Get It: The Game
Presenter’s Materials
Purpose:

Get It: The Game simulates the mechanism of an OpenURL transaction. By participating in the simulation, class attendees dissect the function of an OpenURL link resolver using everyday objects.

Included here:

· Object citations and metadata slips
(Depending on your number of attendees, you may need more citations)
· “Sorry” notes
· Link resolver button image (replace with your organization’s button)

· Game role slips for participants to draw

· Messenger and User nametags

· Committee S and Committee T table signs

· Instructions for each role

You will need:

· A container from which participants will draw their game role

· A regular printer and office paper for printing game materials

· A color printer (optional) for the “Sorry!” notes and link resolver button

· An enlarged image of your organization’s link resolver button

· An object that will represent the link resolver button
(JBK’s note: I used an “Easy” button from Staples and covered it with the printed image of the link resolver button)

· Cardstock (optional) for printing “Committee” table signs and “User” and “Messenger” nametags

· A way for participants to wear their “User” and “Messenger” nametags (optional)

· Six to eight small, soft toys which will represent the objects being sought by the Users
(JBK’s note: I use swimming pool toys marketed under the name “Splash Bomb” – they are small, cute, and easy to pin things to)

· Safety pins

· Envelopes in which to seal the Committees’, Users’ and Messenger’s instructions until game play begins.

To prepare:

· Read all the instructions, including each role’s instructions

· Print participants’ materials
· Cut out nametags, table signs, and role slips

· Cut apart object citations and metadata – each should be a separate piece

· Fold role slips and collect in a container for the drawing

· Fold table signs into tents (optional)

· Make nametags wearable by participants (optional)

· Attach image of your organization’s link resolver button to the object representing the button

· Attach object metadata (see example under Committee S Materials) to soft toys – one description per toy. Divide the toys unequally - Committee S should have a few; Committee T should have more.
· Reserve 2 or 3 object metadata slips (do not attach them to toys) so that Users have citations for which the Committees do not have objects. This is the only way to ensure that some Users get “Sorry!” notes.
· Divide materials into 4 role groups: Messenger, User, Committee S, Committee T
See below for materials lists
· Make sealed envelopes of materials for each role:
Messenger – one set (only one Messenger role in the game)
User – one set per User
Committee S – one set for the group
Committee T – one set for the group

User Materials:
Instructions
Nametag
Object citation, such as this example:
Caiado, J., et al. (2007). Isolated snail allergy without house dust mites sensitization: case report. Allergy 62(Supplement 83), p.218-219.
Messenger Materials:
Instructions
Nametag
Committee S Materials:
Instructions
Table sign
Link resolver button
Objects
Object metadata (pinned to objects), such as this example:
Pub Type: Journal
Author: Caiado, J., Lundberg, M., Oman, H., Pedro, E., Pereira-Santos, M., Barbosa, M.P.
Title: Isolated snail allergy without house dust mites sensitization: case report
Source: Allergy
Doc Type: Meeting Abstract
ISSN: 0105-4538
Pub Date: June
Pub Year: 2007
Vol: 62
Supplement: Suppl. 83
Start Page: 218
End Page 219

Committee T Materials:
Instructions
Table sign
“Sorry!” notes
Objects
Object metadata (pinned to objects). See example for Committee S
To play:

To play the game, distribute the game description sheet at the beginning of class. As attendees are entering the room, have each draw a role from a container. Be sure to arrange the drawing so that the Messenger role and at least three User roles are drawn. An equal number of participants in Committee S and Committee T are desirable but not necessary. Proceed with slides 1-7 of Behind the Get It Button.

When you reach slide 8, it is time to play the game. Allow Committee S and Committee T participants to form groups (Users may also form a group, but it is not necessary). Encourage attendees to relate their game role to terminology just learned during the class. Distribute all roles’ materials in sealed envelopes Allow all participants to open their materials and instructions at the same time. Circulate around the room and check in with participants, but do not linger. Before commencing play, allow a moment for questions.
Start of play goes to any User. User takes their object citation to Committee S. Committee S either gives User the object (if they have it) or allows User to press the link resolver button. Messenger appears when button is pressed.

Messenger takes User’s citation to Committee T. Committee T gives Messenger either the object matching the citation or a “Sorry!” note if they do not. Messenger delivers object or “Sorry!” note to User. Play repeats with a different User until all objects are retrieved or all Users have played.

Pub Type: Journal

Author: Caiado, J., Lundberg, M., Oman, H., Pedro, E., Pereira-Santos, M., Barbosa, M.P.

Title: Isolated snail allergy without house dust mites sensitization: case report

Source: Allergy

Doc Type: Meeting Abstract

ISSN: 0105-4538

Pub Date: June

Pub Year: 2007

Vol: 62

Supplement: Suppl. 83

Start Page: 218

End Page 219

Caiado, J., et al. (2007). Isolated snail allergy without house dust mites sensitization: case report. Allergy 62(Supplement 83), p.218-219.
Pub Type: Journal

Author: Nakamura, M., Kobayashi, Y.

Title: Sex change in coral reef fish

Source: Fish Physiology and Biochemistry

Doc Type: Article

ISSN: 0920-1742

Pub Date: April

Pub Year: 2005

Vol: 31

Issue: 2/3

Start Page: 117

End Page: 122

Nakamura, M. & Kobayashi, Y. (2005). Sex change in coral reef fish. Fish Physiology and Biochemistry 31(2/3), p.117-122.

Pub Type: Journal

Author: Delfour, F., Aulagnier, S.

Title: Bubbleblow in beluga whales (Delphinapterus leucas): A play activity?

Source: Behavioral Processes

Document Type: Article

ISSN: 0376-6357

Pub Date: July

Pub Year: 1997

Vol: 40

Issue: 2

Start Page: 183

End Page: 186

Delfour, F. & Aulagnier, S. (1997). Bubbleblow in beluga whales (Delphinapterus leucas): A play activity? Behavioral Processes 40(2), p. 183-186.
Pub Type: Journal

Author: Fristrup, K.M., Harbison, G.R.

Title: How do sperm whales catch squids?

Source: Marine Mammal Science

Doc Type: Article

ISSN: 0824-0469

Pub Date: January

Pub Year: 2002

Vol: 18

Issue: 1

Start Page: 42

End Page: 54

Fristrup, K.M. & Harbison, G.R. (2002). : How do sperm whales catch squids? Marine Mammal Science 18(1), p. 42-54.
Pub Type: Journal

Author: Tilgner, A.

Title: Kinematic dynamos with precession driven flow in a sphere

Source: Geophysical and Astrophysical Fluid Dynamics

Doc Type: Article

ISSN: 0309-1929

Pub Date: February

Pub Year: 2007

Vol: 101

Issue: 1

Start Page: 1

End Page: 9

Tilgner, A. (2007). Kinematic dynamos with precession driven flow in a sphere. Geophysical and Astrophysical Fluid Dynamics 101(1), p. 1-9.
Pub Type: Journal

Author: Klyachin, V.A.

Title: On some properties of stable and unstable surfaces with prescribed mean curvature

Source: Izvestiya Mathematics

Doc Type: Article

ISSN: 1064-5632

Pub Date: July/August

Pub Year: 2006

Vol: 70

Issue: 4

Start Page: 717

End Page: 730

Klyachin, V.A. (2006). On some properties of stable and unstable surfaces with prescribed mean curvature. Izvestiya Mathematics 70(4), p. 717-730.

Pub Type: Journal

Author: Anagnostopoulos, K.N., Azuma, T., Nagao, K., Nishimura, J.

Title: Impact of supersymmetry on the nonperturbative dynamics of fuzzy spheres

Source: Journal of High Energy Physics

Doc Type: Article

ISSN: 1126-6708

Pub Date: September

Pub Year: 2005

Issue: 9

Article No. 46

Anagnostopoulos, K.N., Azuma, T., Nagao, K., & Nishimura, J. (2005). Impact of supersymmetry on the nonperturbative dynamics of fuzzy spheres. Journal of High Energy Physics, Iss.9, Article No.46.

Pub Type: Journal

Author: Kuba, M.J., Byrne, R.A., Meisel, D.V., Mather, J.A.

Title: When do octopuses play? Effects of repeated testing, object type, age, and food deprivation on object play in Octopus vulgaris

Source: Journal of Comparative Psychology

Doc Type: Article

ISSN: 0735-7036

Pub Date: August

Pub Year: 2006

Vol: 120

Issue: 3

Start Page: 184

End Page: 190

Kuba, M.J., Byrne, R.A., Meisel, D.V., & Mather, J.A. (2006). When do octopuses play? Effects of repeated testing, object type, age, and food deprivation on object play in Octopus vulgaris. Journal of Comparative Psychology 120(3), p. 184-190.

Pub Type: Journal

Author: Stafford, K.M., Moore, S.E.

Title: Atypical calling by a blue whale in the Gulf of Alaska

Source: Journal of the Acoustical Society of America

Doc Type: Article

ISSN: 0001-4966

Pub Date: May

Pub Year: 2005

Vol: 117

Issue: 5

Start Page: 2724

End Page: 2727

Stafford, K.M. & Moore, S.E. (2005). Atypical calling by a blue whale in the Gulf of Alaska. Journal of the Acoustical Society of America 117(5), p. 2724-2727.

Pub Type: Journal

Author: Seitz, J.A.

Title: Metaphor, symbolic play, and logical thought in early childhood

Source: Genetic Social and General Psychology Monographs

Doc Type: Article

ISSN: 8756-7547

Pub Date: November

Pub Year: 1997

Vol: 123

Issue: 4

Start Page: 373

End Page: 391

Seitz, J.A. (1997). Metaphor, symbolic play, and logical thought in early childhood. Genetic Social and General Psychology Monographs 123(4), p. 373-391.
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Get It: The Game
Description
Role Assignments:

Players are randomly assigned to one of three possible roles: User, Messenger, or Committee member.

Committee members are randomly assigned to one of two committees: Committee S or Committee T.

The game requires one Messenger and multiple Users and Committee members.
Object of the game:

In this game, the User tries to obtain an object for which s/he has only a description. Some descriptions do not have corresponding objects, so all Users will not be successful.
The Messenger tries to help the User by asking for objects in places where the User cannot go.
Committee S and Committee T hold the objects. Committees distribute the objects to Users or the Messenger only when they have met the Committees’ arcane and mysterious requirements.

The Rules:

Users:
Users may request their object only from Committee S.
Users may not approach the Messenger or Committee T directly.
Users may push the Get It button only when allowed to do so by Committee S.

Messenger:
The Messenger may assist a User only when that User pushes the Get It button.
The Messenger may receive an object’s description only from Committee S.
The Messenger must deliver the object’s description to Committee T.
The Messenger must deliver to the User anything given to him/her by Committee T.
Committees:
Operate according to their own internal rules.

Object Descriptions:
Are provided with game materials and contain all information necessary for obtaining an object.

Welcome to Committee S!

Committee S Internal Rules
You must:
Accept object requests from Users
Supply requested objects when you have them
Offer the User the Get It button when you don’t have an object
Give the object description to the Messenger when s/he appears

You may:
Obfuscate and complicate the User’s experience as you see fit, as long as you follow The Rules and your Committee’s Internal Rules

Committee S Materials:
1. A sign identifying your committee

2. Objects

3. Information about the objects

4. The Get It button
Committee S Procedures:
· Display your “Committee S” sign

· Look around the room and pick out the other players:

· Committee T

· Messenger

· Users

· When the instructor begins the game, play begins with Users

· A User will bring you a description of the object they need
· Determine whether or not you have the object by matching their description to your own information about your objects
· If you have the object, give it to the User

· If you don’t have the object, offer the User the Get It button. The Messenger will come to assist the User.
· When the Messenger appears, give him/her the User’s description of the object
· The Messenger and Committee T will complete the User’s transaction. You’re done.
Welcome to Committee T!

Committee T Internal Rules
You must:
Accept object requests from Committee S, via the Messenger
Supply requested objects to Users when you have them
Communicate with Users via the Messenger when you don’t have a requested object
You may:
Obfuscate and complicate the User’s experience as you see fit, as long as you follow The Rules and your Committee’s Internal Rules

Committee T Materials:
1. A sign identifying your committee

2. Objects

3. Information about the objects

4. “Sorry!” notes

Committee T Procedures:
· Display your “Committee T” sign

· Look around the room and pick out the players:

· Committee S

· Messenger

· Users

· When the instructor begins the game, play begins with Users

· A User will take to Committee S a description of the item they need

· If Committee S has the item, they will give it to the User

· If Committee S doesn’t have the item, the Messenger will bring you the User’s description of the item they need

· Determine whether or not you have the item by matching their description to your own information about your items

· If you have the item, give it to the User

· If you don’t have the item, give the Messenger a “Sorry!” note.

· The Messenger will pass on the note to the User. You’re done.

Welcome, Messenger!
Messenger’s Rules:
You must:

Appear at Committee S’s location when a User pushes the Get It button

Deliver object descriptions from Committee S to Committee T

Deliver objects from Committee T to Users

OR

Deliver messages from Committee T to Users

Messenger’s Materials:
1. A sign to identify yourself
Messenger’s Actions:
· Put on your “Messenger” sign

· Look around the room and pick out the other players:

· Committee S

· Committee T

· Users

· When the instructor begins the game, play begins with Users

· A User will take to Committee S a description of the item they need

· If Committee S has the item, they will give it to the User

· If Committee S doesn’t have the item, the User will push the Get It button

· When you hear the Get It button say “That was easy,” go see Committee S.

· They will give you the User’s description of the item

· Take the description to Committee T

· If Committee T has the item, they will give it to the User

· If Committee T doesn’t have the item, they will give you a note

· Give the note to the User. You’re done.

Welcome, User!
User’s rules:
You must:
Ask Committee S for the object you need

Receive your object from Committee S or Committee T

OR
Receive a message from the Messenger about the status of your object

User’s materials:
1. A sign to identify yourself

2. A description of the object you need

User’s actions:
· Put on your “User” sign

· Look around the room and pick out the other players:
· Committee S

· Committee T

· Messenger
· When the instructor begins the game, play begins with you
· Take the description of the object you need to Committee S

· If the Committee has your object, they’ll give it to you
· If they don’t have your object, push the Get It button to summon the Messenger

· Wait while Committee S sends the Messenger to Committee T

· If Committee T has your object, they’ll give it to you

· If Committee T doesn’t have your object, the Messenger will bring you a note

· Once you get either your object or a note, you’re done.

