject them altogether.
• Your score (i.e., revenue) is affected by:
o Quality of each chain
o Quantity you can produce
o Price received for each chain
Quality specifications
1. Your chains must be eight links long.
2. Each link must measure between 35 mm and 40 mm wide (i.e., eight links per A4-size paper).
3. Each link should be perpendicular to the link before and after it.
4. Each link should measure 200 mm in length.
5. There are white links and coloured links which should be in alternate order.
6. Each link needs to overlap by between 15 mm and 20 mm.
7. Each link is held in place with a maximum of two staples.
8. These staples should be parallel to the edge of the link and not less than 2 mm, but not more than 5 mm from
the edge of the link.
9. Staples should be secure and not bent.
10. Paper should not be folded or crushed or damaged or torn.
11. The edge of each link should be cut straight.
12. Each link of the chain must be branded.
Equipment
You have one pair of scissors, one stapler, and a box of staples.
You can order as much paper as you think you will need.
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Ready-to-Use Sessions
Paper Chain Game, continued

Would you like your
work to be featured in
SIMAGES?

Game process
1. Decide on a team name.
2. Plan production process.
3. Decide on who does what.
4. Receive raw materials.
5. Start production.
• Measure and cut strips.
• Staple links into circles.
• Join eight links to make a chain.
6. Sell to your customer.
7. Determine your income.

We publish:

Articles
Interviews

Debriefing
1. What was the result?
• Number of chains produced vs. planned
• Quality levels achieved
• Amount of money made
2. Explain your results.
3. Comment on your team's dynamics.
4. What were the lessons learned?
5. If we repeated the round, what would you do
differently?
Notes: (1) Consider your specific objectives and
modify debriefing questions accordingly. (2) Change
the measurements and paper size to what you
commonly use. (3) Determine if you want competing
teams, customers to evaluate and purchase chains, or
other structural changes.

Networking Ideas

Book Reviews
Resource Reviews
Ready to use Games or Techniques
(complete delivery plans)

Puzzles (with answer keys)
Submit your ideas to:
Judee Blohm

About the contributor
Fiona Ronquest-Ross works for Learn to Lead:
Imagine Training Differently, in Cape Town, South
Africa. She and other team members have attended
two NASAGA conferences. Fiona can be reached at
Fiona@learntolead.co.za

judeeblohm@msn.com

Brian Remer

brian@theﬁreﬂy.org

Liliane Lessard

liliane.lessard@videotron.ca
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Game/Puzzle

Categories: GAMES
In a categories puzzle, you need to find a name/word that begins with each of the letters in the keyword. The
keyword for this puzzle is GAMES. So for each category given, you must name something or someone that begins
with each letter in GAMES. There often are more than one possible answer. The first one is done for you.
World rivers

Cars

Foods

Colors

G Ganges

G

G

G

A Amazon

A

A

A

M Mississippi

M

M

M

E Elbe

E

E

E

S Seine

S

S

S

Countries
in Africa

Clothing

Animals

Trees

G

G

G

G

A

A

A

A

M

M

M

M

E

E

E

E

S

S

S

S

Interactive
Training
Methods

Types of
Games

Instructional
Simulations

Recognized names
in Simulation and
Gaming

G

G

G

G

A

A

A

A

M

M

M

M

E

E

E

E

S

S

S

S
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Game/Puzzle

Answer to Last Issue’s Puzzle
Unscrambled: NASAGA Trivia
1. One of two direct precursor organizations to NASAGA.
East Coast War Games Council
2. Major professional group of first members.
Education professors
3. Name of NASAGA’s lifetime achievement award.
Ifill-Raynolds
4. NASAGA’s online newsletter.
SIMAGES
5. International journal with which NASAGA is affiliated.
Simulation and Gaming
6. Member who has hosted the most conferences.
Thiagi
7. Well-known female founding member.
Barbara Steinwachs
8. Something all NASAGAns do.
Value active learning
9. NASAGA’s mission.
Improve learning through games
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