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CHAPTER 3 

Planning the quest: research-design 

The field of science is unlimited; its material endless; every group of natural 
phenomena, every phase of social life, every stage of past or present development is 
material for science. The unity of all science consists alone in its method, not its 
material (Pearson 1892). 

In Chapter One the reader was confronted with a riddle: why a seemingly clear-cut 
decision did not lead to clear-cut outcomes. A number of explanations was explored, 
only to find that these explanations led to more questions and an uncanny feeling that 
the assumptions behind these explanations might have been wrong. In Chapter Two 
the puzzling assumptions of the conventional model of the policy process were untan
gled and another approach to investigate complex policy processes was presented. The 
three games approach is a heuristic device that helps answer the questions raised in the 
first and second chapter. The framework can therefore not be seen as a full-fledged 
theory with hypotheses predicting the likelihood of certain outcomes. Rather than 
testing existing theories, the research is an attempt to generate substantive theory on 
complex policy processes.' The research is thus exploratory: both the answers are 
explored as well as the avenue to find the answers. An approach to describe and under
stand the reality of what happened after 1992 has been proposed in the former chapter. 
In general, the advice suggested by Anselm Strauss and Barry Glaser on Grounded 
Theory is followed. Using well-defined concepts - the elements of the games - sub
stantive theory can be generated while remaining close to the empirical data (Glaser & 
Strauss 1967; cf. Strauss 1990; Strauss & Corbin 1987). 

The methods of this research are characterised as qualitative: a 'how' question begs 
for a holistic understanding of real life phenomena (Ragin et al 1996; Miles &C 
Huberman 1994). An exploration such as this must however be controllable and 
replicable. This chapter therefore presents a protocol for the research. First, the com
parative multiple case design is explained. This design and the consistent application of 
the set of factors assist in transforming the wealth of data into information. Secondly, 
the selection of cases is accounted for. Third, a brief account of the methods for gath
ering data is given. 
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Comparative case study 

Thirteen case studies, clustered in three chapters, form the empirical core of this 
research. The cases cover three policy areas in which the Indonesian and Dutch gov
ernment agreed to cooperate. These three policy areas are chosen to be able to com
pare over a variety of policy areas and asses whether the nature of the policy area mat
tered for continuation of projects (see also below on case selection). 

Glaser and Strauss state that evidence collected from comparative groups - in this 
research: projects - can be used to check whether initial evidence or suggestions are 
correct (Glaser & Strauss 1967: 21). At the end of Chapter One a list of explanations, 
suggested by observers of the events in 1992 was given. These explanations were refor
mulated into more general questions, and these in turn led ro the rejection of the con
ventional model of the policy process and the adoption of another approach of the 
policy process - the three games approach. The questions posed at the end of Chapter 
Two guide the empirical research. The general idea behind these questions is that the 
constellation and contents of the elements within a game and among the three games 
will provide the answer as to why some projects were continued and others not. 

Applying the same framework for description and analysis makes it possible to 
compare totally different projects. The projects being different, the categories com
pared are similar in all cases: players, stakes, rules, interaction and policy environment. 
In that way, the framework is replicated over a variety of cases. It is expected that the 
contents of these categories will vary over the cases. The question in this research is 
how these categories are linked and have worked together towards the outcome for 
specific projects. If patterns in the properties of the categories are found, hypotheses 
can be derived from them, generating a theory on complex policy processes {ibid.: 21-
43). For example: the cross-case comparison shows that continued projects had for the 
greater part the same qualifications on the categories stakes, interaction and rules. The 
pattern found provides a hypothesis on the elements that are likely to lead to continu
ation. On the other hand, if the analysis shows that «/«continued projects have an 
exactly contrasting pattern, that would support the hypothesis on the 'successful' pat
tern. The same framework can therefore deal with different outcomes, in this study 
continued or discontinued projects. In other words: replicating the same framework 
in the case research both structures the research and secures the validity of the analysis. 
According to Glaser and Strauss, in sociological research it is agreed that replication is 
the best means to validate conclusions {ibid.: 23). 

Because thirteen cases are investigated, the design of the study is a multiple case 

design: including a number of cases that are compared. Every case in a multiple case 
design serves a specific purpose in the inquiry as a whole. Rather than trying to achieve 
a representative sample of the total population, the cases should be considered as mul

tiple experiments. The same categories, with different properties in each case are 
'tested': it is assessed how the properties influenced the outcome, also in relation to 
each other. Thus, in each case, several factors (the elements of a game) are studied, 
which makes the cases embedded. 'Embedded' means that multiple sub-units within 
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the case are investigated, which in relation to each other account for the outcome of a 
case. Several sources of data must provide these answers (Yin 1994: 38-52). The last sec
tion presents a datamatrix for the collection of data in the game approach. 

As said, the framework is used as a heuristic device in the case studies. The three 
games approach is not a theory to be tested, but a search tool for an exploratory 
research. I will therefore not propose a set of hypotheses beforehand. Rather, the roles 
the factors have played in the projects, how they worked and what the relation was 
between the factors is assessed. This is done by presenting a thick description of the 
projects - what happened over time in the projects and how the decision of 1992 inter
vened in their lifelines. In the last chapter the framework is evaluated on its theoretical 
merits and suggestions are made for theory-generation. 

Both the embeddedness and the multiplicity of the cases generate opportunities 
for comparison. The findings per case have been reported in individual case reports, 
which are structured by the five categories. In the concluding chapter a cross-case 
comparison is made over the cases. Conclusions about the relative weight of the fac
tors, how they worked and an answer to the question of the riddle can then be formu
lated. In scheme, the design looks as in Figure 3.1. 

Parti 
define Sc design 

Part II 
Prepare, collect & analyse 

Part III 
analyse 6c conclude 

develop 
theory (gam 
metaphor) 

select cases 
(clusters and 
projects) 

design data 
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protocol 
(factors) 

conduct 1st 
case study: 

conduct 2nd 
case study 

write individual 
case report 

conduct 3rd cast 
study 

write individual 
case report 

K 

conduct 1 3th 
case study 

write individual 
case report 

draw cross case 
conclusions 

modify theory 

develop policy 
implications 

write cross case 
report (dissertation) 

Figure 3.1 Multiple case design for this research (adapted from Yin 1994: 49) 
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Selection of cases 

The units of analysis in this study ate bilatetal projects; subjects of the central question 
and first partial question. In the three games approach, the projects are considered as 
the implementation game, and they are studied in relation to their policy manage
ment games and the respective political games in Indonesia and the Netherlands. 

In-depth study of the whole range of policy areas in which Indonesia and the 
Netherlands cooperated appeared way beyond what could be done in this research, 
and what the case method calls for, so a selection of cases is made. Clusters of projects 
with one corresponding political game are selected. In that way, one political game 
serves as the context for a number of implementation games. This enabled me to limit 
the contextual descriptions, but also generated a way to assess to what extent one pol
icy area can result in different outcomes over the projects. In other words, to assess the 
strengths of the other factors: stakes of the three games, rules, interaction and how 
players dealt with their (policy) environment. For example, the political game of 
industry development corresponds to a number of projects that in one way or another 
are efforts to develop, improve and stimulate sectors of the industrial base of a coun
try. The projects investigated in this case cluster all have a similar policy environment, 
but different properties in the elements of the games. 

Based on the knowledge at the start of the research there are two main criteria for 
selecting projects. The first criterion is based on the explanandum: selecting a fair divi
sion between (officially) continued and discontinued projects. The replication 
method and thus the analysis becomes more convincing if with a similar framework 
different outcomes can be compared. The second criterion is variety: three policy 
areas in which both countries cooperated have been selected, to be able to compare 
over different policy-areas. These are legal development, socio-cultural development 
and industry development. Because the structure and status of the projects is the same 
- implementation of General Agreements between Indonesia and the Netherlands -
they remain comparable. The projects in the clusters of legal and cultural cooperation 
are particularly interesting because Dutch involvement in these areas has been of a 
special nature. The legacy of colonialism in the legal and educational system provided 
an extra reason for the Indonesian government to seek cooperation at the onset of the 
bilateral development cooperation in the mid-1960s. Whether that was still the case in 
1992 could say more about the changes in the relation between Indonesia and the 
Netherlands. Industry development did in principle not require Dutch involvement, 
so this area is chosen as a check on the findings in the other cases. This policy area is 
also interesting because from the mid-1970s to the 1990s the economic and industrial 
development has received priority by the government of Indonesia. By in-depth study 
of cases in this policy area, more light may be shed on whether the Indonesian govern
ment did have a preference for projects that served economic and industrial develop
ment. The analysis compares cases individually and over the three policy areas (clus
ters). The table below presents an overview of the clusters of cases. 
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Table 3.1 Clusters with cases 

cluster/policy area projects/cases 

cultural cooperation 1. a Dutch Department at an Indonesian University (Seksi Belanda) 
2. the Program Of Indonesian Studies (PRIS) 
3. Indonesian Linguistics Development and Education Project (ILDEP) 
4. indonesian netherlands cooperation in islamic studies (INIS) 
5. the Irian Jaya Studies Program (IRIS) 

industry cooperation 6. Dutch Indonesian Aerospace Cooperation (APERT) 
7. development of laminated wooden boats project (DLWB) 
8. integrated development project in Pompengan, Sulawesi 
9. coffee project in Aceh (LTA-77) 

legal cooperation 10. interuniversity project for the upgrading of staff 
11. PhD project (Sandwich) 
12. judges project 
13. legal drafting project 

Factors and types of data for thick description 

Anyone who has done research knows that an approach such as the three game 
approach, with the five elements to be investigated, generates a long shoppinglist of 
data to be found and people to interview. However, even that list does not guarantee 
that everything that is relevant is included. One of the ways this problem can be 
accommodated is through thick description. Thick description enables outsiders to 
think with the investigator and if necessary, check the chain of evidence offered. Being 
generous with resources, footnotes and citations generates another means for control 
of the evidence and conclusions drawn (Yin 1994: 98-126). Saturation of data is what is 
aimed for in both the desk research and interviews. 

In Chapter Two the elements of the games were presented and the general proper
ties they have, based on the study on games of Fritz Scharpf. These elements - players, 
stakes, interaction, rules and policy environment - serve as factors that can explain 
outcomes in the selected projects. In a figure, the research on one case - a project 
(implementation game) with corresponding political game and policy management 
game - looks like figures 3.2. The general properties of the policy environment are 
described in Chapter Four. The first sections of each case-chapter outline the features 
of the political game. For each case the properties of the policy management game and 
implementation game are described. The vectors in the figure refer to the interaction 
channels that can possibly occur between the games. The mode of interaction 
between the games is yet to be established. 
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The Netherlands Indonesia 
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Figure 3.2 Factors in the three game approach 

Several sources of data are used to describe the factors. Here an explanation is given for 
the choice of data and how the information gathered is used. This section is summa
rised with a matrix containing these sources and the type of data. 

Archival records 

Depending on the project studied, more or less use has been made of original material 
found in archives. Memo's, letters, faxes, notes of meetings, clippings and comments 
written in the margins of policy documents and evaluations are wonderful sources of 
first hand, unprocessed information. Archival records form the basis of information 
on the factors players, stakes, rules and intetaction. Reliable information on the policy 
environment is better found in studies of country experts. 

For the cases on cultural cooperation and legal cooperation (Chapters Five and 
Seven) I could freely make use of the archives the organisations involved had built up. 
Also for the case on aerospace cooperation the responsible project control officers 
allowed me to use their own personal records. Two cases, the Pompengan project and 
the LTA-77 project had been quite extensively researched and a lot of useful informa
tion could be gathered from the descriptions offered in articles and evaluations. For 
the Wooden Boats project I relied on the archives of the Dutch department of Foreign 
aid, press reports and interviews. 

Policy-documents, progress reports and evaluations 

Written material from the administration and parliament provides another source of 
data, be it more processed and less detailed than the archival records. While policy 
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documents stipulate official goals and formal rules, in evaluation reports and progress 
reports information about the actual achievements or informal rules can be found. 
Like the archival records, this type of data was mostly found in the Netherlands. Eval
uations have mostly been jointly conducted, Indonesian evaluators contributed to the 
evaluations as well. Most projects financed by DGIS have been neatly recorded in 
annual and quarterly progress reports; a requirement of DGIS . In these reports most 
information about finances and procedures are found. 

Secondary analysis of existing literature 

In particular for the description of the policy environment and the political games, I 
have relied on analyses done by others. Newspaper-articles, websites, books and arti
cles on Indonesia and the Netherlands have been used for Chapter Four and the first 
sections of the case chapters. The framework and the factors identified structured the 
search in the wealth of information on both Indonesia and the Netherlands. By infer
ence and cross-reference to the information from the other data-sources, the relevance 
of events for the policy process around the projects was established. Please note that 
the information on Indonesia and the Netherlands is not exhaustive, nor very 
detailed. The research is not meant to give a description of the political and socio-eco
nomic developments in both countries: the information on the policy environment 
serves as a context to put the bilateral policy process before and after 1992 in perspec
tive. 

Interviews 

Interviews with people involved in and around the projects enabled me both to make 
sense o the written data and provide me with information that was not put in text. 
The preparation of any case study interview has started with document and archive 
search. The myriad of organisations and people in each of the games were identified in 
a way inspired by Benny Hjern and David Porter's methods to identify 'implementa
tion structures' (Hjern & Porter 1981). Such structures are not only of interest at the 
level of implementation, but also for the policy management and political game. The 
exact realm of these implementation structures, or networks, is often not clear from 
the archival search. Such structures or networks can be reconstructed via the snowball

ing technique, that is, asking interviewees if he or she can suggest other important 
actors or have a different point of view. In this way, \ have been able to find the various 
actors who have played a major role in the policy management and implementation 
games. Evidently I could not interview all actors, but all 'main characters' have been 
interviewed. The criterion was that the set of perspectives on the case was sufficiently 
broad. Robert Weiss' book 'Learning from Strangers' provided technical advice on 
issues of confidentiality, preparation, taping, and transcribing interviews (Weiss 
1994). The rounds of interviews ended when no new issues or new views on the topics 
under investigation arose: when saturation of data was achieved. 

Interviews have their disadvantages as well. One cannot always count on the mem
ory of the interviewees, interviewees are not always available and some will not tell 
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everything. At times, interviewees tell different aspects of the same issue; their per
spective leads to different interpretations of the problem at stake and the events. To 
construct a valid version of the different stories rounds of interviews were conducted: 
confronting the interviewee with comments of other stakeholders. In the case of con
flicting versions or interpretations of the events, this implied that at times an actor was 
interviewed more than once.1 At the end of the interview rounds a first version of the 
case report was written and presented to the interviewees. The comments they had 
have been included in the final version of the case-reports. 

To understand the orientations of the players, and to understand the ways in 
which players understood their roles, an argumentative framework is used to order the 
questions in the interviews. Frank Fischer developed an argumentative method of pol
icy analysis, based on four types of questions, ordered in two levels of discourse 
(Fischer 1980; 1995). The question usually asked when evaluating public policy is 
whether the program achieved its set goals; the evaluation focuses on means-ends 
chains. In some cases the goals themselves are questioned: whether the policy goals 
were relevant to the problem situation. These two sets of questions are the first level of 
discourse of policy analysis; it solely focuses on the objectives and does not question 
the validity of these objectives. The danger of restricting oneself to this level of dis
course is that technocrats i.e. presumed objective and value-free scientists can answer 
questions in society (Forester 1993; Fischer & Forester 1993). 

The second level of discourse focuses on the values and norms that generate policy 
objectives. The first question in this level focuses on whether the policy goal is based 
on normative beliefs that have contributive value for the society as a whole. At the 
highest level of evaluation the question is whether the fundamental ideals that organ
ise the accepted social order provide a basis for a legitimate resolution of conflicting 
judgement. The latter question inquires into the basic norms and values of a given 
society. In the interviews, these types of questions were translated to the place of the 
projects in the context of the relevant policy areas. 

The three game approach implies that not only policy or policy-makers are investi
gated. Professionals, entrepreneurs and targetgroups - the players in the other games -
do not always think in terms of policies and society. John Grin and Henk van de Graaf 
argued that a distinction between sorts of actors in the policy process is in place. Using 
both the work of Donald Schön on how professionals work and the work of Frank 
Fischer, they adapt the 'traditional' work on policy belief systems to a framework for 
understanding the interactions between policy actors and target groups (Grin & Van 
de Graaf 1997; 1996; 1994). Schön's work deals with practitioners and how their 
actions can be understood as the result of their beliefs on their environment and their 
own practice. Schön distinguishes 'first order' reflection and 'second order' reflection 
in the professionals practice, the former pertaining to standard ways of solving prob
lems, the latter pertaining to their norms and values as a professional (Schön 1983). In 
the search to find out the stakes pursued by each game, the second order of discourse 
can make the crucial difference. Actors may agree on the means (first order discourse) 
but implicitly strive for another end-situation. Ordering the questions in interview to 
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these levels of discourse (constantly asking 'why') is a powerful tool to find the possi
ble differences in stakes {cf. Grin, Van de Graaf & Hoppe 1997). Thus, in the inter
views and analysis, the researcher looks at the chain of arguments, either made by pol
icy makers, civil servants or practitioners. The inquiry focuses on the extent to which 
the background beliefs were congruent with each other. The congruence or dis-con-
gruence of beliefs between politicians and practitioners deepens the understanding of 
the stakes pursued. Note that the above is an explanation of a method: the reader will 
only see the result of this mode of interviewing and analysis. 

The next table summarises in the columns the data sources and for what game they 
will provide likely the most information. The rows specify what kind of information 
on the factors is found in each of the data sources. 

Table 3.2 Types of data 

all games 

interviews 

political game policy management implementation 
game game 

literature policy-documents, archives 
progress reports 
evaluations 

players who plays, who plays, who plays, 
capabilities, resources, positions, positions 

alliances 
alliances 

who plays, capabili
ties, resources, 
alliances 

stakes actual stakes official stakes official stakes, 
actual stakes 

official stakes, 
actual stakes 

interaction interaction 

channels, 

quality of 

communication 

interaction 
channels 

interaction 
channels, 
frequency of 
communication 

interaction chan

nels, 

quality of 

communicat ion 

rules formal and 
informal rules 

formal rules formal rules informal and formal 
rules 

policy reaction on 
environment policy 

environment 
properties 

factual properties, reaction to policy reaction to 
changes environment policy 

properties environment prop
erties 




