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THE WORLD OF EDUCATIONAL INNOVATION

PLAYER’'S GUIDE*®

The World of Educational Innovation is a trainer-directed
computer-based educational game developed by V. Sigman and
J. M. Randal.

The game focuses on the processes involved in disseminating
educational innovations. It is designed to simulate real-life
situations.

The game consists of four parts.

1. The Introduction outlines the context in which the game is
played.

2. Background Questions assess players’ understanding of
theoretical concepts upon which the game is based.

3. Plaving the Game simulates the activities performed and
difficulties encountered when attempting to disseminate
educational innovations. ’

4. Concluding Questions facilitate the synthesis and evaluation
of players’ experience with the game and of the theory and
practice on which it is based.

OBJECTIVE OF THE GAME

As a game-player, your objective is to secure adoption of an
educational innovation by a given percent of headmasters and
teachers within a pre-defined time-frame.

HOW TO PLAY THE GAME
CONTEXT
You will be working in a given School District. The School
District has a total population of potential-users of the
innovation of 100.
There are 1@ schools in the District. Each school has one

headmaster and approximately nine teachers. Headmaster’'s have
different adopter tendencies.

* Prepared by Vickie A. Sigman, Florida State University
Consultant, January 1989



GAME STRATKGIES AND CHOICES

There are two basic strategies you may pursue in securing adop-
tion of the educational innovation. These are DATA COLLECTION
and IMPLEMENTATION. Data collection provides you with informa-
tion about the situation. Implementation lets you conduct
activities.

An example of the computer screen that will ask you what you want
to do is shown below.

SCREEN

Choose an action:

You have two basic strategies. Either do DATA COLLECTION
(represented by a D) to get more information about the situa-
tion, or do IMPLEMENTATION (represented by an I) to carry-
out an action.

Data Collection (D)
Implementation. (I)
Key to Headmaster’s Influence. (K)
Stop the CGame. (S)

Fress D, I. K, or S then press enter (<--).

As ycu see in the above screen, you can also ask for a key to the
Headmaster’s influence or you can stop the game.

When plaving the game, the computer will prompt you and ask you
to choose among alternatives within the basic strategies of data
collection and dissemination.

Your choices will cost you days!
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The choices available to you within the strategies and their cost
in days are shown below, in example screens.

SCREEN

Data Collection Choices (Cost In Days)

1. Staff meeting attendance. (5 days)
2. FEEDBACK. (3 days)
3. Workshop attendance. (5 days)
4. Users displaying poster. (7 days)
5. Users reading Thuto. (5 days)
6. Learn about/identify Headmaster. (3 days).
7. Contributions to "User Notes". (7 days).
8. Continuous In-Service attendance. (5 days).
9., Demonstration attendance. (5 days}.
SCREEN
Implementation Choices (Cost in Days):
1. Present at staff meeting. 7. Talk with Headmaster.
(30 days) (15 days)
2. Send User Notes. 8. Conduct staff workshop.
(15 days) (40 days)
3. Publish Thuto article. 9. Send Poster.
(15 days) (20 days)
4. Send Fact Sheet. 10. Talk with random teacher.
(10 days) (5 days)
5. Conduct demonstration. 11. Establish Hotline.
(40 days)
12. Longer description of
6. Hold continuous choices.

in-service.
(10 days)



HOW THE GAME IS SCORED

The game is scored based on your selection of choices.
Potential-users adopt the innovation based on your activities.
Days required to carry-out activities are subtracted from the
total days you are staying in the school district.

You can get a summary of your actions and the percent of
potential-users who adopted the innovation based on your action -.
A summary table will come-up on your PC screen. An example of
the table is show below.

SCREEN
Summary of Actions.
Goal of __ % of district 1
Days Percent
Action Type Sch Cost Left Gain Adopted
1. Users reading Thuto DC All S 176 0 %]
2. Feedback DC All 3 172 0 Q

Press the Space Bar to Continue

This table outlines:

Action: What choice you made.

Tvpe: What type of action it was.
DC for data collection.

Inp for implementation.

Sch: What school number the action took place in.
All for all, other specific schools by number.

Cost: How many days your actiecn cost you.
Days left; How many days you have left.
Gain: The percentage gain in adoption as a result of

your action.

Percent Adopted: The cumulative percentage of adopters.

This example table shows scoring for two actions: (l) collecting
data about Thuto readers and (2) collection through feedback.



COU/JISEIP WORKSHOP ON

DISSEMIMATION OF EDUCATIONAL INNOVATIONS

BACKGROUND READINGS

Prepared by Vickie A. Sigman, Florida State University Consultant

SOMETHING NEY ANVONE?

When was the last tise you tried-
out something new? It may have
been a *nev® kind of food. Or,
saybe it vas a *nev® model of
toothbrush. Or, it aight have
been a *nev® approach to saving

‘ney o teeping fit. Whatever ft
was, you vere dealing vith an
innovation.

INNOVATIARS

Innovations are things that people
see as being "nev®. Whether or
not they are realiy *nev®, does
not matter. WNhat satters is if
they are vieved as nev by Uhe
person vho eight use thea.

Innovations can be objects. For
example, for some people an
electric pencil sharpener is an
innovation.

“tnovations can be ideas. for
cvaaple, a syliabus could be an
innovation.

Innovations can also be practices.
Continuous assessment is an exam-
ple of an innovation that is a
practice.

YOUR EXPERTERCE

Uhat has teen your experience vith
innavation? Think about something
nev you have recently tried-out.
Hov did you first learn about it?
Did you hear about it on the
radio? D0id you see an advertise-
aent on the television? Did a
friend tell you about it? Do you
reacaber vhat happened betwveen the
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time vhen you first learned 2bout
it and vhen you first used it?

If you cannot remember vhat hap-
pened, don't vorry! People spend
their lives studying such ques-
tions!

THE DIFFUSTOR/OISSENINATION
PROCESS

Researchers study how people learn
about innovations. This ls called
the diffusion or disscmination
process. In technical teras, dif-
fusion is the process by which an
innovation is communicated over
time to members of a social systems
{Rogers, 1983). Dissesination is
a similar process. In this read-
ing, the tuo terms are used inter-
changeably.

THE AQOPTION PROCESS

Researchers vho study the dissemi-
nation of innovations, also study
the adoption process. The adop-
tion process is sometimes referred
to as the innovation-decision pro-
cess.

The adoption process may be de-
scribed as the stages people go
through, as they decide to use or
not use an innovation. People who
use an innovation, are said to
have "adopted® it.

STAGES IR THE ADOPTIOH PROCESS

The stages in the adoption process
are:

Sae 1 bt s g el

t, Bacoming avare of the innova-
tion (AWARENESS STAGE).

2. Developing am interest in the
innovation (INTEREST STAGE).

3. Mentally evaluating the jn-
novation (EVALUATION STAGE).

&, Trying out the innovation
(TRIAL STAGE).

S. Adopting, altering, or
rejecting the innovation
(ADOPTION STAGE).

§. Routinely using the innove-

tion (INTEGRATION STASGE).

QUECTIONS FOR EDUCATORS

If people actuaily qo through
these steges, and research
suggests they do, then interesting
questions emerge. Can the process
be speeded-up? Can people be
helped to move through the pro-
cess?

These questions are important to
educators. For example, if you
have been involved in developing a
nev syllabus in your area, you are
probably interested in seeing that
the nev syllabus is used by teach-
ers in schools. FKnowiedge of
stages in the adoption process can
be directly applied to your inter-
est. You may vell ask the criti-
cal question of HOW?

The following suggests quidelines
for responding to the all impor-

tant question of HOW.



GUIDELINES For ERUCATORS

Plan to offer opportunities so
that people systematicaily move
through the six stages in the
adoption process.

Ravelock (1973) gives ideas on
potential harzards that will
decrease the effectiveness of dis-
semination efforts,

Skipping steps {e.g., trial
vithout evaluyation or
adoption vithout trial).

Changing the order of steps
le.q., trial before getting
sufficient information to
try).

Kurrying through the stages
just to meet a schedule.
(Most people need time to
think things over before
they make 2 change that sjll
affect their lives in a sig-
nificant vay.)

Ignoring individual differ-
ences in adoption rates
{e.g., assuming that every-
one in the client system is
avare of the ianovation).
(p.117).

TSSERINATION NETRODS

What types of opportunities might
be planned and offered so that
potential-uysers systematically
aove through the stages in the
ageption process?

hgain, research suggests ansvers,
Studies have shown that certain
types of dissemination methods are
particularly effective during cer-
tain stages in the ~doption pro-
cess.

Three types of methods are
involved. These are:

1. NASS METHODS. These include:
radio, television, newspapers,
brochures, banners and sign

boards, posters, etc. The
message delivered through
these sethods reach a very
large number of people.

2, GROUP XLTROODS. Exaaples of
grovp methods are group
aeetings, vorkshops, demon-
strations, conferences,
sesinars, retreats, etc. The
nessages delivered through
these methods reach a specific
group of people.

3. INDIVIDUAL WETHOOS. These in-
clude one-to-one visits and
correspondence, telephone
calls, individual consulta-
tiens, etc. Here, the inter-
action is betveen individuals.
The aessages reach individual
people,

NETHODS AND STAGES

Certain methods are best used dur-
ing certain stages of the adoption
process. &eneral recommendations
for which method to use during
vhich stage follow,

DURING THE AWARENESS STAGE:
USE NASS NETHODS

WHY?

In this stage, people are unavare
of the innovation. Nass methods
are used to reach a vide audience
with general information about the
innovation. In other words, mass
methods are most effective in en-
suring that a larqe number of
people are exposed to the innova-
tion,

OURING THE INTEREST STAGE:
USE GROUP METHODS

HRY?

People tend to be information-
seekers during this stage, The
are interested in learning more
about the innovation. Group me
ods are effective for providing
further soecific information to
patential-users. Additionaily,
during thls ctage, people fre-
quently seek information fros
their peers and from others who
opinions they value. 6Group aet
ods facilitate this type of int
action.

During this stage, it is iamport
to establish some type of tuo-w
communjcation between sources o
information about the innovatio
and potential-users. As inforn
tion-seekers, potential-users n
their questions about the innov
tion ansuvered.

The idea of establishing a *Hot
line® is a good ome, even thoug
it is generally vieved as an in
vidual type of commsunication.

DURING THE
EVALUATION STAGE:
USE GROUP METHODS

WHY?

Potential adopters are mentally
evaluating the innovation during
this stage. To help theam evalu-
ate, they need to know how the |
novation can vork in their own
situation. Conducting group
demonstrations helps them learn
how the innovation can actually
vork in their situation, Demon-
strations and other teaching aet
ods can be directed tovard indiv
duals. But, it is recommended



they be done with groups as a sat-
ter of efflciency.

OURING THE TRIAL STAGE:
USE GROUP NETHODS

wHy?

people are trying-out and
experimenting with the innovation
during this stage. They need fur-
ther training and support te help
thea progress. Trainirg can be
done vith individuals. The recoa-
sendation is to vork with groups

that aore than one person
receives training,

OURING THE ADOPTION STAGE:
USE INOIVIQUAL WETHODS

WRY?

Adoption is not always an
individval decision. Hovever, in-
dividual persons are the actual
users of innovations. Individuals
vho decide to adopt will continue
to have questions, and perhaps
problems, as they implement the
innovation. MWorking one-on-one Lo

suer and solve specific
questions and problems is recom-
mended at this stage.

OURING THE
IRTEGRATION STAGE:
USE ALL THREE KETHOOS

WHY?

An innovation has not truly been
adopted unless use of the innova-
tion becomes routine (Havelock,
1973). Either in group or indjvi-
dual settings, reinforcing and en-
couraging the continued use of the
innovation is important. Such
aethods as reminders in newslet-

ters (mass method}, continuous in-
servlice training (group method),
and follow-up visits (individual
method) provide reinforcement and
support to users.

GUIBELIRE FOR ENUCATORS

where the objective is to facili-
tate the adoption of an innova-
tion, the idea of the relatlonship
between dissemination methods and
stages in the adoption process,
offers a quideline for planning a
dissemination campaign.

The basic quideline is to plan for
and utilize different dissemina-

tion methods at the appropriate
times in order to facilitate the

adoption of a given inaovation.

This quideline is limited. It
does not point to other important
factors that influence the adop-
tion of an innovation. For exam-
ple, it does not address the
critical issue of the appro-
priateness to potential-users of
the innovation.

Other quidelines that aay be help-
ful, emerqe from an understanding
of the concepts of opinion leader-
ship and adopter categories.

These concepts cre examined in
research on diffusion (Beal and
Rogers, !368: Havelock, 1973;
Ryan, 1948; Rogqers, 1983). A
summary of these concepts follows.

QPINION LEABERSNIP

Simply, this is the idea that some
sembers in a social system are
generally able to influence the
opinions and behaviors of others
in their social system.

Opinion leaders may be open or
closed to innovation. They may
hold formal or informal pover or
both.

A key characteristic of opinion
leaders is: they are communica-
tors. They are connected to exter-
nal sources of communication.

They are linked to extensive
interpersonal communication net-
vorks.

CUIBELINE FoR ERUCATORS

Applying the concept of opinion
leadership to practical efforts,
sugqests the following guideline,

Identify and work vith opinion
leaders who support your innova-
tion. If they are able to influ-
ence others, then they can help to
facilitate the dissemination pro-
cess by using their influence.

Rogers (1983) discusses several

sethods for identifying opinien
leaders.

400PTER CATEGORIES

Given an innovation, for example a
new textbook, it is highly unlike-
ly that ail potential-users
(teachers) will adopt it at the
same time,

Some teachers vwill move quickly to
use it. Some will wail and see
how it is being used by other
teachers., like it or not, a few
teachers may be very slov to use
it or perhaps, will not use it at
all.

Research suggests that in a social
systea, people can be classified
based on the time at vhich they
begin tc use an innovation. Time
is the critical variable.

Adopter categories are grounded by
time. They are baced on the con-
cept of innovativeness.

...Innovativeness is the
deqree to which an individu-
al or other unit of adoptien
is relatively earlier in
adopting nev ideas than



other members of a systea,
««.The adoption of an in-
novation generally follous
a normal bell-shaped curve
uhen plotted over time on
a frequency basis. (Rag-
ers, 1983, pp., 242-243).

Based on a synthesis of Rogors
{1983) and Havelock (1973), ths
five adopter categories are:

1. Innovators.

Innovators are the first to
adopt. They are not vell- in-
tegrated in their social sys-
tem. They are often vieved by
others as ®outsigers®. They
may be seen a5 "odd-balls”.
They are risk-takers (meaning
they are villing to take
thances). They are not usua-
Ily opinlon leaders.

They represent a very seall
percent of meabers in a social
systea: betveen 2 and 3 per-
cent.

2. Early Adopters,

Early adopters are veli-
respected and vell-integrated
aesbers of the social systea.
They are leaders. Their opin-
jons tend to be highly valued
by other members. 0thers look
to then for advice and infor-
mation.

They make-up around 13-143% of
eembers in a social systea.

3. Early Majority.

They adopt innovations just
before the average member of o
social system. They are asn-
bers “in good standing” in the
social system. Yet, they do
not tend to be leaders. Rath-
er, they look to the early
pajority to see uwkat they are
doing and follow with deliber-
ate willingness,

They represent about one-third
of members in 2 social systea,

i, Llate Najority.

The late msjority are very
cautious adopters. They are
highly influenced by their
peers. They adept AFTER the
aajority of the social systee
adopts. The innovation must
be thoroughly proven and
understood before they vill
adopt.

They represent about one-third
of aembers in a social systes.

5. Slov Adopters,

They are the last to adopt an
lanovation, They may not
adopt at all. They may resist
chenge., They tend to be
unwilling to try nev things.

Slov adopters represent around
15-163% of members in a social
system,

WARNING!

Adopter cateqories are videly-used
énd coamonly-knovn by diffusion
researchers. The debate about
tdopter cateqories is 2xtensive,

The debate centers on the classi-
fication vhen there may be ration-
al reasons for non-adoption.

An averstated example illumiaates
the debate. Assume the innovation
is a larqe tractor. Assuae Nr.
and Nrs. XYZ are farmers vho fara
less than one hectare. Are Ar.
and Nrs. XYZ to be considered as
“slou adopters® because they do
not adopt the innovation? Ansvers
to this fuel the debate. Issues
such as the appropriateness of the
innovation Lo potential-users
emerqge.

GUIDELINES FOR EQUCATORS

The above discussion of adopter
categorins cffers some basic
quidelines.

Obviously, some people will adopl
an innovation before others. It
may be importaat to carefully tai
get dissemination efforts to
insure that people other than the
early majority adopt.

In some cases, dissemination str:
tegies may be different dependine
on the target audience.

Early adopters tend to have a hig
degree of arinion leadersiip.
Involve thes in the disseminatior
campaign. Remember that others
vill tend to look to these leader
for quidance.

SUNRARY

Fiqure 1 attached depicts general
steps in a dissemination campaign
The diagram preseats, at differen
steps:

(1) vhat educators might do,

{2) vhat potential-vsers hopefull
do, and

(3) which dissemination methods
@3y be most effective,
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THE WORLD OF EDUCATIONAL INNOVATIONS

Certain actions will require that you have previously collected
data or conducted some implementation.

The following chart outlines prerequisite action for
IMPLEMENTATION CHCICES.

CHOICE

Implementation Choice

io.

11,

Present at staff meeting.
Send User Notes.

Publish Thuto article.
Send Fact Sheet.

Conduct demonstration.

Hold continuous in-service.

Talk with Headmaster.

Conduct staff workshop.

Send poster.
Talk with random teacher.

Provide Hotline.

PREREQUISITE
Data Ccllection Implementat
1 & 6 7
7
5
6 & 9 7
6 & 8 7
6
3 & 6 7
4



THE WORLD OF EDUCATIONAL INNOVATION

Sometimes it is difficult to determine which specific dissemination
methods are which type of method. It may depend on their use.

For purposes of the game, the dissemination methods used in the game
are categorized as follows.

1. MASS METHODS INCLUDE:
Article in Thuto, Sending Poster, Sending Fact Sheet,
Sending User-Notes.
2. GROUP METHODS INCLUDE:
Holding a Staff Meeting, Conducting a Demonstration, Presenting a
Workshop.
3. INDIVIDUAL METHODS INCLUDE:

Providing a HOTLINE, Talking with a Teacher,
Continuous In-Service.



HOW THE GAME IS SCORED.

The simplest action is to talk to a teacher at random. There are
no prerequisites. The number of times one has talked to a
teacher at random is incremented, the score appropriate to that
number of times is selected, and is allocated to & school at
random. If the attempt fails or is only partially successful
because that school is completely or nearly converted, nine more
random attempts are made. If they are not successful in dis-
tributing all the points, then schools are interrogated one at a
time until all the points are assigned. If one talks to more
than six teachers at random, the score appropriate to the sixth
is used. HNote that it is sensible to allocate a score of zero or
one to this strategy.

Next come mass strategies without prerequisites (Fact Sheet and
Hot Line). The number of times the one chosen has been used is
incremented (up to the sixth time), and the game looks to see
whether Thuto or Posters have been exercised. On the basis of
these two criteria, a score is chosen and is "trickled down".
This means that any conversions made are assigned first to
schools with early adopting headmasters, then to early majority,
and so on.

Mass strategies with prarequisites (Thuto, Poster), are first
checked to see if the number of Thuto readers and poster hangers
have been determined. If not, no days are docked, and no conver-
sions are made. If so, the number of times used is incremented
(up to six), and the score is trickled down.

Talking to a headmaster is a prerequisite for all the group
strategies. A check is made to see if one has found out about
the headmaster’s adoption tendencies. If not, no time is docked,
and no score is made. Otherwise the number of times the par-
ticular headmaster has been talked to is incremented (up to six)
and a score is chosen on the basis of this count and his or her
adoption tendencies. The score is then added to the school’s
conversions. If the school is already converted points are
assigned at random. If this fails, they are forced into any
schools not completely converted. {This is called "target
schools then random”). Extra days are docked if one bothers the
headmaster five times, and even more ares docked if you bother him
or her six times or more.

Group strategies (staff meeting, workslkop, and demo), are checked
for the headmaster prerequisite and the number of participants
information prerequisite. Only one can be held at each school,
and this is also checked. Time is not docked and no score is
allocated if these criteria are not met. The number of conver-
sions depend on whether or not Thuto or posters have been used
and on the adoption tendencies of the headmaster. They are
credited to the target school, then at random.



In-service training is similar to the group strategies, except
that in some circumstances it is regarded as a strategy aimed at
an individual for feedback and random events. Points are credit-
ed to the target school, then at randonm.

User Notes is the one integration strategy. The informational
prereguisite is checked and the strategy is accepted or rejected.
The usage is incremented (up to six). Each school is polled to
see whether a group strategy or in-service has taken place there.
If neither has taken place at a particular school, no suore in
made for that school. If a staff meeting, workshop, or demo has
taken place then the school is credited with conversions. If in-
service has taken place, then a different score is allocated to
that schocol. For example if three schools had in-service, then
each would receive a user notes score. Points are assiqgned
randomly if any of the target schools are completely converted.

Random events "occur" before scoring. They may change the number
of days it takes to do sumething, (even make it negative), or
they may cause any subsequent score to be multiplied by a factor,
or both. "Bfforts partially effective" usually means that any
conversions are multiplied by a half or three quarters. In order
to avoid fractional conversions, scores are ‘rounded to an int-
eger. This is done by adding a random number between zero and
unity to the score and taking the integer part of the result as
the effective score. That is, fractional scores are rounded up
or down by chance.

File: score.stx



INSTALLING THE GAME.

Make a directory to hold the game. Copy the contents to the
directory. Move to the directory and invoke your version of
BASICA as follows:

basica district

The message:

Loading Up.

will appear in the middle of a blank screen for a short while
before the main menu appears. You can then begin to play.

The game uses data files, and expects to find them in its own
directory. Therefore, you should either have a version of basic
in the game’s directory, or invoke one of the PATH mechanisms so
that BASICA executes from the game’s direntcecry.

The distribution disk contains the following files:

DISTRICT.BAS

The game program,

MAKDIS1.BAS

A program that assembles scoring data, random events and a map
(if there is one), into a form which DISTRICT.BAS can access
rapidly. The scores, costs, and the map are laid out in DATA
statements. The random events are read from the file EVT1.DTX.
All of these are combined into the file DIS1.DAT which is read
into arrays while the message "Thinking About District 1" is
being displayed on the screen. You can make a second school
district by copying MAKDIS1.BAS to MAKDYS2.BAS and altering the
DATA statements inside MAKDIS2.BAS to reflect the new school
district. You may even want to have a new set of random events
by creating a file called EVT2.DTX and making it known to MAKDIS-
2.BAS.

LOOKDIS.BAS

This program takes the file produced by MAKDIS1.BAS and displays
it in a more-or-less comprehensible form. Invoke the program and
then type the district number. A table of scores will appear on
the printer. Neither the map nor the random events will be
displavyed.



DIS1.DAT

A file containing scores, costs, map (key to headmaster adoption
tendencies), and random events in a form easily accessible to the
game. Seea MAKDIS1. BAT.

PLAY.BAT
This is a standard BATch file which essentially contains the:
BASICA DISTRICT

command. You may modify it to make invoking the game easier so
that people may start the game by just typing PLAY.

*.DTX

The remaining files are "DTX" or "DOS text files"'. They origina-
l1ly started life as Word Perfect files, but all the internal
formatting codes have been removed. DOS text files in general,
contain only visible characters, space characters, linefeed
carriage return characters, and form feed characters although
they may also contain other printer specific commands which are
ignored by the game. These files contain screens that will be
displayed by the game. Some of them also contain codes that tell
the game what to do with the screen. The DOS text format was
chosen because most word processing packages use it for "impor-
ting"” or "exporting" documents to other packages or machines.

DES1.DTX

Contains a description of district 1. It should not be longer
than about 20 lines.

INTR.DTX

Contains the introduction to the game. Screens are separated by
a form feed (ASCII character 12). The "end of file mark" 1is
equivalent to a form feed. When playing the game you can "back
space" by pressing the "PgUp" key.

CONQ.DTX

Contains the concluding questions of the game. Format and
function is the same as INTR.DTX.



CHOA.DTX

Contains the "Detailed Description of Implementation Choices"
screens. Screens are separated by form feeds. Lines beginning
with numbers are picked off to form the abbreviated "Implenent-
ation Choices" screen and the "Summary of Actions" actions.

CHOI.DTX

Contains the "Detailed Description of Data Collection Choices”
screens. Format and function are the same as CHOA.DTX.

EVT1.DTX

Contains the random events for district 1. Because random events
are an essential part of gaming this file is listed later in this
document. There are ten possible random events for each of five
kinds of implementation activity. The kind of activity is coded
in commands the begin with a period in column 1 of the file as
follows:

Mass methods (Thuto, Poster, Fact Sheet, User Notes).
Group methods (Staff Meeting, Demo., Workshop).
Individual methods (Random Teacher, In-Service).
Talking with Headmaster.

Hotline.

= ora 8

In addition there are two other commands:

.C Ignore this line. (Used for cosmetics).
.S Convey effects of random event to the game.,

The .s should be followed by one space, a positive or negative
integer, a comma, and any number between zero and one. The
integer gives the bonus or penalty in days, and the second number
is multiplied by the score for the activity to give a reduced
score that is actually credited to the player. See the listing
for examples.

EXER.DTX

Contains the screens and answers for exercises in the ganme. The
body of each screen is contained between commands that begin with
a period in column one:

Begin a screen (Clear the screen and print this line).
End a screen that does not contain a question.
End a screen that contains a multiple choice question.
End a screen that contains a numeric question.

33 un X



The end of file marker is an honorary .s command. The .m command
is followed by one space then by all the letters (upper case and
lower case), of the correct responses for the question for the
screen. Optionally, these may be followed by a colon and then a
message of less than a line that will be displayed on the screen
if the correct answer is given. The .n command is followed by a
space and then two numbers separated by a comma. The question
must be posed so that if the numerical responce is between the
two numbers it judged correct.

MISC.DTX

Contains miscellaneous lines of text that are used in game
responses. Its purpose is to allow messages to be changed
without the need of a programmer. It should be changed with
great caution.

File: maint.stx
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BACKGROUND QUESTIONS
MULTIPLE CHOICE
Please answer the following questions.
To respond, type-in the letter of your answer at the bottom of
the screen and then PRESS ENTER. (—). Your answer is displayed
at the bottom of the screen.
1. An innovation is:
(a) always beneficial and usually inexpensive.
(b) 2a 1dea, practice, or object perceived as new.
(c) a communication channel in an organization.

(d) a type of shebeen.

.m bB

s

X

To respond, type-in the letter of your answer at the bottom of
the screen and then PRESS ENTER. (—/). Your answer is displayed
at the bottom of the screen.

2. Diffusion is:
{a) the steps in a process whereby innovations are adopted.
(b) mass media and group meetings to communicate new ideas.

(c) a process by which innovation is communicated through a
social system.

(d) interpersonal communications within an organization.

.m cC

[
.X

To respond, type-in the letter of your answer at the bottom of
the screen and then PRESS ENTER. (—!). Your answer is shown at
the bottom of the screen.

3. The adoption process (also referred to as the innovation-
decision process) is:

page 1 of 8
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(a) a process individuals or groups go through as they decide
to adopt, alter, or reject an innovation.

(b) comprised basically of these steps: awareness; interest;
evaluation; trial; adoption, alteration, or rejection;
and integration.

(¢) a process R. Havelock and E. Rogers, in particular, write
about.

(d) all of the above.
.m dD

s

s

X

To respond, type-in the letter of your answer at the bottom of
the screen and then PRESS ENTER. (—!). Your answer appears at
the bottom of the screen.

4. The concept of opinion leadership suggests that:

(a) good leaders are highly opinionated and emphasize those
opinions in their management approach.

(b) people who have strong opinions are necessarily effective
leaders because of their commitment to a point-of-view.

(¢) in a social system, some people’s influence is greater
than others. They are opinion leaders.

(d) none of the above.
.mcC

S
X
YOU ARE MAKING GREAT PROGRESS THROUGH THESE QUESTIONS!
NOW, LET’'S REVIEW YOUR UNDERSTANDING OF DISSEMINATION METHODS
AND WHEN THEY ARE BEST USED DURING THE ADOPTION PROCESS.

The next set of guestions will appear on several screens. To
respond, type-in the letter of your response at the bottom of the
screen and press enter (—).

There are three basic dissemination methods. These are:
MASS METHODS (response letter = M)

GROUP METHODS (response letter = G)
INDIVIDUAL METHODS (response letter = I)
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1. During the AWARENESS STAGE, which method is most effective?
(M, G, or I?)

To respond, type-in the letter of your response at the bottom of
the screen and press enter (—!).

There are three basic dissemination methods. These are:

MASS METHODS (response letter = M)
GROUP METHODS (response letter = G)
INDIVIDUAL METHODS (response letter = I)

2. Which method is most effective, during the INTEREST STAGE?
(M, G, or I?)

.m gGiI:GROUP METHODS are preferred; INIVIDUAL METHODS can be used.

S
X

To respond, type-in the letter of your response at the bottom of
the screen and press enter (—).
There are three basic dissemination methods. These are:
MASS METHODS (response letter = M)

GROUP METHODS (response letter = G)
INCIVIDUAL METHODS (response letter = I)

3. During the EVALUATION STAGE, which method is recommended?
(M, G, or I?)

W
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s
.X
To respond, type-in the letter of your response at the bottom
of the screen and press enter ().
There are three basic dissemination methods. These are:
MASS METHODS {response letter = M)

GROUP METHODS (response letter = G)
INDIVIDUAL METHODS (response letter = I)

4. During the TRIAL STAGE, which method is recommended?
(M, G, or I?)

s
X

To respond, type-in the letter of your response at the bottom of
the screen and press enter ().

There are three basic dissemination methods. These are:

MASS METHODS (response letter = M)
GROUP METHODS (response letter = G)
INDIVIDUAL METHODS (response letter = I)

5. Which method is recommended for use during the ADOPTION
STAGE?
(M, G, or I?)

.m iI
s
X

To respond, type-in the letter of your response at the bottome of
the screen and press enter (—).
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There are three basic dissemination methods. These are:

MASS METHODS (response letter = M)
GROUP METHODS (response letter = G)
INDIVIDUAL METHODS (response letter = I)

6. At last, what is recommended during the INTEGRATION STAGE?
(M, G, or I?)

.m mMgGiI:All methods are recommended during'the INTEGRATION stage.

ADOPTER CATEGORIES

Because people will adopt a given innovation at different times,
researchers have developed a way to categories pecple by the tiue
at which they adopt. Research suggests there are five categories
of adopters. These are:

. INNOVATORS
EARLY ADOPTERS
EARLY MAJORITY
LATE MAJORITY
SLOW ADOPTERS

(5 I - S B N S

The following screens will query you about the percentage of
people in each adopter category. To answer, types in the number
of your response and press enter (—).

1. What is the percentage of people in the INNOVATOR CATEGORY?

.n 2,3

ADOPTER CATEGORIES

2. The percentage of people in the EARLY ADOPTER category is?
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(Remember, to answer, type-in the number of your response at the

bottom of the screen and press enter (—l)}.

.n 13,14

ADOPTER CATEGORIES

3. The EARLY MAJORITY represent percent of peopie?

(To respond, look for the cursor at the bottom of the screed,
type-in the number of yocur answer and press enter (—!}).

.n 30,35

ADOPTER CATEGORIES

4. What is the percentage of people who are in the

LATE MAJORITY category?

(Respond by entering numbers and press enter (—')).

.n 30,35
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ADOPTER CATEGORIES

5. SLOW ADOPTERS? Are there many? What percentage do you think

there are?

(Respond by typing-in your number answer and press enter (—J)).

.n 15,16

You have successfully completed the background questions!

Thank you for your attention.

Have fun with the game!
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.C MASS

.m CHANCE EVENTS FOR IMPLEMENTATION STRATEGIES
.C (THUTO, POSTER, FACT SHEET, USER NOTES)

Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)
.5 0,1

Members of Botswana Teachers Union see your material and actively
support innovation. You gain 1@ days.
.s 19,1

Material poorly printed. OQutcome as planned, but it took an
extra 5 days to correct error.

.5 -5.1

Molepolole teachers see your material. They wonder what’'s going
on. You must take 1@ extra days to inform them.

.5 -10,1

Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)

.5 0,1

Teacher independently alters material. Material not used as
planned. Etfort partially successful.

.5 0,0.75 .

Your efforts are to be announced on National Radio. Congrat-
ulations! You gain 5 days.

.5 5,1

Members of Headmaster’'s Association see your material and are
delighted. You gain 5 davs.

.s 5,1

Educational Otficers see your material. They were not previously
informed. You lose 1@ days.

.5 =-10,1

The effort required to develop and distribute yocur material is
considerable. You get sick and lose 5 days.
.8 -5,1 -



.h CHANCE EVENTS UPON TALKING WITH A HEADMASTER:

Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)
.5 9.1

Innovation is perceived by headmaster as improvement to the
instructional programme. You gain 1@ days.
.s lo.!l

vou and headmaster follow the same soccer team. You gain 5 days.
.s 5,1

At the school, you mistakenly talk to a teacher before talking

with the headmaster. You lose 5 days, but outcome as planned.
.s =-5,1
Earlier visit with Fermanent Secretary went well. His ‘official’

support is communicated to the headmaster. Gain 5 days.
.s 5,1

Your visit with the headmaster goes well because you admire the
school garden. You gain 5 days.

.5 5,1

You fail to inform headmaster that you are coming, SO You find
the headmaster busy and irritable. Effort less erfective.

.S 9,0.5

Action completed as planned. {Note: to determine the specific
outcome of your action, ask for feedback.)

.5 9,1

You spill your tea over importint notes on headmaster’'s desk.
Effort partially effective.
.5 3,0.75

Community sends delegation to headmaster. They want to be
involved in determining educational changes and thedir implica-
tions. You help headmaster involve community, but it takes an
extra 20 davs.

.s =-20,1

‘1‘;;?_ —
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.C GROUP
.g CHANCE EVENTS FOR IMPLEMENTATION STRATEGIES
c STAFF MEETING, DEMONSTRATION, WORKSHOP
Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)
.5 0,1

After event, there is time for informal get together. Staff
appreciates getting to know you better. You gain 5 days.
.8 5,1

You lose your presentation materials on way to event. You trvy,
but your efforts to pantomime the material are only partially
successful.

.S 0,0.5

You wake-up feeling particularly buovant. Interaction with
teachers very positive,. You gain 5 days.

.5 5,1

Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)

.5 0,1

Competing attraction in school. (It’'s sports day!) You lose 10
days.

.5 -10,1

Working together, you and a JSEIP consultant solve a difficult
problem., You gain 5 days.
.8 5,1

Audio-visual materials used at event prove to be particularly
stimulating. You gain 5 days.

.5 5,1

Teachers respond positively to being fully involved in dissemina-
tion process. You gain 1@ days.

.5 10,1

Despite approval from headmaster, teachers perceive you as an
outsider from central headquarters. You had to spend an extra 10
days, but your action was completed as planned.

.8 -10,1



q

.C INDIVIDUAL

Wi CHANCE EVENTS FOR IMPLEMENTATION STRATEGIES

.C .INDIVIDUAL: TEACHER AT RANDOM, CONTINUOUS IN-SERVICE)
Local Board of Governors announces they support innovation.
Teacher you work with has heard about this. You gain 5 days.
.5 5,1

Teacher you were going to work with was 1ill on day of action.
You refocus, but effort only partially successful.
.8 ©0,0.75

Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)

.5 0,1

Teacher you work with has heard of innovation from cousin’s
aunt’'s daughter-in-law’'s friend. You unexpectedly gain 5 days.
.s 5,1

Not a good time. Teacher tells you that at Kgotla meeting ques-
tions about innovation were not answered. You must take 20 days
to interact with the community and local chief.

.s -20,1

Teacher you wanted to work with was attending a workshop. You
reschedule, but it takes an extra 5 days.

.s =-5,1

Your cheery personality wins the day! Interaction with teacher
was great! Action exceeds your expectations. You gain 1@ days.
.s 10,1

Action compieted as planned. (Note: to determine the spacific
outcome of your action, ask for feedback.)

.s 0,1

You have been busy and harried. Unfortunately you were unable to

spend enough time with the teacher. Effort partially effective,
.S 0,0.75

Action completed as planned. (Note: to determine the specific
outcome of your action, ask for feedback.)
.5 9,1



.1 CHANCE EVENTS FOR IMPLEMENTATION STRATEGIES

.C HOTLINE

The idea of a HOTLINE is very well received. You gain 10 days.
.5 10,1

People appreciate getting their questions answered through the
HOTLINE. You gain 5 days.
.5 5,1

Attempts to get the HOTLINE organized, are more difficult than
vou had expected. Effort partially successful.
.5 @0,0.75

Action for Hotline completed as planned. (Note: to determine
the specific outcome of your action, ask for feedback.)
.5 9,1

The HOTLINE proves to be an excellent communication tocl. You
gain 5 days.
.5 5,1

The HOTLINE is an incredible success. So much so that you must
take 20 days to respond to the questions teachers have asked.
.8 -20,1

It takes longer than you expected to respond to teachers. Sorry.
You Jose 5 days.
.8 -5,1

Your action for the HOTLINE was completed as planned. (Note: to
determine the specific outcome of your action, ask for feedback.)
.5 0,1

There was a mix-up in communication about how the HOTLINE works.
Effort partially successful.
.5 0,0.75

Your action for the HOTLINE was completed as planned. (Note: to
determine the specific outcome of your action, ask for feedback.)
.5 0,1



10
15
20
25
30
32
35
40
45
86
85
90
95
100
110
120
140

145
150
155
160
165
170
180
190
220
230
232
234
236
240
260
270
280
290
200
500
1000
1005
1020
1030
1040
1050
1070
1090
1109
1110
1120
1140
1260
1270
1300
1450
1460
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REM *** The World of Educational Innovation ***

REM *** IBM PC Advanced BASIC Version - 3@ January 1989 ***

VX = 1 'MAXIMUM NUMBER OF VILLAGES ,

DISKS = "c:" : PRINTERS = "yes"

OPTION BASE 1 : RANDOMIZE TIMER : KEY OFF

CLS : LOCATE 19,30 : PRINT "Loading Up."

DIl TPS(31), MTs(3@), AT%(256,3), CA(l1@), H(1Q), TA(4,4), LC(59)
DIM A(9,2),B(10,4),D(11,2),F(4,2),G(9),U(11),V(13,6),CS(10@),MS(30)
DIM RD(S5,1@), RE(5,19@), RN(5,1@), RM5{5,b10,5)

AL = 256: AF = @: AP =1

DEF FNDSS(I) = LEFTS{"days",4 + (I=1))
DEF FNSTS(Z) = MIDS(STRS(Z),2 + (Z<Q))
DEF FNRNX(X) = INT(RND"X + 1)

K =1 : FS = DISKS + “"choi.dtx" : GOSUB 33@¢Q

K = 16 : FS = DISKS + "choa.dtx" : GOSUB 33000

N =0 : FS = DISKS + "misc.dtx" : GOSUB 33109

DEF FNCLS(I) = MIDS("slow adopterlate majorityearly majorityearly adopter”
,VAL(MIDS("@1132640@",2*I-1,2)),VAL(MIDS("12131413",2*1-1,2}))

DEF FNGAS(S) MTS(21 + VAL(MIDS("00002130040",S,1)))

DEF FNMK%(S) VAL (MIDS ( " 0000000008020402011600" ,2*S - 1,2))

DEF FNPR(S) = VAL(MIDS({"0@0@d7360@50",S,1))

DEF FNANS(S) = LEFTS("an",2 + (S<>1@))

ENS = " (" + CHR$(17) + CHRS(196) + CHRS(217) + ")."

DEF FNSS(S) = VAL("&H" + MIDS("68135A972B4",S,1))
DEF FNSE(S) = VAL(MIDS("395216874",S,1))

DEF FNHH(X) = VAL(MIDS("11132221433",X,1))

NAS = "

ESS = CHRS(27) ‘escape

CRS = CHRS(13) ‘carrage return

PUS = CHRS(©®)+"1I" 'page up

FFS = CHRS(12) 'form feed

Ulis = "\ VNN N\ HEe #8# #H8  RE#"
U3s = "\ AN -3 32 #as4"

V1S = "Good!Great!Correct!That’'s RightGood Work"

Vis = "Qle612203241"

V25 = "No!Wrong!Incorrect!Trv AgainKeep Trying”
V4sS = "010410202940"
GOTO 30u0w

VS = DISKS + “"dis" + FNSTS(VI} + ".dat”
OPEN VS FOR INPUT AS #1
HINA = 10000
FORI =1 TO 9
FOR J = 1 TO 2: INPUT #1, A(I,J): NEXT J
IF A(I,1) < MINA THEN MINA = A(I,l)
NEXT I
MIND = 10000
FOR I =1 TO 11
FOR J = 1 TO 2: INPUT #1, D(I,J): NEXT J
IF D(I,1) < MIND THEN MIND = D(I,1)
NEXT I
FORI =1 TO 13
FOR J = 1 TO 6: INPUT #1, V(I,J): NEXT J
NEXT I
FOR I =1TO 4
FORJ = 1 TO 2: INPUT #1, F(I,J): NEXT J



1490
1560
1570
1600
1680
1690
1740
1750
1760
1770
1780
1790
1809
1810
1820
183@
1840
1850
1920
1930
1940
1950
1970
1980
1950
2009
2010
2030
2040
2050
2060
2065
2079
2075
2080
2085
2087
2090
2100
2102
2104
2108
2110

2114
2116
2118
2120
2130
2170
2190
2200
2210
2220
2230
2240

NEXT I
FOR I =
FOR J
NEXT I
FOR I
FOR I
FOR I =

— s

1
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TO 1o
1 TO 4: INPUT #1, B(I,J): NEXT J

TO 9: INPUT #1, G{(I): NEXT I
TO 10 : INPUT #1,CS(I) : CA(I) = @ : H(I) = @ : NEXT I
TO 6: U(I) = @: NEXT I

INPUT #1,MAPI
IF MAPI = @ THEN 1800

FOR I = 1 TO MAPI

INPUT #1,MS(I)
NEXT I
FORI =1TO 5 : FORJ = 1 TO 10 : INPUT #1, RD(I,J) : NEXT J :
FORI =1TO 5 : FORJ = 1 TO 1@ : INPUT #1, RE(I,J) : NEXT J :
FOR I =1 TO S5 : FORJ = 1 TO 1@ : INPUT #1, RN(I,J) : NEXT J :
FORI =1TO5: FORJ =1 TO 1@

FOR K = 1 TO RN(I,J} : INPUT #1, RMS{(I,J.K) : NEXT
NEXT J : NEXT I
CLOSE : I = FRE(9) ‘tidy up storage
T=0

PR = PRINTERS = "yes"

FORI =1TO0O4 : FORJ =1TO 4 : TA(I,J) =@ : NEXT J : NEXT I
R9 = 37¢ 'upper limit on stay in district

B1S = "Before you can initiate this st—ategy, "

Y1$S = "you must determine "

Z15 = " (Type vy for ves or n for no) :"

REIM *** INTRODUCTION ***

CLS : LOCATE 2,35 : PRINT "District";VI : PRINT
FS = DISKS + "des" + FNSTS(VI) + “.dtx"

OPEN FS$S FOR INPUT AS #1

IF EOF(1) THEN CLOSE #1 : GOTO 2075

LINE INPUT #1, AS : PRINT " ":AS

GOTO 2060
GOSUB 16270 : CLS

LOCATE 5,7 : PRINT "Type in your answer then press enter":ENS

IF NAS
PRINT :

<

>

P

“" THEN 2103
RINT

LOCATE ,7: PRINT "What 1s your name?";

FLAG = 1:
IF CHE =
NAS = STS
PRINT : P

LZ = 25: GOSUB 993@¢: FLAG = 0: LZ = 3
ESS THEN BEEP : GOTO 20%9

RINT

NEXT I
NEXT I
NEXT I

LOCATE ,7: PRINT "How many days do you plan on staying with us, ";NAS;" ?"

NL = R9: N2 =

GOSUB 11005

IF CHS = ESS THEN 2090
R=N@:Q=R

PRINT :

P

RINT

LOCATE ,7: PRINT "What percentage of intended-users must you convert?":
Nl = 100
GOSURBR 1100

IF CHS
PG = No

ESS THEN LOCATE 13,7: PRINT FS;: GOTO 2110

LOCATE 17,7
PRINT "Welcome to our school system, ";NAS:;"."

/’27

/



2242
2244
2250
3019
3020
3021
3022
3030
3040
3060

3079
3099

3100

3120
3130
3135
3159
3160
3165

3170

3175

318z
3185
3188
3190
3194
3195
3209
20z
3204
3206
3208
3219
3220
3230
3240
3250
3270
3290
3300
3310
3320
3330
2340

3350
3360
3370
3392
33%4
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GOsSUB 10270

II' CHS = ESS THEN Z17¢

E=0: S =20

REM ***-driver ***

IF (E > @ AND E < 1@) OR (S > @ AND S < 12) THEN GOSUB 15000

GOSUB 16309

IF T >= PG THEN 9050

IF R >= HMIND THEN 3139

IF R >= MINA THEN 3090

BEEP : CLS : LOCATE 10,7 : PRINT "Unfortunately, ";NAS;", you have run out
of time.”

GOTO 9020

CLS : LOCATE 10,7 : PRINT "You have only”;R;" days remaining and therefore
must limit”

LOCATE 12,7 : PRINT "yourself to requesting information or must end your v
isit.”

GOSUB 1@27@

CLS

LOCATE 1,60 : PRINT R;"days remaining."
REM CLS

LOCATE 2,5: PRINT "Choose an action:”

LOCATE 4,7 : PRINT "You have two basic strategies. Either do DATA COLLECT

ION"
LOCATE 5,7 : PRINT "(represented by a D) to get more information about the

situation,”
LOCATE 6,7 : PRINT "or do IMPLEMENTATION (represented by an I} to carry ou
t an action.”

IF R < MINA THEN 3194
LOCATE 9,10 : PRINT "Data Collection. (D)"
IF K < HIND THEN 3194
LOCATE 12,1@ : PRINT "Implementation. ()"
IF MAPI = @ THEN 3200
LOCATE 15.10@ : PRINT "Key to Headmasters’ Influence. (K)"
LOCATE 18,1¢ : PRINT "Stop the Game. (S)"

LOCATE 21,5 : PRINT "Press ";

IF R >= IMINA THEN PRINT "D,

IF R >= HIND THEN PRINT "I, ";

IF MAPI > @ THEN PRINT "K, ";

PRINT “"or 5 then press enter”;ENS:

GOSUB 9920 : IF CHS = ESS THEN GOTO 30000
CHS = LEFTS(STS,l) : GOSUB 16000

PRINT

IF CHS "d" AND R >= MINA THEN 4020

IF CHS “i" AND R >= MIND THEN 500

IF CHS = "s" THEN CLS : GOTO 9020
IF CHS = "k" THEN 3330

GOSUB 10940

GOTO 3220

CLS ' *** map goes here ***

IF MAPI = @ THEN LOCATE 10,1 : PRINT "Sorry, key not currently available.”
: GOTO 3392
FOR I = | TO IIAPI
PRINT !1S(I)
NEXT I

GOSUB 10279 - ?97

IF CHS. = BESS THEN 3330



3396
4010
4020
4040
4050
4060
4080
4090
4100
4120
4150
4160
4i70
4172
4180
4196
4209
4300
4310
4315
4320
4330
4340
4350
4360
4380
4390

4395
4400
44310
4412
1414
4416
4420
4430
44409
4450
4520
4540
4670
4680
5010
5020
5030
5120
5149
5150
5160
5170
5180
5190
5209
5205
5210
5220
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GOTO 3020
REM “** information requests ***
CLS : Z$ = " days)."
LOCATE 1,2@: PRINT "Data Collection Choices (Cost in Days).
FORI =1T0 9
LOCATE 2*I + 1,5
PRINT TPS(I);" (";FNSTS(A(FNSE(I),1));2S ELSE PRINT
NEXT
LOCATE 21,5 : PRINT "1@. Longer Descriptions of Choices."
LOCATE 23,5 : PRINT "Type the number of your request and press enter";EN:
Nl = 1@ : GOSUB 11000
IF CHS = ESS GOTO 3020
EE = NO0: S = @: LEADER = @
IF EE = 1@ THEN FS = DISKS + "choi.dtx" : E = EE : GOSUB 327@Q : GOTO 40:

IF EE > @ AND EE < 10 THEN 4310

GOSUB 19940

GOTO 4130

REM *** make sure days available >= cost of choice *~*

E = FNSC(EE) : IF A(E,l) <= R THEN 435@

CLS

LOCATE 10,7 : PRINT "Your request ";FNSTS(EE);" requires ";FNSTS(A(E, 1))
LOCATE 12,7 : PRINT "and you only have ";R;FNDSS(R);" remaining."

GOSUB 10270 : GOTO 4130

R =R - A(E,1)

A(E,2) =1

CLS : LOCATE 10,1 : ON VAL(MIDS("111112113",E,1)) GOTO 4540,4390,4680
LOCATE 10,7 : PRINT "Which school would you like to study to discover the
identity”

LOCATE 12,7 : PRINT "and influence of the headmaster?"”

LOCATE 14,7 : PRINT "Enter the school number and press enter";ENS;

N1l = 1@

GOSUB 11000

IF CHS = ESS THEN BEEP: GOTO 4390Q

C = NO0 : LEADER = C

BiC.11 = 1

PRINT

LOCATE ,7 : PRINT "The headmaster of school number ":FNSTS({):
PRINT " has ";FNCLS(E(C,3}));" tendenciles."”

GOSUB 10270 : GOTO 3020

PRINT " "s G(E); MTS(E)

GOSUB 10270 : GOTO 2020

GOSUB 15000 : GOSUB 15100 : GOTO 3020

REM *** diffusion strategies ***

CLS : Z¢ = " days)."

LOCATE 1,20 : PRINT "Implementation Choices (Cost in Days):"
J=2:K=3

FORI =1 T0 Il

LOCATE K,J : PRINT TPS(1l6 + I - 1)
LOCATE K + 1,J + 6 : PRINT "(";FNSTS(D(FNSS(I),1));2S
IF I =6 THENJ =40 : K = 3 ELSEK = K + 3

NEXT

LOCATE K,J

PRINT "12. Longer description of choices”

PRINT : PRINT
PRINT " Enter the number of your request and press enter";ENS:
N1 = 12 : GOSUB 11000

—



5230
5240
5250
5260
5265
5270
5290

5293

5296
5330
5340
5350
536¢
5370
5320
5390
5409

5405
54 1@
5429
5422
5424
5430
5440
5450

5460
5470
5480
5490
556@
552
5530
5550
£56@
557
5950
5960
5970

5990
6000
6010
6020
6030
0040
6050
6060
6080
6090
6100
6110
6120

IF CHS = ESS
3S NO : E
IF SS 12 T
IF SS < 1 OR
S = FNSS(SS)
IF D(S,1) <=
CLS : LOCATE
ires "; FNST
LOCATE 11,7

g.

GOTO 3120

REN *** diff

CLS : LOCATE

ON VAL (MIDS({

IF Alb,2) =
5

LOCATE ,7
LOCATE ,7

GOsSUR lotie :

LOCATE 1©,7 PRINT "Enter the school number of the headmaster you want ta
talk with" '

LOCATE 12,7 PRINT "and press enter.”;ENS;

Nl = l@

GOSUB 11000

IF CHS = ESS THEN BEEP: GOTO 5400

C = NOo : LEADER = C

IF B(C,1l) = 1 THEN 548v

PRINT

LOCATE ,7 PRINT "You have not identified a headmaster, therefore you can
not use”

LOCATE ,7 : PRINT "him or her for this implementation strategy.”

GOSUB 1027¢ : GOTO 3020

PRINT

D1 = D{(%,1)

El = 1

IF Bi(C,4: = 6 THEN 6020

B(C,d4) = B(C,4) + 1

IF B(C,4) = 5 THEN 5970

Al = VIB(C,3),BiC,4))

CLS

GOTO 772¢

REM *** fifth talk with headmaster ***

LOCATE ,7 : PRINT "Your constant talking annoys headmaster. You lose 5 da
ys."

Dl = D1 + &

GOTO 6850

RE{ *** sixth (and greater) talk with headmaster ~**

LOCATE ,7 PRINT "The headmaster bans you from the school.”

LOCATE ,7 : PRINT "Putting things right loses you 2@ days."

Dl = D1 + 20

Al = V(B(C,3),B(C.4))

GOTO 7730

REMl *** diffusion strategy 2 ***

I1 = VAL(MIDS("12004358070",S,1}) /
IF A(I1,2) = 1 THEN 6150 ,7'
PRINT f)

LOCATE ,7 : PRINT MTS(9) '
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THEN 3020

%]

HEN FS = DISKS + "choa.dtx" : S
SS > 11 THEN THEN GOSUB 1@940 :

= S§S : GOSUB 32709 : GOTO 5020

GOTO 521@

R THEN 5340

10,7 : BEEP : PRINT "Implementation choice "< FNSTS(SS);" requ
3(D(s,1));" days"

. PRINT "and you only have ";FNSTS(R);" ";FNDSS(R);" remainin

usion strategy 1 ***
8,1 : Dl = @ : Al Q@ : El 1
"11221111312",8,1)) GOTO 60890,615@,5360
1 THEN 5400
PRINT B1S; Y1S
PRINT "the headmaster of the school you want to work with."
GOTO 3020
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6130 LOCATE ,7 : PRINT MTS(10);MI'S(10 + S)

6140 GOSUB 10279 : GOTO 3020

6150 DL = D(S,1) : D(s,2) =1

6155 ON VAL(MIDS$("11112223121",S,1)) GOTO 616@,6620,7630

6160 I = VAL{("&H" + HIDS("67ACR0O80QS5",S,1))

6170 ON VAL(MIDS("11221112111",S,1)) GOTO 6190,6180

6180 IF D(1,2) > O ORD(2,2) >O THEN I =1 + 1

6190 GOSUB 8020 : Al =V(I,VQ) : GOTO 7720

6200 REM *** check precidence for group ***

6210 ON VAL(MIDS("11112221121",5,1)) GOTO 7720,6620

6620 REM *** diffusion strategy 7 ***

6630 IF A(6,2) < 1 THEN 665@

6640 IF A(VAL(MIDS("000@43500°0",5,1)},2) = 1 THEN 6700

6650 PRINT :

6660 LOCATE ,7 : PRINT B1S; "y u must talk to the headmaster"

6670 LOCATE ,7 : PRINT "of a school and learn the percentage of teachers vho wi
11 attend”

6680 LOCATE ,7 : PRINT "a";FNGAS(S);

6690 GOSUB 10270 : GOTO 3020

6700 PRINT o .

6710 LOCATE ,7 : PRINT "At which school do you want to hold the ";FNGAS(S);"?"

6720 LOCATE ,7 PRINT "Enter the school number and press enter”:ENS;

€730 Nl = 10

6732 GOSUB 11000

6734 IF CHS = ESS THEN BEEP : LOCATE 8,1 : GOTO 6700

6740 C = N@ : LEADER = C : IF B(C,1) = 1 THEN 6790

6750 FRINT

6769 LOCATE ,7 : PRINT "Tou must first talk to the headmaster or this school,"”

6770 LOCATE ,7 : PRINT "and determine his or her attitude towards innovation."

6780 GOSUB 10270 : GOTQO 3020Q

679¢ IF B(C,4) >= 1 THEN 684¢

6800 PRINT

b81¢ LOCATE ,7 : PRINT "You must first talk to the headmaster of this school."

6830 GOSUB 10270 : GOTO 3020

6840 Q. = BiC.2y : IF (Q. AND FNUK%(Si) = @ THEN 6890

6850 [FRINT

6860 LOCATE ,7 : FRINT "Only one ":FNGAS(S):" can be he held at each school.”

6370 LOCATE ,7 : PRINT "You have already held a ";FNGAZiS):" at this schocl.”

688¢ GOSUB lw270 : GOTO 3020

68% D1 = Di(S,1)

690Y Q% = B(C,2) : Q% = Q% OR FNMK%(S) : B((C,2) = 1A

6910 FOR I = 1 TO 2

6920 IF D(I,2) = 1 THEN 6960

6930 NEXT I

6940 Al = F(B(C,b3),1)

6550 GOTO 7720

6960 Al = F{B{(C,23),2)

7030 GOTO 7720

751@ REM “** chance events for all strategies ***

7515 CLS : LOCATE 8,1

7520 I1 = VAL{(MID3("11152221433",S,1})

7550 IZ = FNRNX(1()

7560 FOR I3 = 1 TO RN{(Il,IZ2)

757@ PRINT " "; RMS(I1,IZ2,I3)

7580 NEXT I3 (2#0

7590 D1 = D1 - RD(I1,I2) -
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7600 E1 = RE(I1,I2)

7620 RETURN

7630 REI *** score user notes
7640 GOSUB 8069

7650 FOR I = 1 TO 1O

7660 IF B\I,2) > O THEN H(I) = V(12,VQ)

7670 IF B(I,2) > 15 THEN H(I) = V(13,V0)

768@ NEXT -

7720 GOSUB 7519 '

7730 'GOSUB 8019

7740 GOSUB 8100

7750 GOSUB 10270 : GCTO 3020

3019 REll *** increment # of uses and set index into u()
8020 V@ = U(S) + 1

8030 U(S) = Vo

8040 IF V@ <= 6 THEN 806

8050 V@ = b

8060 RETURN

8100 IF S = & THEN 8200

8105 AD = INT(E1*Al + RND)

8110 T=T+ AD : R=R - Dl

£130 ON VAL(1IDS("11112223223",S,1)) GOSUB 16100,16400,16450
5140 RETURN

§200 REll *** user notes target school then random
821 FOR I = 1 TO 1@

8220 IF H(I) = © THEN GOTO £260

8230 AD = INT(E1*H(I) + RND)

824¢ T=T+ AD

825 GOSUB 16400

826@ NEXT

8270 R = R - DI

2280 RETURN

991@ REll *** end of program **~

4@20 LOCATE 12,7 : PRINT "You have stopped with ";FNSTS{R};" ":FNDSS(R}:
03 PRINT * remzining and ":FNSTS(INTIT + .5));" percent adoption.”
9@35 GOSUE [aZ70

9040 GUT: lag

9@50 CLS : LOCATE .7

LA A

L A

LA |

9060 ERINT “_ongratulations, “:NAS;", ":FNSTS(INT(T + .51 " percent of potenti
al userc”

9970 LOCATE 7.7 : PRINT "in district ":FNSTS(VI):" have adopted the new curricu
lum.”

9075 GOSUB 12279

9976 GOSUE 15440

9977 IF R <= @ THEN 9030

9978 LOCATE 12,7

9080 PRINT "You have ";FNSTS(R);" ";FNDSS(R):" remaining tc relax and enloy the

tropical heat.”

9@9¢ IF VI < V¥ - 1 THEN LOCATE 18,1 : PRINT "Why not visit district ";FNSTS(VI
1),

9995 CHs = "y" : GOTO 91@5

5100 GOSUB 15440

9105 IF CHS = "y" THEN GOSUB 10270

9110 CLS : LOCATE 1@,29 : PRINT "Returning to the menu” /1

9120 GOTO 30000 i;

9925 REM *** <CR> INPUT ***



