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Producing or controlling the direction of attitude change
is very often a diffiocult task. One assumption frequently made
when attempting to “ohange® people is that if we were only able to
change attitudes, a whole variety of behavioral changes would
result. An alternative view is that attitudes follow rather than
precede behavior. Instead of behaving a certain way because
he holds an attitude, Bem suggests that the individual infers
his attitude by observing his Lehavior., :!} In effect, one
asks oneself the question, “What must my attitude be if I
behaved that way?"

The social influence “"School Game" seeks to engage |
teachers or prospective teachers in the process of advocating the
adoption of innovative procedures in their real or anticipated
school, The primary technique employed is known as “counter-
attitudinal roleplaying" in social psychological experimentation,
The basic idea is to get the individual to "freely" engage in
behavior which may conflict with hisactual attitudes during
his attempt to influence the other. The predicted result of
counterattitudinal role-playing is that the person will (with
or without awareness) change his attitudes so that they are more
in agreement with his actual behavior.

Some of the most Important objectives in an introductory
sgourse in the soclal sciences concern the intent (a) to get
the student "thinking" psychologically, or sociologically
ete., and, (b) at a minimum, to have him become conversant with
major issues before the discipline, at the same time, hcpefully,
(e¢) to lead him to challenge his established presuppositions,
while we (d) encourage him to try on, test or adopt the
*worthwhile" discoveries of the discipline as a higher base for
furthering independent inquiry.

With these objectives in mind, the “School Game* was
designed to have the student involved actively with the content

of controversial education propnsals, while evaluating the




mexrits of specific proposals in the light of both research
data acquired earlier in the course and his personal experience.
Practics is gained in advocating the adoption of some educational
proposals which have aspeots consistent with available social
solence knowledge. An attempt was made to select & guogessful
simulation gaming structure within which a variety of different

- eontent or specific proposals could be inserted. The game was
specifically designed for application in at least two svettings:
(1) in-service teacher training, as might be conducted during
a short mesting after school with experienced teachers, and

(2) for use with prospective teachers enrolled in a beginning .+
course in educational psychology.




Rules and_ Procedures for the Scho»l Game
The following procedures are also graphically illustrated in

the Flow Chart (Fig. 3) and reference to the playing board (Fig. 1)
and sample cards (Fig. 2) will olarify the game progression,

1, The objeotive 1s to win by moving your player
along the spaces of the board so fast that you get
ou? of school first!
2, Select a player (paper clip). Throw the dice
to determine who goes first,
3+ Move ahead the number of spaces showing on

the dice.
k. When you land on a snacu that has something written
on it, follow those instrotions faithfully

obeys Just like you do in real “School®,...

5. There are four kinde of spacest ~BLANK SPACES,
EVENT DRAW, KNOWLEDGE DRAW, and FREE DRAW, When
you land on these spaces, you should draw one of the
cards. and DO THE FOLLOWING:

BLANK SPACE-Rest and relax.

EVENT DRAW-Follow the_ ingtruction printed on
the carde You may be told to move to

another place on the board, move :
ahead, lose a turn, be quiet for one
turn, eto.

KNOWLEDGE DRAW-Indicate to the other plavers whetnor
or not you agree or disagree with the
statement printed on the card., (Students
decided what the right answers were.)
Turn the card over to check your

answer. If your answer is correct, you
get to move ahead. p

FREE DRAW-Imagine you are a teacher in a faculty
meeting, Your task is to convire as
many other teachers that the proposals
printed on the card are practical
and should be immediately implemented
in you school, All of the proposals
gere taken from the school "Suggestion

ox.Y

(Please notes Anyone cculd have made the
suggestion, including students,
teachers, the principal, yarents. tax-
payers, the janitor, etc,
YOU HAVE ONE MINUTE TO PERSUADE THE
PLAYERS TO VOTE TO IMPLEMENT THE
PROPOSAL. (notes Appoint a time-
keepey) VOTE., (Your vote doesn't
count)., IJiOVE AHEAD THE SAME NUMBER
OF SPACES AS THERE ARE VOTES WON.,




y

6. A round of the game is over as soon &s one player
gets to space #U46 "School's Out", Everybody begins

at the starting polnt again. _

7+« Put the cards back in the right envelope when the
gamn ig over, Please return all materials to the :
nonewhite big envelope, Thanks,

The general format of the Sohoo) Gome can readily be adapted
to a different type of organization by ﬁerely changing the game
title, relabeling Event Cardg and board spaces to conform to
every day oaourences in . the getting, while simultaneously changing
the Knowledge Cards so the established assumptions are questioned,
and having particpants advocate adoption of oreative, radically
innovative proposals which are offered on the revised Free Draw
Cards.
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Flgure 1. Playing board for "School Game"

Eient caris:

Stozsch acheg Go %0 the
nurses office (located
tvo spaces bahind waape
you sre).

Enos ledge cardy:
Fzongs

Busywork assgigamant .,
Stay shere you are,

Yeeding out s Rojority of
students is s satisfactory
nethod of producing good

scientists and ¢linicians,

1f you dlisgraed, move
shead tso spaces,

Kaovledge is not sccuzue
latics nf brick upos 4rivk
of content and irforiition,

[ree-draw cavds:
Fronts

It you sgreed, move ahead
tvo spaces.,

Clasusly teachers according
to thelr ablljty and sake
the lists public

sasks

You have one minute to
cenvince other plavers
that this suzgestion
sheuld qocediately be ix-
plesesrted, You mive pheoad
8% many spaces 3 the nug-
by ¢f ;lavets youa cons
vinced,

Eave Eagiiah teachers
teaca math, asth togchers
tench Erglish, and 8o on,

You tave nte2 eipute to
cursinte Vther playérs
taet this Augeestion »
oull (nvediately be ire
plumeatsas,  You meve uhead
89 Pany spaces a% the rune
Ser Af 3l trs yod cone
vipued,

Figure 2. Saaple cards froa "School Game"
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Figure 3. Play procedure for 'School Game"
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Design of the “School Game*

The "School Game" is a board game which involves role
playing, whose obvious purpose is to land on the. winning
spz.e first, The general scenario for the game is assumed
to be a teacher's lounge, with players cast in roles as
teahers who are rolling the dice to see who oan move along
the board fastest to get out of school first. Succese is
dependent not only on the throw of the dice, but upon skill in
(1) guessing which assumptions about school students are likely
to agree with, and (2) persuading others that “radical* recome
mendations for improving the eschool should be immediately
implemented. The proposals have supposedly come to the faculty
via a school "suggestion box" to which anyone may have anony-
mously contributed including parents, taxpayers, students,
teachers, principals, businessmen, etc.

The equipment of the School Game consists of the following
itemss Playing board, dice, paper clips from which players are
.constructed, and Event, Knowledge, and Free Draw cards. One
game board, set of dice, and cards is required: for every 2 t
7 players. : '

The actual content for the cards drawn when a player lands
on certain spaces was taken from three primary sources. The
general outline of tha game board and "Event Cards” were
selected from the book Will the Real Teacher Pleage Stand Up?
(Greer and Rubinstein, 1972, pages 18-21) or suggested by some
of the evéryday occurences of daily school routines: examples
include being sert to the principal’s office, going to the library,
or losing a turn for breaking a rule. "Knowledge Cards" were
~based on assumptions challenged by Carl Rogers in his
book Freedom to Learn, from Chapter 8 in which he advances
the groundwork for an:.:w "innovativd' graduate training progranm
in psychology. "Frec Draw Cards® involve attempting to persuade
other players to vote with you to implement proposals to change ..
your school. The ideas advanced are usually prowpative and often
controversial, and are taken directly from those suggested by
Postman and Weingartner in Teaching as a Subversive Activity.




A more detailed desoription of the content of these‘three types
of cards followss :

§!§-t Cardsy :
xamples of these cards include:
1, "Stomaoh ache. Go to the nurse's office
Located 2 spaces behind where you are."
2, “Late for school, Lose a turn."
3. "Fold your hands for ons turn"
« "Busywork assignment. Stay where:you-are."
5., "Gold Star. Take another card"

Knowledge Cardss

Samples of these items are represented as ' follows:

1. Implicit Assumptions “"Weeding out" a majority

of the students is a satisfactory method of producing
good gelentists and clinicians. (Upon turning the
card over, it says "If you disagreed, move ahead

two spaces")

2. Implicit- Assumptions Knowledge is not the accumulation
of brick upon brick of content and information

(If you agreed move ahead two spaces)

3. Implicit Assumptions Presentation equals
learnings What is presented in the lecture is what
the student learns. (If you disagreed, move ahead

two spaces)

Eree Dray Cards, |
ngtructions on the “Free Draw Cards" indicate that

- players will move ahead the same number of spaces as
they can get others to agree with them that the
recommeéndations printed on the card should be
implemented in their school. (Time 1limit is 1
minute, then voting occurs). Sample proposals
. supposedly from the school suggestion box includes
1. "Classify teachers according to their ability and
make the lists public,” : '

2. "The teacher should encourage student-student
interaction as opposed to student-teacher interaction.

And generally he should avoid acting as a mediator
or judge of the quality of ideas expressed," '
3. "“The teacher should measure his success in terms
of behavioral changes in students.Yy

4, “Have 'English® teachers 'teach' math, math
teachers teach English, social studies teach sclence,
science teach art, and so on,

In the course of play it is possible for a player to move
to several) different spaces when there is just one throw of the

dice, depending upon his answer to a card drawn as a result of
landing on an "Event" or “Knowledge" or "Free Draw" space.




‘;g_ggggggg gng re ;;ga; Fggngajiggg
t The usa of slmulatlon and gaming to achieve attitude ohange
a8 an educational objeotive involves many of the salient

~ variables of moolal psychology experimentation, Indeed, many

,}figamee .have. been used to direotly 1nveat1gate goolal behavior -
??\,oxperimentallya many role-playing games - are hasad on real-world

“lf'modelo ‘and become suffioiently realistio to evoke a high level of D
aV!partioipation by learners. “Starpower®, “Inter—Nation Simulation“ oy

3¥lg“0hetto“ “Career“ '“Deolsion-Maklng are examplee of educational

L fl'games ofxen charaoterlzed by & high level of learner reeponding.' R
- While 1t has been relatively easy to document achieving eduoational -

- objectives at Levels I (Reoelving) and II (Responding) of
- Krathwohl's onomy onal Objectiv Affoctive Doma
it has oiten been very difficult to adequately oontrol and
obtain evidence of the direction and content of long lasting attitude
changes that presumably result where educational objeotives at
higher levels of the taxonomy are sought (III. Valuing, IV.
-Organizing, V. Characterization by a Value Complex). More
- pervasive and complex attitudes are involved here.

- One of the reasons why some educational attitude change
efforts are not as sucoessful as they might bé may lie in-the
faoct that simulation/game designers may not systematically
consider and apply relevant social psychological variabdbles
and principles. Acocordingly, the objective was sought to
directly apply Kelman's theory of social influence (Kelman, 1958)
to the design of a game for achieving several objeotives ’
with prospective teachers,

Kelman's theory is built on three processes of attitude
. changes compliance, identification, and internalization,
Compliance is a process whereby an individual accepts influence
because he expects to gain specific rewards or approval or avoid
specific punishments or disapproval (not because he belioves
in the content) from a.specific person or group. Identification
occurs when an individual accepts influence because he wantg
' to establish or maintain a satisfying self-defining relationship
to another person or group, The satisfaotloh from identification
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) ; “ 1s due to "the act of conforming as such®, since it is assooiated
~ with the desired relationship with an important person or group.
There willvbe,more attitude‘ohange;where_tha;power of the
influencing agent is based on his attraotiveness to the
~ individual. Insernalization is a process that ogours when “the
. gontent of the induced behavior-«the ideas and actions of whioh
‘4t 1s composed-~is intrinsically rewarding” (Kelman, 1958) The
behavior is adopted because it is oongruent withlhiekvalue~syetem.~
A soolel-psychological explaination of the simulation/game
i bf:éred,in,terma'Of the;game'cards,'Whioh“were specifically
~ designed to capitalize on Kelman's three processes of attitude
change: ‘: o o o o o - '
ggegg'gagd§s %gmpligngg with the direotions on these cards
- when landing on these spaces is required by the game
rules, Players (Prospective teachers) experience the
negative consaquences of school rules or disecipline
practices that encourage student compliance or
conformity, as well as positive privileges or recognition,
The oreation of opportunities for occurence: of the
feelings likely to be assooiated with positive or
negative school events is assumed to lead players to
prefer the frequent use of reward rather than punishment
as a means to "control" or “discipline® students.,
Greater sensitivity to the human consequences of school .
and teacher “"management" policies is antiecipated to o
occur through role reversal, since “real" school

events "happen* to game players (teachery as if they
were elementary or middle school students, '

Knowledge Cardgs Ig?nggfggation with'a hytpothetical®ideal
2 teacher" model (one who is attuned $0 student interests,
beliefs, and assumptions) or identification with
attractive or successful game players.: will encourage
the answering of these ltems correctly (as a
"knowledgeable" teacher would) to the extent identi-
fication occurs, ' '

Free Draw Cardss Internalizatiopn should occur where the
credibllity of the content of the persuasive massage
advocated during "counterattitudinal role-playing” is

- aongruent with the “arguer” or "voter's® value
t o system, Identification and compliance processes may
N also operate to favor attitude change with free draw cards.
N A persuasive argument rewarded by affirmative votes
. is likely to be strengthened, with attitudes changing
i in the direction advocated, although the persuader may

nat have originally privately held the position.

Séveral features were incorporated into the game:s Counter-

attitudiﬁalxrole-playing could be engaged in, a group would
establish "soolal anchoring” for attitudes towards various

Q

~
~

.
. \'\
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~ educational issues, the primary 1nt1uenoing agente would be

the players themselves, and players would have the ocoeroive
- power (compliance) of means control (could dispense rewards
and punishments through group vo*ing on igsues after pereuasive
attempts by one player), they could serve as successful or

_":” attractive models for other players (identification) or the
.""ufyoontont they 1ntroduced in their persuaslve argumenta or the

oontent provided by the "game cards® could reflect values or
. ideas compatable with the value systems of the person 8 playing
~ (internalization).
| Linder, Cooper, and Jones (1967) found that cognitive
dissonance affeocts (more attitude change occurs under less
E incentive) are dependent upon the freedom of the subJect not to
comply with the dlsorepant request, The possible detrimental
effects of this factor are taken in to account by giving
prospective players freedom of choice on the issue of partioipation.
If they elect to participate, the rules of the game, including
.aounter-attitudinal role-playhg. will be engaged in by all
participants. Thus we avoid the problem of “subject mortality”.
while simultaneously maximizitig: the positive benefits of
manipulating the perception of fresdom while having S's perform -
aots that will result in immediate feedback and consequences.
Since players come to the game with different goals and
needs, there is virtue in simultaneously capitalizing on the
operation of seemingly contradioctory theories of attitude change
in a forced compliance situation. Reinforcement theorists
predict a positive relationship between ingentive and attitude
change, while dissonarm theorists predict a negative relationship.
We may regard these as being two different bases of attitude
'ohange.‘each relevant under appropriate conditions.

A major aspect of this game is based on the finding of
Sherman (1970) that when there is initial behagioggl committment
to the discrepant act in a forced-compliance aituation incentive
relates inversely to attitude change, but relates positively in
the absence of such committment., Since both conditions will
~ 1ikely be present over the course of the game contest, it would *
be nice to have these processes impact in a favorable direotion
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on attitude change., Accordingly, after a "freely adopted”
persuagive attempt that receives few or no votes, we would
expeot the player to actually be more likely to adopt the position
advocated. Covering the other possibility, to the extent that his
“forced by the game® persuasive attempt is rewarded by affirmative
votes, we would expect hie attitude to become more favorable
towards the issue. We can go even further, predioting that
when a player is successful in gaining votes, his behavior

‘may change in direot proportion to the amount of Lncentive
(nunber of affirmative votes). while at the same time, players
who voted affirmatively for his position were doing go at their
"own expense" through becoming that much further (relatively, by

- gocial judgment and comparison processes standards)'away fron,
the winning space on the board, So affirmative voters may be
expected ags well to bescome more favorable towards the iasue,
due to dissonance effects. Bem would romind us here that both
the persuader and the affirmative voter would be likely to make
the "observor error® predicted by his theory of self-perception
“I must believe in the issue, because I advocated or voted for
it." (Bemy 1967+ S infers his attitude after observing his
behavior). : '

We would certainly expect many players to vote for the issue
to maintain a satisfying self-defining relationship with an
attractive person or sub-group (dyads, etc.), thus providing for
jdentification effects. The content of the :positions themselves
may allow for internalization to occur wherever a positive vote
or_ advanceument’ of .an.argunént ococurs which is primarily responsive
to content which the person finds rational, logical, or capable
of integration with his existing values. Thus gurveillance and.
galience may become supplemented by the effects of internalization.

A game is a complex situation that does not always permit
a desireable degree of rigorous control. Whatever control
exits often is the result of conformity to "Instructions" and
"Rules®, which are effective to the extent that group pressure
results in mutual attempts by players to 1) be accommodating,

2) keep the group: intact, and 3) to maintain acceptability
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(Kiesler Kiesler, 1970, page 39). One of the most desireable
features of a game, or of expliolt role-playing, is that it
capitalizes on the phenomenon of *deindividuation®, or the tendenoy
for goup members to become less “oclvilized" because they feel they
are less Sdentifiable (i.e., less likely to have to take personal
blame) when in groups (Festinger, Pepitone, and Newccmb, 1952).

~ Although there are often negative consequences of “deindividuation®
(failure to help a victim of crime when in a group of onlookers)
bystander intervention studies) a pogtive aspect of this is that a
*pisky shift* may ocour in the group setting. The group, and its
members (actors or role-players in a game) may adopt or aquiesce
to more radical positions than any one individual would be willing
to individually support. At the very least, ease of projection
into roles should occur. '

Sherif and Hovland's (1961) social judgment theory also offers
us additional theoretical underpinning for game designers’
frequent reliance on mutually persuasive attempts of players to
influence one another., Their central assumption is that judgmental
effects mediate attitude change. They. conceive attitudes as
being phenomenon that the person “scales" or “"orders" along a
1ine as a result of several judgments. Thus, most game designs
are flexible enough that they may variously allow for one's own
decisions and the decisions of others both becoming reference
points which may in turn become very strorg "anchors” for
Judging otherbattitude statments or persuasive communications.
When a discrepancy appears and inoreases beiween one player'’s own
stand and position advocated by another player or communication,
there will bo greater opinion change, provided that the advocated
~stand is not so extreme as to fall within the "latitude of
rejection" for a given player. Thus, the ideas of latltudes of
acceptance, rejection, and nonacceptance become “social judgment”
trardations of the concept of “limens" or thresholds from
psycholphysical experimentation., Attitude change is thus a two-
stag2 processs 1) the person makes a judgment about the position
of the persuasive communication relative to his own position;

2) attitude change occurs after this categorization or judgment.
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The amount of change depends on the judged disorepancy between
the communication and the respondent's own position,

Sherif (1935) had groups of subjeots judge the extent of
apparant movement of a point of light in a dark room (autokinetio
effect). Ho found that as the S's continued to speak in turn,
extreme judgments became less frequent and the estimates convergad,

- (In Adlport, 1924, no such effect was found for Ss working alone),

Sherif has hypothesized that in this tyre of ambiguous situation,
the others' judgments are used aa a "frame of reference" for the
subject’s own judgment. That is, the others' judgménts define
the array of pogsible -judgments for each person, During play of
the "Sohool Game®, with each subjeot trying to be accomodating, -
one should find the most extreme judgments dropping out and more
“average" judgments becoming increasingly popular, Group
pressure, in this case, induces moderation.

The use of the "School Suggestion Box"=to which anyone
could make contributions of ideas to be implemented in the school-
capitalized upon the possibilities that the group itself would -
help define or provide orucial reference points for "anchoring"
attitudes, given this element of amblguity to the ldea origin,

Tedeschl offers hope for additional behavioral change
- through resolving possible objections to our procedure of using
rewards and punishments., According to attribution theory, a
perceiver will not be able to infer the true intentions of an
actor as long as the latter's behavior is believed t.: controlled
by external, non-volitional factors (Jones and Davis, 19673 Kelly,
19673 Bem, 1967). For maximum change, Bem would maintain that
the person should perceive his counterattitudinal behavior as
tacted (not under reward of punishment control), The "voting"
or “payoff" element of the game is a weakness from this
standpoint., But Tedeschi offers a possible solution for this
problem in that players may manage the impressions others gain of
them in such a way as to appear consistent. A self-fulfilling
prophesy, or even "bandwagon effect” becomes possible so long as
the person makes one affirmative vote at some point in the game.
We may apply Tedeschi's principle heres “Behaviors intended to
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restore impressions of consistency will bae emitted only when
the individual believes the observor nas perceived two actions

as tacted, and, further, as coﬁtbadiotory in their attributicnal
implications." One convinecing argument advanced by a player may
thereby open up a Pandora’s box in his later attempts to maintain
an impression of consistency. -

Group pressure will be expected to operate as a positive
general force in the direection of completion of the game
Players may readily i) adopt the persuasive role, and/or 2) vote
~affirmatively on the issues to keep the action going and achieve
& winner, which is the obious purpose of the game. We expect
the resulting conformity to rules, procedure, and standards as
assuring that a minimally viable structure exists as a setting for
inducing behavioral change, 1.e., the game will be played
according to the rules, .

This group goal (winning) phenomenon will be operative in
possibly several of the following ways:

‘1) When an individual accepts his group's goal, he will be
‘motivated to.work within the group for its attainment. Further, '
private acceptance of an important group standard (like the group
goal) will lead to acceptance and compliance with other group
standards,. (White and Lippitt, 19683 Schacter et, al., 1951)

2) The individual must understand the group goal. A clear
goal enhances conformity to group standards (Ravens and Rietsema, 1957)

3) When group standards are relevant to the group goal, there
is greater pressure for conformity (Schachter, 1951},

4) To the extent that the group can be successful in attaining
its goals, the individual will conform (Thomas, 1957).

5} The individual who contributes to the success of the group
"will ba highly valued. lMembers who have higher status in the
group will have a greater influence on the others'(Lippitt.

Polansky, Redl, and Rosen, 1952),

6) When cooperation and interdependence will help to reach
the group goal, conformity will greater (Deutsch, 1949; Thomas, 1957).

Thus, in the fregoing six examples, we see how the individual
may respond to group pressure because the group is serving a
normative function for him,
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Brehm (1966) notes that a person tries to reestablish threats
to his behavioral freedom, In the course of the game, threats to
“freedom of movement"” may arise by 1) getting a small number on the

~dle, or by 2) being sent back one or two spaces when landing
on a “punitive" space (Event). The °skill” element of the game is
designed to tap the motivation of “psychological reactance®., The
best way a player hus of reestablishing his lost “freedom of
movement® on the game board is through being very persuasive
‘during the opportunities for counterattitudinal role-playing and
thereby successful in moving ahead rapidily. ‘

' In summary, we will attempt to demonstrate how Kelman's theory
of attitude change might be applied to a social influence situation
by oiting results of an attempt to 1) design a simulation
structure based on his theory and 2) obtain field testing and/or
research data on the probable effectiveness of this specific simulation
as an instrument of social influence, s

The impliocit blas of this soocial influence attempt might be
briefly summarizeds 1) to produce “radical™ educators who will
innovate to use: a) “discovery" learning experiences (like
educational gamesss b) student-centered instuotional strategles:
and 2) to enhance awareness of alternative assumptions about the
educational process based on the viewpoints of “students",

Car) Rogers (Freedom to Learn), Postman and Weingartner (Teaching
asg i Subversive Activity), and Greer and Rubinstein (Will the-

Real Teacher Please Stand Up?).
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Summayry of Variables and Hypq;hesgga

ependent Variab |
Participation 1n or observation of play of ‘the "Sohool
Game" was the independent variable,

ndent Variabd .
The dependent variables were measured by responses of Ss
to a 20 item attitude socale developed by Thiagarajan (1972) which
contains statements about educational gemes. The suybjeot '

responds In one of five categories to each item: Strongly Agree,

Agree, Undeoided, Disagree, Strongly Disagree, An analysis of
responges to parts of the attitude scale was also conducted,
based upon a classification of items into four areas.

General Hypothesigs

As a result of partidpation in and/br obgervation of the
"School Game" Ss will agree with statements that favorably
desorive experiences with educational gumes and will generally
disagree with statements that desoribe negative experiences or
characteristios associated with .eéducational games,

Four sub-hypotheses were advanced:

1) Learnings As a result of partioipation in or observation
. of play of the game, Ss should gnerally respond with agreement
to statements that assoclate learning with game playing. The
attitude scale statments used to evaluate this hypothesis will
all contain some form of the verb "to learn”" and thei:noun “game"
in the same sentence., (Items 1, 4, 5, 6, 14, 16)

2) Affects As a result of participation in or observation
of play of the game, Ss should generally respond with agreement
to statements that associate pleasant or satisfying feelings
with game playing. The statements used to evaluate this
hypothesis will include items describing emotional reactions,
Statements will assoclate games with either positive or negative
desoriptions as followss "games usually stink", " "happy":

"are for children", "make me uptight®i “fun"; “too compotitive™|
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“would have to force me to play"; “drive me up the wall®,
"beautiful"; “novody goes to sleep". Since this scale oontains
_6 negative and 5 positive statements, support for the hypothesis
would be evidenced by disagreement with negative gstataments,
and agreoement with positive statments. (Itemﬂ numbers are 2, 3,
7y 8, 9, 11, 13, 17, 18) :
3) Qlass Meeting Evaluationi As a result of partiopation
~ 1in or observation of play of the game. Ss should generally
~ favorably rate the olass meeting, Support for the hypothesis
~ would be evidenced by general disagreement with the statement
M1 be very happy if we play no more instructional games,* and
agreement with the statement *This was an exoiting instruotionall'
' sesaion“. (Items 19 and 20) : : o
Asa result of “partioipation in“"a;
or obeervation of“ piay of the game, S8 will be 1ike1y to agree o
: with statements that teachers should use more games, Agreement Sty
~with items 10 and 12 would evidence supports "I think my teaoherf,
o ghould use more games®, and "If I were a teacher. I‘d use a lot :
of learning games,* 5 i hi
. A-causal model (Blalook. 1971) with’*path diegrame” or thie ”v;;f'
S process might take the following theoretical forms e |

| ‘ Belief that Gamoe o s ,
: Promote Learning '
;‘Playin : Adoption of

ObSGPV%ng the"_:;m Positive Affeot "> Came Use in
Sohooi Game : > ”*“‘*:;' Teaohing gt

Postive Evaluation
+ ,>of Class Meeting ”k/;”
| The instrument was converted to a dichotimized nominai scale
for the purposes of data analysis. Neutrai responses wer '

5ﬂ333kpositiVe and negative oategories. The null hypothesis being '3 Cady
‘f“f}teeted is that the prOportion of positive reaponses in the population
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positive responses on this attitude socale was «50 in the population,
‘and (2) the subjeots particpating in the simulation were a

randon samplo from this population., No empirical baseline data
were avallable for 2stablishing that this assumed proportion is
represented by any “real™ group of subjects. Additionally,

the olassroom providing subjects was randomly selected for

study only in the sense that it happened to be available at the
 time subjeots were needed for this investigation,
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xperi al_Prog uggga
After an initial pilot study to "debug* the original version,

the revised S School Gamg was experimentally tested for its impact
on attitudes towards simulation/gaming with the predioction that
these processes would be seen ag legitimate and worthwhile

didactioc devices., A graduate educational psychology course in
personality theory at Indiana University provided subjeets for
experimentation. The inetruotor was not present during the game."

~To provide freedom of choice and thenby minimize “"psyohological
‘ ‘ereaetance“. the experimenter emphasized. that elass nembere were

free to deoide whether or not they wanted to play the game, No
students left the elassroom. and two groupe of 7 were then formed “f’f;‘.,
: around 2 game boards. while one elass member oceasionally observedf e

-Ls:°_“but also slept. Game playing took approximately 45 minutes. and

; i7’f";B...eu.1.is'

- then a Likert Scale oontaining 20 statements about instruetional
' games wag administered to all students in the olass (Nals)._

Items on anattitude eoale adapted from the"GAME Game"

-iff‘g(Thiagarajan. 1972) were keyed to deal with four major areas of e
i attitudes towards instruotional simulations, Total scale reliability

j‘rflfi.uia Affeot = .66; Olass Meeting Evaluation 'y .893 and Game Use
i Tedching = 470, A 4 test of proportions, testing the hYP°th°919
~ that attitudes were positively significantly different from

wag .78 (Testat alpha). Subsoale reliabilities wersn Learning s

neutral. resulted in the following)s o _
earnin ' Six test items measured attitdes generally related

Jﬂ‘fl.to the issue "Do games promote learning?‘ Responses were not ...
,;_nr,significantly different from: neutial’on this issue, indicating
_ that gradu'ate;students enrolled hacontent-oriented educational

*7545psychology.ci‘

e ve;generally did not agree with“tatements that . a;ffi"
_ganes promot. learning.>5?‘ s , i




21

Meotl valuations Two etatemente assessed the degree
to which partidpants ful that this was a worthwhile experience,
L0y "an exciting instructional session", The probability of
chance responses ag favorabls-as those obtained was less than
.001. :

in Teachings Two items measured the degree to

| ~ whioh' partieipante believed that a teacher®s role should inelude ;

using games in the olassroom (e.g., “If I were a teaoher.,I'd
use a lot of learning gamee”). with reeponsee eignificantly

o different from neutral at P<§001.

‘§g,m.:xt o . - |

| Partioipant's attitudes were eignificantly poeitive (P<.001) o
| towards ‘statements that 1) games promote positive affect, and they
2) favorably rated the olass meeting, and 3) players generally |
agreed with. statemente that teaehere should use games in teaeg gg.
- but responses were not signifieantly different from neutral in P

o the bellef that 4) games promote learning,

One possible interpretation of these results might be thats

. -'i) Kelman 's theory of social influence processes can be euecessfully;ﬁ37f'i

:ff?f,applied %0 simulation/gaming design where at! itude change is
 at igsue) and 2) effort should be devoted during debriefing t0
"“gf*‘emphasize or redefine learning as ineluding ohangee in hehavior
 that espeoially deals with attitudes and affect, In the eontext
 of a content-oriented course attended by graduate educational

‘peychology students who are well-aware of eetablished learning

“;gprinoiples and definitions. thie data suggeets that attitudinal

’5fjﬁ?'or affeotive learning experiences from games“ are not internalized 7 s

"55Ew(oongruent with the etudent's value eyetem) ae “in faot“ refleoting f’f;i[f?

[?glearning._ £
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Discussions -

The purpose of this’ investigation was to fleld test the
‘design of a simulation/game which had deliverately considered
soolal psychological theory and research during the design
phase., The game resulting from thie effort was observed to be
characterjzed by three features:
(1) players attempted to pereuade others to vote for adoption

.-jjgf of “radioal” proposals :
:,,’(2) counterattitudinal role playing was engaged in by the

persuaders sinoe several of the proposals did not represent the ];

pf"persuader s actual positions on the issues, but merely reflected
& viewpoint they adopted in order to win votes to advance along
',,fthe playing board.~ Several Sg were observed to reaoct to the L
‘s;;proposals with astonishment and/or expressed immediate disagreement.“ T

but then continued with a persuasive attempt to get other players . S

%o vote for the issue.

ip~jj,of radioal proposals was foIbwed by active responding with
T immediate consequences (voting) for all partioipants.s '

ﬂ(3) A formal _structure was oreated by the game so that a forum tor
suspended judgment. and/or 1istening and evaluating the merits

The‘firstiield test evaluation of the “Sohool Game“ oould

ff:ffigenerally be regarded as an ‘attompt to obtain some ‘evidence that ¢
~ playing the game is in some way a positive or enjoyable experienoe.,}:;jc,b

ey the “School Game*® should have intrinsio merit asa game in s;f¢">?x?

 that 1t should be fun to play,

‘ ’ Informal observational data on play of the game suggested
| ;that partioipants enthusiastioally assumed the rules asg required.
'Q,played by the rules. and arrived at a. winning or loosing outcome

~axst within 45 minutes of play. ‘In the gense of aohieving the ,
*%*[H.obJeotive of ereating a playable and enjoyable game, this design

}*lf[effort seemed to be Bucoessful from these informal observations- 2}5'?T?+?3
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‘population proportion of favorable responses is in faot 50,

(2) The extremely small number of subgcale items enployed
in evaluating the four hypotheses renders their reliability extremely
suspeot, neoessitating at least the addition of several items to.
the instrument before an adequate data base exists for the
determination of subscale reliabilities,

(3) Several plausable alternative hypothesis exist whioh are
equally eepable of aeoounting for the results obtained 4n this

iﬁi’~¥;first field tost.

A more detailed disoussion of these limitations follows.
In this etudy. the 2 test of proportion rests on the

- 7ﬁyassumption under the null hypothesis that a chance level (, 50)

is generally desoriptive of attitudes held in. population of

;jerq;interest. Since data on the instrument was not colleoted prior
;l9g~_to its use with “Sohool Game“ pantioipants. we have not “anohored" :
'"~‘{;3the scale to the responses of persons who have not played the game..:

};:Interpretation of post game responses of partieipants is diffioult

'ff;iVWithout independently obtained baeelines for oomparison. Since
~ the results obtained were subjeoted only to oomperison with a

'*’thawetioal standard.the "neutral point" and other scale velues of

‘ *ll‘jthe instrument are found to be laoking an empirical baeis for

';interpretation.p:;t , : -
The extremely 1imited number of items on the ”subsosles"~

o renders their reliability suspeot., The-measurement of the impact

of the game upon beliefs and feelinge about educational games asg

1ﬂ’gfkkmeasured by the whole attitude scale is perhaps the moet reliable
°  among those obtained. but it is baged upon a fairly small sample :
~~ of behavior (20 questions).~ The Testat alpha program used T
ﬁeejf~obtain the reliability estimatee employs Kuderuniohardson 2
;,lff.reliability which is a measure of homogeneity. andit is most
:°-fappropriately applied when the test is unifaetor. 1, e..~'a .
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{2 the attitude scale vere unifactor, where the 20 item scale
would be treated as a “global® measure of attitude towards
educational gaming, Given the extremely limited number’ of items
~on the test, ineuffioient data 1s availadble here for statiatioal
~ resolution of the issue of whether or not the soale is unifaotor

-‘for multifactor.

_ It should be noted that the Kuder-Richardson formula oontaine‘i'
- a oorreotion for bias in small samples of the form (*nr). where
‘n = the number of items in the test. Since this oorrootion faotor;,:f:qff

- s multiplied times the remaining elements in the formula to

L  estimate reliabilityo 1t can readily be seen that where a. o

"”}vsubsoalo). the correation term obtained ("“T = 2) doubles the

’"*]‘reliability.~-:

lfvfffnfifst field test of the "School Game* as a “one-shot case. study.
 Several sources of both internal and external validity are not

 item test is oconcerned (as in the “EValuation of Olass Meeting

’55fereliability estimate. The inflation produced in the 2-item. teat o
oage should therefove be regarded a8 an invalid eétimate or ‘

e Campbell and Stanley olassify the deeign empioyed in this

i ‘ruled out by this prooedure. and the findings should bo

- regarded as merely desoriptive of events ocouring ona eingle ar s
‘©occasion, with no foundation provided for inferenoe or generalization.aigf

. As a result of this investigation.we do not know if partioipants
’ fattitudes have been. changed, or if Ss are in any way reliably

idifferent from individuale who have not experienced the ~(‘7 i

i simulation.,

Ae noted. we have no soientifio basis for generalization of

| “tftperformance for both experimentai and control groups. we oannot

7A€ru1e out a number equally plausablevalternative hypotheses,
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(3) Other educational games or experiences are of equal

or greater effectivensess in forming or changing attitudes

towards the issues measured by the instrument.,

(4) The format of the attitude instrument itself produces

generally favorable results because of the response set of

rmihiaotss Por example there may be a tendenoy of S's to

agree'with statements presented favorably, or to select

"disagree® items because they are on the right side of the

gcale,

(5) Sampling bias and testing error have produced these

results.,

Since the design employed rists upon tenuous assumptions,
and does not allow for a comparigon or contrast with a group not
exposed to the “School Game", an adequate evaluation of the hypothesés

.. as advanced can not be considered to have been conduoted in this

‘investigation. Without comparison or oontrol groups, the
simultaneous occurence or historical preoedence of one event

(the game) with or before another event (attitude socale responees)
'is not a‘sufficient basis from which to infer causality, At a
minimum, comparison of post test data for randomly assigned
experimental and control group subjects would provide a basis for
the evaluation of the hynotheses, .Comparison of mean responses of
experimental and control groups on the 1nstrument would avoid the
loss of power inherent in oollapsing the Likert scale data into

a dichotomized nominal scale, while sources of internal and
external invalidity could be taken into account by the experimental

design,
; After aocepting the sevem limitations imposed by the design.

we majt have s 6me small vasis for optimism.r 1f we were to gnerously :

:,;.assume that error and bias are not the ‘major cause -of our findings."7 $

_}L"and ' we were to also grant that it may be true that students -
f* genera11y hold favorable attitudes towards eduoatiénal gamos. and
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as capable of producing favorable attitudes, on this one occasion
it is at least has not been associated with negative attitudes
towards educational gaminge This offers some basis for hoping
that future experimental tests of hypotheses of interest might
ultimately vindicate the “School Game® as a viable instrument
of attitude change.

Although not the immediate concern of this initial field test,
it wag hoped that if the "School Game" wers found to work
suoccessfully as a game, eventually an evaluation of theoretical
issues in attitude change might be conduoted through vayiation
of game features. :

Future investigations of the “School Game" might randomly
assign subjects to experimental and control conditions to evaluate
hypotheses of interest., Beyond conduoting a more adequate
resolution of the issues ralsed hers, the impaoct of the game on
‘attitudes towards the actual issues confronted during counters
attitudinal role playing might be directly measured, Effects of =
game features could be measured by systematic variation of the.
game format, For example, post-game attitudes towards the
issues could be oompared between a group required to.engage in o
counterattitudinal role playing and a group.given freedom to choose i
with which proposals they would attempt persuasion, The impact a
. of placing constraints on player'’s freedom (or the role of psychol-
oglcal reactance) versus free choice in selecting proposals could
then be compared through analysis of post game attitude scores.
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Impact of the "School Game" on
Willingness to Give and Receive Feedback

Another experiment was conduoted to evaluate the impact
of the interpersoral relationships surrounding the counter- .
attitudinal role-playing of the "Schssl Cama®e The instrument
gelected was based on Luft and Inghanm's "Johari Window® model
of interpersonal effectiveness. A paper and penecil
instrument was adapted from Johnson. vhich hasg the subjeot
place dots on the X and Y axes of a square whioch forms the
outline of the Johari Window to show how willing the respondent
feels both himself and others are to 1) receive feedback and 2)
self-dlgcloge. Based on these responses to the instrument two
lines may bo drawn to show the four panels of the Johari window.
Bach“window" or item results in two scores. This instrument
consisted of two “Johari windows" or items, in whioh the rospondont
rated both himself and others.

I, Selfs a, Willingness to receive feedback

b. Willingness to self-disclose
I1. Groups a., Willingness to receive feedback
bs Willingness to self-disolose

Scores oould range from O to 70.

The “process” variable of interest was degree of trust: or
- openness produced among participants as a result of playing the
School Game, The “opsnness® of interpersonal relationship was
measured by a paper and pencil instrument which has the subjeoct place
points and then draw lines on a graph which inllustrates the four
quadrants of the *Johari window",

A completely randomized ‘faotorial 2° 2%2° design was omployed.
which allowed comparison of pre and post test scores, ﬂatings of
self versus ratings of the group, and measures of "willingness to .

 self-digclose” versus "receptivity to feedback®, Subjecte from an. f@j;}7€

“ >5undergraduate educationa gpsyoholguf,”.?_4;;ggﬁﬁpﬁ
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Summary Analysis of Variunce Table

—-Souroe S8 __ — NS -
1. A Pre~Post 855.937 ' 1 855.937 5.338¢
2. B Self-Group 25,377 1 25.377  +158
3. C Self-Disclosure- 76,567 1 26,567 477
Feedbaok
b, AB 27,213 1 27.213  .168
5. AC 10,703 1 104703 067
6. BC 9.583 1 94583  .0597
7+ ABC 29,047 1 29,047 188
8. W cell 19242.69 120 160,356 |

* ,01<p<.05 .

(,05F1,120 = 3.92) )

(011,120 = 6+85)

It was hypothesized that post test performance would refleot ot
more openness in the willingness to give and receive feedback when ‘fgjéi
compared to pre test geores.  No signirieant difforenoes were
hypothesized for the main effeots Self versus Group or the .
dimensions of Self-Disclosure versus Peedbaok. No eignificant
interactions were hypothesized. SR - e

A signlficant ditferenoe wag .found between pre and poat " o

- kteat performance, confirming the hypothesls that post test -
e ‘_scoroe ‘as measured by the Johari Window 1netrument would. rafleot
G f;;greater willingneea to give and receivo foedbaok after partioipatlon;




