
 

 
 
 

READ ALL ABOUT IT! 
THE NEWSPAPER GAME 

Instructions, Game Materials and a guide for instructors:  
A complete activity packet 

  



Contents of this packet 
 

1. A description: the pitch we made for the game to local high school students when they 
gathered for a day-long summit on news literacy 
 

2. Rules for the game 
 

3. A guide for instructors: the purpose of this game and prompts for a wrap-up discussion 
 

4. A guide for disbursing the fun money used for gameplay 
 

5. Preparatory reading for the students: “The New Journalism,” an excerpt by Michael 
Schudson on the two models of newspapers that emerged by the end of the nineteenth 
century: the Information Model versus the Story Model 
 

6. Materials for the historical presentation of the game 
a. Information Model news stories 
b. Story Model news stories 

 
7. Alternative rules and materials for a contemporary version of the game    

  



1. Game description: The pitch we made to high school students 
 
 I typically incorporate this game into my 100-level undergraduate class on news literacy, 
but developed the following pitch/description for the Pacific and Asian Affairs Council’s 
Global Vision Summit on Media Literacy in November 2019. About 40 students 
participated in this session.  
 

Over the years, I’ve played with groups ranging from 25 to 70 students. It can likely work 
successfully with as few as 18 students. 
 
 

THE NEWSPAPER GAME 
 

Who's got the hottest scoops? What sells in the news 
business? Is it the hard-hitting, Most Important Stories of Our 
Time about runaway greed and corruption and dire threats to 
the health and safety of all life on the planet? Or is it the 
clickbait, the Most Shocking, Sensational Tales and Gossip 
from the fevered minds of our tabloid writers?  

 
You'll start off by hitting the streetcorners as newsboys and 

newsgirls, competing for cold hard cash in the gritty, hurly 
burly marketplace of the Newspaper Game. Who can be the 
first to strike it rich? Who can become the Top Fat Cat, the 
Media Mogul, the King of the Newspaper Game? You'll need to 
pick your best angles, swapping stories for cash hand-over-fist, 
vying against the smoothest operators in town for the money 
pile. Hustle Hustle Hustle! Sell Sell Sell! …  

 
READ ALL ABOUT IT!!!! 

  



The Newspaper Game: Instructions  

and Team Assignments 
 
THE PRIZE: 
The winning players will be paid in good food, probably pie or cookies. 
Winners will also earn an A+ (100 percent) for the exercise.  
 
HOW TO WIN:  
In this game, you’ll either be assigned as a Seller or a Buyer.  
 

• If you’re a Seller, your team objective is to make more money than any other 
team.  

• If you’re a buyer, your objective is to turn our classroom into a realistic 
newspaper marketplace, circa 1900, by acting out a convincing role as a typical 
New York City resident alive at that time. 

 
HOW TO PLAY:   
The Sellers have been divided into eight two-person teams.  
 

• Four of the teams will be selling “serious” news stories. (See “the Information 
Model” in the reading that will be assigned this week.)  

• The other four teams will be selling “sensational” stories. (See “the Story Model” 
in the reading that will be assigned this week.) 

 
As a Seller, you and your partner will have to familiarize yourself with your 
merchandise--your stories--and develop “pitches” for each story and a strategy for 
selling them.  
 
The Buyers will be given cash in denominations of $1, $5, $10 and $20. Sellers will 
have to unload their product for as much money as they can get, and make more 
money than any other team. If you rate high for your acting, and pass a quiz about your 
chosen stories after class, you win. 
 
HOMEWORK TO PREPARE: 
 
If you’re a Seller, your homework is to become familiar with the newspaper stories you 
will be selling. 
 

• The “serious” news Sellers should look up the Wikipedia articles on the topics 
listed at the bottom of this document. NOTE: Only the headlines will be easily 
readable on these article reproductions, but Sellers must learn about the 
stories and be able to explain them. 

• The “sensational” news Sellers should take cell phone photos of their stories at 
the end of class, and read the stories over. 

 



If you’re a Buyer, your homework is to invent a character that you will portray and 
choose the following identifiable traits. In doing so, PLEASE BE CAREFUL TO BE 
CULTURALLY SENSITIVE. We don’t want to offend anyone in our class with negative 
stereotypes. 
 

• Place of origin, whether from a foreign country or somewhere outside NYC in the 
United States. Try to choose somewhere abroad. Remember: NYC in 1900 was 
teeming with immigrants, who comprised a huge proportion of the newspaper-
reading audience. 

• Accent and physical characteristics, like a limp from a war injury, bad eyesight, 
etc. Do what you can convincingly, but remember: be culturally sensitive here. 

• Age 
• Education 
• Profession 
• Your tastes for news and entertainment 

 
COSTUMES AND PROPS ARE ENCOURAGED (and will make you more competitive!) 
  
TEAM ASSIGNMENTS 
 
SELLERS 
Serious News (“Information Model”) teams: 
IM1:  
 
IM2: 
 
IM3: 
 
IM4: 
 
Sensational News (“Story Model”) teams: 
SM1: 
 
SM2: 
 
SM3: 
 
SM4 
 
BUYERS 
 
TOPICS FOR SERIOUS NEWS: 

• Upton Sinclair, The Jungle, and the The Food and Drugs Act of 1906 
• The Triangle Shirtwaist Factory Fire 
• The sinking of The Lusitania 
• The San Francisco Earthquake and Fire 



3. A Guide for Instructors 
 
Instructors should be aware that the deck is stacked here: I’ve played this time in about a dozen 

classes over the years, and every time, one of the “Sensational News” teams wins. 
 
The main point that the exercise itself drives home is about what kind of news Americans have 

consumed, both in the past and today, and why. The content and experience of the game teaches 
students about character of the news in the early twentieth century: about the style of headlines, layout 
and reporting, and the interests and concerns of both the press and the public. 
 

The gameplay tends to be rather freewheeling and frenetic as the students get caught up in the 
action. It is important that they are clear on the rules of the game and that the news sellers have a strong 
understanding of the stories they are selling. You may want to consider creating a quiz to ensure all 
students come to class prepared to play. During the prep time in the classroom, I also try to make sure 
the sellers develop strategies for how to sell their wares, and the buyers have clear ideas of their 
characters. Note: Only the headlines are clearly readable on the Information Model article 
reproductions, but the “Sellers” should learn about these major news events and be able to 
explain them to the rest of the class. 

 
Usually, the game itself goes for three rounds of fun money, if the money is distributed wisely. 

That generally adds up to about 30 minutes of gameplay. Note: The instructions here specify eight 
two-person teams of “Sellers,” but the number of sellers, size of the teams, and number of buyers 
can be adjusted to the class size. 

 
Once we've played the game, we tally the earnings of each group to determine who won. Then we 

talk about the nature, function and value of both kinds of news.  
 

The serious news does indeed show us the "watchdog" role in the press, and I point out that its 
role in this regard wasn't always so obvious. Thomas Jefferson and the rest of the Framers, for example, 
didn't really have the notion of the press as watchdog. But as our society and its problems grew more 
complex, particularly during the Industrial Revolution and era of the muckrakers, we learned to 
appreciate that reporters could warn of us threats to health and safety, problems of abuse and 
corruption, and the need for regulations and other solutions. 
 

As for the "sensational" news, I push back against the conventional wisdom that it's all worthless 
trash. If we all think it’s worthless, why is there so much desire for it? What do we get from it? What 
do these stories tell us, and why are they "important" themselves? 

 
Questions for discussion 
Here are some questions drawn from the Schudson excerpt: 
 

• Schudson argues the Information Model stories appealed to the wealthier and more 
educated readers, whereas the Sensation Model appealed to working class readers. Do you 
agree? Why would that be? Is that just as true today as it was then, and if not, why not? 

• What roles did the two journalisms serve a century ago? How about today, and if there are 
new forms of journalism, what are they? 

• Is it right to associate the Information Model with the notion of objectivity? 
• Should we regard the Information Model as a “higher” form of journalism than the Story 

Model? 



4. A guide to disbursing the fun money 
 
Determining the correct amount of funny money to distribute for maximum gameplay is an art, 
not a science. We found this basic guide to setting the teams and disbursing the money worked 
excellently: 
 
Student numbers and roles: 

• 30 student scenario 
sellers: 6 teams of 2 = 12 students 
18 buyers  

• 35 student scenario 
sellers: 8 teams of 2 = 16 students 
19 buyers 

• 40 student scenario 
sellers: 6 teams of 3 = 18 students 
22 buyers 

 
Money to be distributed 
When I did some research on pricing for fake money it was easier and cheaper to buy $5s and 
$10s in bulk.  It may work best to just use $5s and $10s? The distribution to each buyer would 
be: 

• $75 per person for round 1 (5 in $5, 5 in $10) 
• $45 for round 2 (5 in $5, 2 in $10) 
• $30 for round 3 (4 in $5, 1 in $10) 

However, you will typically want to keep distributing money until all the merchandise is sold. 
That’s when gameplay ends. 

Here’s another way we used to calculate the disbursements: 
 
With eight teams that have three copies of five stories, there’s a total of 120 pieces of 
merchandise. 
 
If there are denominations of between 5- and 20-dollar bills, the median is $12: If a seller 
demanded the maximum bill, $20, for a story and the buyer offered the minimum, $5, and they 
met halfway, that would be $12. 
 
So a rational market might mean a total of $1,440. 
 
If this was to go three rounds, and each round got more competitive, we could start with $600 for 
round #1. 



 
With a maximum of eight buyers, rounding off:  
 
Round #1 
Total per buyer: $75 
One $20 
Three $10 
Five $5 
 
Maximum purchases: 126 
Minimum purchases: 48 
Median purchases: 87 
 
Round #2 
Total per buyer $45 
One $20 
One $10 
Three $5 
Maximum purchases: 32 
Median purchases: 40 
 
Round #3 
Total per buyer: $30 
One $10 
Four $5 
Maximum purchases: 45 
Median purchases: 27 
  



5. Prepatory reading
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after Adolph Ochs rejuvenated it in 
1896, took the path of factuality. I shall 
refer to these two models of journalism 
as the ideal of the "story" and the ideal 
of "information."   ...   George Herbert 
Mead ... wrote that some parts of the 
news-the election results or stock market 
reports-emphasize exclusively  "the truth 
value of news;' but for most of the news 
in a paper, the "enjoyability" or 
"consummatory value" is more impor-
tant. The news serves primarily to create, 
for readers, satisfying aesthetic 
experiences which help them to interpret 
their own lives and to relate them to the 
nation, town, or class to which they 
belong. Mead took this to be the actual, 
and the proper, function of a newspaper 
and observed that it is manifest in the 
fact that "the reporter is generally sent 
out to get a story, not the facts."1  

An alternative model of the 
newspaper's role proposes that the 
newspaper is uniquely defined as a genre 
of literature precisely to the extent that 
the facts it provides are unframed, that it 
purveys pure "information." Walter 
Benjamin suggested that "information" 
is a novel form of communication, a 
product of fully developed capitalism, 
whose distinguishing characteristic is 
that it "lays claim to prompt 
verifiability." ... While it may actually be 
no more exact than varieties of 
"intelligence" of the past, unlike earlier 
intelligence, which might be justified by 
reference to the miraculous, "it is 
indispensable for information to sound 
plausible." For this reason, in Benjamin's 
analysis, information "proves 
incompatible with the spirit of story-
telling."2 .... 

Rightly or wrongly, the 
informational ideal in journalism is 
associated with fairness, objectivity, 
scrupulous dispassion. Newspapers 

which stress information tend to be seen 
as more reliable than "story" papers. But 
who makes this judgment and on what 
grounds? Who regards the information 
model as more trustworthy than the story 
ideal, and what is meant, after all, by 
"reliable" or "trustworthy"? If journalists 
on the whole give credit to both ideas at 
once, how is it that different newspaper 
institutions come to stand for one or the 
other? And how is it that those which 
stand for the information model come to 
be regarded as the more responsible?  

It is the unexceptional theme of 
this chapter that, in the most general 
terms, there is a connection between the 
educated middle class and information 
and a connection between the middle 
and working classes and the story ideal. 
The puzzle here, as in most other 
discussions of popular culture, is why 
this should be the case. What is it about 
information that seems to appeal to the 
educated middle class? What is it about 
the story that seems to attract the 
working-class reader? Is it right to 
associate the information model with the 
notion of objectivity? Should we regard 
it as a "higher" form of journalism than 
the story model? In the critical decades 
from 1883 to the first years of this 
century, when at the same moment 
yellow journalism was at its height and 
the New York Times established itself as 
the most reliable and respected 
newspaper in the country, why did 
wealthier people in New York read the 
Times and less wealthy people read the 
World? What is the meaning of the two 
journalisms of the 1890s? 
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NOTES  
 
l. George Herbert Mead, "The Nature of 
Aesthetic Experience;' International 
Journal of Ethics 36 (July 1926): 
390. John Dewey made a similar point: " 
... the newspaper is the only genuinely 
popular form of literature we have 
achieved. The newspaper hasn't been 
ashamed of localism, it has revelled in it, 
perhaps wallowed is the word. I am not 
arguing that it is high-class literature, or 
for the most part good literature, even 
fromits own standpoint. But it is 
permanently successful romance and 
drama; and that much can hardly be said 
for anything else in our literary lines" 
("Americanism and Localism," The 
Dial68 [June 1920]: 686).  
 
2. Walter Benjamin, flluminations (New 
York: Schocken Books, 1969), pp. 88-
89.  



 
 
 
 
 

GAME MATERIALS 
I. INFORMATION MODEL 

  



















 
 
 
 
 

GAME MATERIALS 
II. STORY MODEL 

 
 
































