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California Woman Creates New Game Sensation
 
Mrs. Rhea Zakich thought that she 

would never speak again. Following 
throat surgery in 1969, Mrs. Zakich 
faced the possibility of a life without the 
capability of speech. It was this dramatic 
experience that led to the development of 
a unique communications game - the 
UNGAME. 

Following her surgery, the Southern 
California homemaker and mother of 

Rhea Zakich, Ungame creator. 

two, was ordered not to talk for three 
months. The ex erience, at first trau­
matic, became a challenge. She~as 
forced to devise her own ways to com­
municate - by sign language, lip move­
ments, and notes. But, most important­
ly, she found herself forced to listen to 
others. 

A TIIYIE TO BECOME AWARE 
"Not being able to talk gives one plenty 
of time to become more aware and to 
think. I began to realize that, as a 
family, we had not shared our feelings 
on many subjects. I had not instilled 
in my children the things that were im­
portant to me. Even my husband didn't 
really know me. I worried about the 
things I had neglected to say and regret­
ed some of the things I had said." Sud­
denly she had become a spectator and a 
listener and this, she admits, "was a 
whole new things for me. I mean to 
really listen without thinking what I was 
going to say after they're finished. I 
found myself really getting involved with 
people who were talking and feeling the 
things they were feeling." 

COMMUNICATION PROBLEMS ­
The more she watched and listened to 
others, the more Rhea realized that 
people - whether parents, children, hus­
bands, wives or organization members 
- weren't listening to what was being 
said to them. 

UNGAME "BORN" - From Rhea's 
frustration at her ability to communicate 
verbally came the concept for a com­
munication game. "I wrote down every 
question I wished people would ask me 
and all of the questions I wanted to ask 
and couldn't." These questions later be­
came an integral part of her new com­

munication concept. In this "game" the 
players discover the joy of sharing feel­
ings and opinions in a non-threatening 

-atmosphere. Rhea called her creation the 
UNGAME because there is no competi­
tion, everyone wins and there are not 
losers. 'The Ungame was to be my out­
reach into the world." 

LOOKING BACK - Rhea's involve­
ment with communication began after 
the Watt's riots in 1965. In the aftermath 
of the violence, she decided to become 
involved by befriending both victims 
and participants. Mrs. Zakich developed 
literacy centers and child care programs 
as well as craft and baby care classes for 
women in the ghetto community. She 
established a puzzle company with a 
youth group to earn money for them to 
take field trips. It was during this period 
that she discovered a fundamental con­
cept that was later to be incorporated 
into the Ungame. Small groups seemed 
to invite individual sharing and honesty 
which other situations stifled. In these 
small groups Rhea became acutely aware 
of the problems facing the people of the 
inner city. She took it upon herself to 
make thousands of people in "white 
suburbia" aware of these problems. In a 
matter of a few short months she spoke 
to over 200 community action groups as 
she sought to build <l bridge of under­
standing between the inner city and the 
suburbs. It was this self-imposed strain 
on her vocal chords that ultimately led 
to her three months of silence. 

INTEREST - During this period of 
enforced silence a prototype game was 
created by Rhea and played by her 
family and then with friends and neigh­
bors. Their enthusiastic reaction was 
startling. People found that they were 
able to achieve an insight and under­
standing of their families and friends that 
they had never before experienced. 

Within a few months 247 games were 
produced. Since each game required 8 
hours to produce by hand, Rhea found 
that she could not meet the incoming 
oruers which soon numbered 1.000. "I 
was working from my kitchen at home 

and going around to companies and at­
torneys trying to discover what to do 
with my idea. I had neither the money 
nor the knowledge necessary to get the 
Ungame on the market," Rhea recalls. 
"One night I used the wrong kind of glue 
on all the boards I was working on. The 
next morning the boards had curled up 
and were unusable. That was enough, I 
thought. I put the whole mess in the 
trash can and, for the first time in 
months, cooked a good dinner for my 
family. But as it happened, a little 
boy down the street picked one of the 
games out of the trash and took it home. 
His mother was teaching a class in nurs­
ing and was looking for a way to help 
the student nurses communicate with the 
patients after all the cold, impersonal 
study they'd been through. She loved the 
game - curled board and all, and began 
using it," Rhea continues. "A couple of 
days later I got a phone call from Au­
Vid, Inc., a highly professional firm in 
Anaheim that produces teaching material 
for the medical and educational field. 
They wanted to market the game. I 
couldn't believe it at first, but there it 
was." 

\t'v'ilh bdT1re prodGLiiun flLJW iJeing 
handled professionally, Rhea divides her 
time between conducting communication 
workshops in schools and churches and 
the teaching of classes on parent-child 
effectiveness, interpersonal relationships 
and meditation, among others. Her goal 
is "to encourage people to get acquainted 
with themselves; to help them discover 
their purposes in life, their gifts for the 
world - what they have that no one 
else has." 

Rhea and her husband Dan, an engi­
neer in Huntington Beach, have lived in 
Garden Grove for the past 16 years. 
They are the parents of two teenage 
boys, Dean and Darin. Her personal 
emphasis remains the same as that of the 
Ungame - encouraging people to come 
to know and accept themselves and each 
other in an atmosphere of non- compe­
titive sharing. 

Mrs. Zakich "Communicates" with college class. 


