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ABSTRACT 

The purpose of this study was to determine if an 

educational tool such as NEWSGAME affects students' 

learning about current events. 

To determine the effectiveness of this game, an 

end-of-year post-test was given to the following groups: 

1) students that played NEWSGAME regularly 

2) students that played NEWSGAME occasionally 

3) students that never played NEWSGAME 

In addition, demographic data such as age and sex 

was analyzed to determine if differences in knowledge 

of various current event categories existed among 

these groups. A survey measuring students' opinion 

of NEWSGAME was also collected. 

This study involved the participation of 350 

students in 11 social studies classrooms. Of the 

total sample, there were 183 males and 157 females. 

Ten cases were not identified. The students ranged in 

age from 11 to 19 with the majority being 12-15 year-olds. 

Instrumentation consisted of a Current Events Questionnaire 

composed of 81 questions covering 14 areas of inter

national, national and state issues. These consisted of 

multiple choice and fill-in-the-blank statements. 
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The data analysis indicated that students who 

played NEWSGAME regularly scored higher than those 

who played occasionally. Those who played NEWSGAME 

occasionally scored higher than those who never played 

NEWSGAME. 

Males were found to score higher than females 

whether NEWS GAME was played regularly or in the 

occasional/none category. Students over the age of 14 

who played regularly scored higher than students under 

the age of 14. An unusual finding was that students 

under the age of 14 who played occasionally or not at 

all scored better than students ~ age 14 who played 

occasionally or not at all. 

Overall, it can be concluded that the NEWSGAME 

experience was most beneficial for males who were older 

than 14 who played the game regularly. 

In response to the question whether students liked 

or disliked NEWS GAME , 91% indicated they liked this 

educational tool. 

10 



CHAPTER 1 

THE PROBLEM 

Area of Concern ---
A recent Gallup Poll (1988) of 10,000 young adults 

(18-24) in Japan, Canada, France, Italy, Mexico, Sweden, 

United Kingdom, U.S.A., and West Germany found that the 

United States only scored better than Italy and Mexico 

in their geographical knowledge. 

After a yearlong survey, The Bradley Commission on 

History in the Schools, reports that the history 

curriculums in American schools are "seriously inadequate" 

(New York Ti~~s, 1988). Other recent surveys indicate 

one million young people are dropping out of high schools 

every year and a quarter of high school graduates are 

only marginally literate (Ehrlich, 1988). 

Originally, concerns such as these surfaced in 1983 

after the National Commission of Excellence in Education 

released ~ Nation at Risk warning of a "rising tide of 

mediocrity" in public schools. These recent surveys 

not only indicate that the problem has arrived, but in 

more specific relation to knowledge about the world in 

11 



which we live, also indicate that students lack the 

most basic information about the government and politics 

they will soon be selecting. 

Students are not getting the information they need 

to be responsible citizens in a society which is 

increasingly information-oriented. Educators agree 

that students need to expand their horizons and to 

understand the importance of global outlook. James 

Becker (1980) states: 

Our growing dependence on the rest of the 
world and the increasing importance of 
transnational interactions on human affairs 
has made more acute the need for sophisticat
ed knowledge about global processes and 
issues, the unity and diversity of cultures, 
nations and peoples, and threats to human 
survival (Pellet, 1981, p.5) 

In contrast, Raymond F. Reisler (1980) stresses: 

The structure and the operation of public 
schools have changed very little in response 
to the altered needs of students. Schools 
have often avoided the necessary matching of 
the school curriculum with current and 
future needs. 

The primary emphasis in public schools needs to be 

on active rather than passive participation. Active 

participation leads to intrinsic motivation that Bruner 

and Taba say is important in helping children develop 

greater interest in a subject. The increased interest, 

in turn, leads to longer episodes for learning (Cohen & 

Bradley, 1978). 
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An important finding in one research study reached 

the following result: 

The learner-centered behavior of accepting 
the student, being evaluative or critical 
only by public criteria, and being usually 
supportive elicited problem-orientation, 
decreased personal anxiety, and led to 
emotionally readjusting and integrative 
behavior (Flanders, 1951). 

Kenworthy (1970) perhaps said it best when he 

described the job of a competent instructor: 

The job of the teacher is to discover 
every possible method for arousing interest, 
encouraging inquiry, stimulating questions 
and promoting deep thinking. Real teaching, 
real learning, is the process of probing, 
discovering, analyzing, and examining (p.41). 

The methodology a teacher selects is an essential 

part of changing the emphasis to student-centered 

activities and encouraging students to be responsible 

for their learning. According to Coleman (1961), 

"when a person or group carries the authority for his 

own action, he carries responsibility for it" (p.316). 

Kelly (1985) emphasizes 

There is no better way to teach students a 
sense of responsibility than to use an array 
of teaching activities geared toward student 
participation (p.10). 

Since news is history in the making, the school 

curriculum should provide varied opportunities for 

students to see themselves as active participants in 

a contemporary world, through analysis of current issues 
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and the exploration of possible solutions and consequences. 

As Clark Abt (1980) writes, "students should have reason 

to believe that what they learn will help them to under

stand, predict, and control to a socially acceptable 

degree their own future environment as well as their 

own actions in it" (p.4). 

But first, they must learn how to get information 

about that world. Most schools teach current events as 

part of the broader topic of social studies. This 

encompasses subtopics such as geography, history, 

economics, civics, and current events. These are all 

part of our society, culture, and civilization necessary 

for an overall understanding that is important for the 

fullest development of the individual. Unfortunately, 

there is an overwhelming amount of material to cover 

in a world where events change from second to second. 

A widely viewed media, television, follows these 

events continuously, but the use of this media is not 

being exploited. Television sets exist in 98 per cent 

of all households with an average viewing rate of seven 

hours per day (Television Information Office, 1988). 

And the researchers at the Annenberg School of Communica

tion at the University of Pennsylvania flatly assert 

that "television is a central cultural arm of American 



society" (Hitchens, 1984, p.325). Hitchens (1984) also 

reports that among children, the preference is for tele

vision over newspapers as a source of information during 

the elementary school years, the high school years and 

on into adulthood. Research by The Roper Organization 

from 1959-1978 confirms this preference. 

However, the surveys indicate that students are not 

absorbing the information they need through their own 

viewing habits. In an attempt to change this trend, 

Walter Cronkite developed a transcontinental television 

program for high school students that harnessed the most 

advanced technological forces to deliver daily news 

events. In an interview, Cronkite stated, "I saw no 

reason why history shouldr,'t be made terribly exciting 

by relating it to the day's events" (Reed, 1981, p.17). 

These events were analyzed by charismatic teachers who 

related what was happening in the outside world to the 

basic subjects in the class. For example, the history 

teacher on the program would take an event in Iran and 

talk about the headlines for two or three minutes, then 

refer back to American history to discover how Americans 

had previously faced problems. 

The program, Why in the World, was a dream corne true 

for Cronkite. In an earlier program, "The Remarkable 

1 ') 



Schoolhouse" Cronkite once commented, "By participating, 

by playing a game, an otherwise dull subject becomes 

fascinating and unforgettable to the students. No more 

could be asked of any educational technique" (Nesbitt, 

1968) • 

Games in the classroom have been shown to provide 

at the least a stimuli for increased interest although 

there are differing results among research studies 

regarding the effectiveness and learning occurring 

from games. 

In 

The purpose of this study was to test the effectiveness 

of a game that bridges the gap between television news 

viewing, current events, and activity-oriented education 

in the classroom. A testing instruml~nt was developed 

to measure the effect of the regular use of this game 

compared to occasional use or no use of the game. The 

results of this study provide insight to the value of 

NEWSGAME as an educational tool. This information, 

bridging television news and activity-oriented projects, 

will be useful to educators, students, and ultimately, 

our society. 

Statement of the Problem 

The purpose of this study was to determine if an 

educational tool such as NEWS GAME affects students' 



learning about current events. (See Appendix B). 

The effectiveness of NEWS GAME on students' knowledge 

of current events was measured by an end-of-the-year 

post-test (See Appendix A) given to the following groups: 

1) students that played NEWSGAME regularly 

2) students that played NEWS GAME occasionally 

3) students that never played NEWSGAME 

In addition, a survey measuring students' opinion 

of NEWSGAME was filled out prior to the questionnaire. 

Also, demographic data such as age and sex was analyzed to 

determine if differences in knowledge of various current 

event categories existed among these groups. 

Significance of the Problem 

Jerome Bruner (1966) wrote in his book, Toward a 

Theory of Instruction that "if a curriculum is to be 

effective in the classroom, it must contain different 

ways of activating children, different ways of presenting 

sequences, different opportunities for some children to 

"skip" parts while others work their way through different 

ways of putting things. A curriculum, in short, must 

contain many tracks leading to the same general goal" 

(p.71). 

Further, Benjamin Bloom (1976) states "some of the 

apparent weakness of the schools may be due to lack of 

clear-cut objectives for education and their implementation 
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by carefully developed instructional materials and pro-

cedures. Responsible also is the fact that the schools 

rarely enlist the full motivation and energies of 

students in the learning process" (p.213). 

Another weakness of schools added by Glickman (1979) 

are two variables that are not often considered. One is 

the increasing time children spend viewing television, 

and second is the decreasing time that children have to 

play which result in declining achievement scores. 

During the 1960's the potential learning value 

of simulations and games first became recognized by 

teachers of elementary and secondary school students. 

In using them, teachers found that students were not 

only learning content, but were developing the ability 

to work together. In addition, students were found to 

be motivated by the game format (Heitzman, 1983). 

However, Emmett Guise (1974) succinctly summarizes 

in his study one of the major problems in researching 

the literature on simulations and games. 

"A study of the literature revealed that 
research in the area was largely idiosyncratic, 
non-replicable, and characterized by a 
considerable amount of conceptual confusion, 
especially in the area of definition and 
design. No general design model for 
educational simulation gaming was found 
to exist" (p.1S). 

18 



Lewis and Wentworth (1974) in their review wrote: 

"Most of the research which has been accomplished in 

the field is suspect because of inadequate testing pro

cedures and research design, use of unsophisticated 

statistics, and inability to determine important 

variables" (p.71). 

Heitzmann (1974) found most of the research to have 

been conducted by an experimentor who both directed the 

simulations and taught the control group. 

Rosenfeld (1975) notes that practically all the 

studies cited are based on one-game samples. "Since 

simulations differ a great deal in structure, content, 

and procedure, and since th~re are great variations in 

administration of anyone game, general statements about 

simulation games should be taken as descriptive rather 

than definitive" (p.286). 

Cohen and Bradley (1978) summarize the problems of 

doing conclusive, scientific research on simulations: 

the lack of a theoretical framework, the influence of 

the teacher or the director in setting the tone, the 

question of whether outsiders should evaluate the 

effectiveness of the simulation game and their possible 

influence on the activity, the environment and the type 

of pupils who engage in the games, the difficulty of 

getting accurate and valid instruments to measure short-
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term and long-term changes in attitude, the consideration 

of the Hawthorne effect, and the immense problem of 

generalizing about simulation games from one particular 

game (p . 24 8) . 

And as Wilson concludes (1980), "the research on 

simulations and games in economics and the social sciences 

has been disappointing. Any answers we have are quite 

tentative and lack sufficient empirical support. In 

fact, the only conclusion that can be drawn from most of 

the basic inquiries is that some tend to support the 

effectiveness of games and simulations and some do not 

(p. 22). 

Problems abound across all areas of research in 

simulation gaming. Hunter and Clark, 1977, even say 

that "venturing into game research is akin to finding 

yourself standing in a mine field with confounding 

variables hidden in all directions" (p. 45). 

In sum, Fletcher (1971) states, "the degree to 

which findings on one game are generalizable to 0tner 

games is simply unknown" (p.427). 

It is important to note that almost all of the 

published studies in the educational literature that 

report attempts at measuring the effectiveness of 

gaming have used role-playing games (Roberts, 1976). 

In fact, almost all the research to date involving 

20 



gaming uses simulation games which reveals a need to 

conduct added research on the effectiveness of non

simulation games. It is for this same reason that 

literature in some sections is dated. The most current 

research efforts involve specific simulation games 

and/or computer simulation games. 

Allen et ale (1970) notes that nonsimulation games 

are particularly appropriate for the implementation 

of the Coleman idea of intellectual competition to 

parallel the athletic competition in schools. A survey of 

752 secondary school teachers by Blaga (1974) indicated 

the non-use of educational games to be linked to their 

skepticism about their educational benefits. 

21 

By determining the effectiveness of a nonsimulation 

game such as NEWS GAME , its validity for use in the classroom 

contributes to the research on nonsimulation games. 

These results also benefit educators and ultimately 

students. 

Statement of Hypotheses 

The general research hypothesis for this study was 

that the treatment would affect some change in students' 

knowledge of current events. 

For the purpose of statistical analysis, the 

following null hypotheses was tested. 

~ ---~- ~- ~ - -------



Ho1 At the conclusion of the school year, there 
will be no difference in knowledge of current 
events between students who played NEWSGAME 
regularly throughout the year and those who 
never played NEWSGAME. 

Ho2 At the conclusion of the school year, there 
will be no difference in knowledge of current 
events between students who played NEWS GAME 
regularly throughout the year and those who 
played NEWS GAME occasionally. 

Ho3 At the conclusion of the school year, there 
will be no difference in knowledge of current 
events between students who played NEWSGAME 
occasionally and those who never played NEWSGAME. 

Other questions researched included demographics such 

as age and sex, variations among the fourteen categories 

of current events in the treatment for males and females 

and a subjective question as to whether students liked 

or disliked NEWSGAME. 

Assumptions of the Study 

The study was based on the following assumptions: 

1. The instrument created for testing was valid 

and reliable for the purposes of this study. 

2. Volunteers for the study were a representative 

sample of students in social study classes for ages 11-19. 

3. The questions in the instrument were a 

representative sample of current events that occurred 

throughout the year at international, national, and 

state levels. 

22 



4. The questions in the instrument were 

representative of current events and were not drawn 

from previous NEWSGAME questions. 

5. The students took the test seriously and 

tried their best in the allotted time. 

6. The students were not coached or given 

instruction except for general directions before the 

test was administered. 

7. Classes that were tested had similar backgrounds 

and abilities. 

8. The Hawthorne effect was significantly 

diminished due to regular use of the game throughout 

the year. 

Limitations of the Study 

1. The study focused on 11-19 year-olds 

in an urban area. 

2. The experimental group consisted of regular 

social studies classes that used NEWSGAME as 

part of their course. 

3. The subjects in the study were selected via 

their teachers who were using NEWSGAME and who 

volunteered to participate in the study. 

(See Appendix C) . 



4. Educational games are used in addition to 

conventional teaching methods. Therefore, during the 

school year, teachers may have used varying amounts of 

discussion on certain current events topics beyond 

NEWSGAME. 

5. The post-test was administered during the 

final week of school. 

6. As a field experiment, certain factors such 

as variations in teacher's personalities, methods, and 

rapport with students may occur differently for different 

experimental groups. 

Definition of Terms 

One of the major problems in research of gaming 

is the problem with definitions. It seems everyone who 

has been involved in gaming has their own definition. 

For example, game, instructional game, educational game, 

simulation game, nonsimulation game, non-role playing 

game, have all been used interchangeably and imprecisely. 

The literature abounds with controversy over what is 

meant by these words. 

The definitions used are those which are most 

universally accepted in the studies. 
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1. Frame game: A game whose structure lends itself 

to multiple adaptations such as Tic Tac Toe 

(Heinich, 1986). 

2. Game: A contest usually among player opponents 

operating under rules to gain 3n objective (Abt, 1980). 

Examples include baseball and bingo. 

3. Instructional game: (also referred to as educational 

game, academic game, and learning game) a model of 

student interaction which usually involves a "winner" 

and the winner is a person who has learned enough 

content to win the game. The game esentially provides 

a competitive setting for the learning of subject 

matter (Wilson, 1980). "The game has a counterpart 

in life and playing the game is like the play of 

a distinctive part of life" (Cruickshank & Mager, 

1976). 

4. Intellectual Skills: Refers to an individual's 

ability to apply knowledge to new problems (Bloom, 

et a!. 1956). 

5. Interest: A condition that exists when there is an 

unexpected or inconsistent event in the perceptual 

environment, or there is a gap between a given ana 

desired state of knowledge (Keller, 1983). 

6. Knowledge: The recall of ideas or phenomenon 

(Bloom, Engelhart, Furst, Hill & Krathwohl, 1956). 
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7. NEWSGAME: An educational game in use throughout 

the nation for the past eight years. It is avail

able to all schools through a sponsoring local 

television station's community service department. 

Each week during the school year, social studies 

teachers and other interested teachers receive a 

sheet with forty questions divided into eight 

categories. The questions are based on local, state, 

national, and international news of the previous week. 

NEWS GAME was chosen for the following 

reasons: 

1. it has been used nationwide for the past 

eight years as a standardized game allowing for 

replication of the study. 

2. The objectives of the game are clearly 

stated. 

3. The structure of the game is definable. 

4. The length of play is standard. 

5. The novelty of the approach is significantly 

diminished due to play over a year's time. 

6. The level of difficulty remains constant. 

7. An experimentor does not need to be involved 

with classes and therefore will not introduce bias 

into the game results. 
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S. It is an open-ended or "frame" game 

allowing repeated plays unlike simulation games in 

which almost all the information can be extracted 

after playing several times. 

27 

9. Many dependent variables such as role-playing 

that are a problem in simulation games are not part 

of this type of game. 

10. The game isn't dependent on the manipulation 

of people but rather content. 

S. Nonsimulation game: Academic or educational games in 

which players must know and use clear and agreed upon 

principles of some academic subject. Anagrams are 

nonsimulation games using the rules of spelling 

(Stopp, 1976). "Success or winning is related to the 

degree of subject matter comprehension demonstrated 

during the game" (Seidner, 1978). 

9. Play: Free, spontaneous activity which cannot be 

prescribed and in which there is no predictable 

outcome. Problems, goals and rules may change as 

play progresses (Shears, 1974). 

10. Player: An autonomous decision-making entity. 

May be one person or a group of people (team) 

(Fletcher, 1971). 

11. Retention: The recall of ideas or phenomenon over 

a span of time. 



12. Rules: Regulations describing the play including 

number of participants, order of participation, time 

of play, penalties, scoring, winning, etc. 

(Cruickshank, 1977). 

13. Simulations: In general terms, "the product 

reSUlting when the appearance or effect of something 

else has been created" (Cruickshank & Mager, 1976). 

Examples include model boats and landscape paintings. 

14. Simulation game: (also referred to as role-playing 

game) A combination of the previous models that 

tries to use the role-playing features of simulations 

for learning how a system operates and the competitive 

nature of games to enhance student motivation (Wilson, 

1980). "An academic game in which players are given 

a simulated environment and play in it usually to 

learn how it works" (GHETTO, military war games) 

(Cruickshank & Mager, 1976). 
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Organization of the Remaining Chapters 

Chapter 1 introduced the area of concern, a 

statement of the problem, definitions, and the 

significance of this study within the current body of 

research. 

Chapter 2 will present ~ review of the literature 

on simulation/gaming as it relates to this study. 

Research on television news viewing habits and teams in 

the classroom are also included as part of the literature 

review. 

Chapter 3 will describe the research methodology, 

data-gathering and data analysis. 
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CHAPTER 2 

REVIEW OF THE LITERATURE 

Introduction 

The purpose of this study was to determine the 

effectiveness of learning with a nonsimulation game, 

NEWSGAME. Before beginning a review of the literature 

on gaming, it is important to understand the scope of 

this research field. 

The research on nonsimulation games encompasses 

two significant studies which analyze results of 

the games WFF 'N PROOF and EQUATIONS. Both of these 

studies were conducted in the 1960's and their results 

are often cited in the literature. All other studies 

involve simulation/gaming but their results are often 

applied to the genre of games in general. 

Although simulation/gaming research will be discussed 

in this chapter when applicable, it is important to 

understand that simulation/gaming does differ structurally 

from nonsimulation gaming. Also, the possibility or 

validity of generalizing research results between these 

two types of educational aids is highly questionable. 
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The purpose of presenting or discussing research 

on simulation/gaming is to provide information on 

studies conducted as simulation/games and nonsimulation 

games share the most basic characteristics of games. 

A Comparison Between Simulation Games 
and Educational Games 

While it is true that simulation games and education-

al games have unique characteristics, some commonalities 

do exist. Maxson (1973) refers to some of these 

similarities: 

1) a conflict of interest is represented to involve 

the student actively 

2) the student assumes an active role in contrast 

with traditional learning experiences found in a school 

3) the student has some alternatives from which to 

choose and typically some control over events 

4) immediate feedback is frequently part of the 

process and the consequences of decisions are relayed 

quickly to the students. 

Glazier (1974) notes that both simulation games and 

educational games focus on the individual student and 

individualized learning, involve interaction with other 

students and peer learning. 
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The differences between the two gaming processes 

include: 

1) The number of times the gaMe can be repeated. 

"Simulation games usually have a limited number of plays" 

(Shears, 1974, p.64). 

2) A simulation need not have a winner whereas in 
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a game, a winner is usually identified (Gordon, 1970, p.12). 

3) Games are more often appropriate in application 

to areas of education which deal with discrete units and 

laws such as science, math and language while simulations 

are most useful in presenting social studies concepts and 

historical processes (Glazier, 1974, p.312). 

4) Games make no demand on players to internalize 

another's view of the world. "They demand only a focus 

on effective problem-solving, an analytical perspective 

toward the games objective" (Roberts, 1976, p.14). 

5) In games, the interplay among all components is 

not explicitly determined and players and administrators 

consequently make decisions which at least partially 

determine the outcomes. In simulations, relationships 

among components, such as in the sequence of play, show 

a greater degree of predetermination (programming), 

and the players have less control over outcomes (Kasperson, 

1968, p.420). 
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Two nonsimulation games which will be referred to 

in the study are described here in detail. These are 

the only two nonsimulation games with which studies have 

been conducted. 

1. WFF 'N PROOF: An educational game designed to provide 

practice in abstract thinking and to teach mathematical 

logic (Layman Allen, author). It contains 21 different 

games, each increasing in complexity, and utilizes 13 

different concepts in logic. The first tW0 games 

are designed to develop competency in recognizing 

and constructing WFFs (well-formed formulae). The 

rest of the games introduce the 13 rules of inference 

and provide for an increase in the level of competency 

in logical deduction up to a point where complex 

theorems are proven (Bowen, 1969). 

2. EQUATIONS: An educational mathematical game desi,ned 

to spur students to develop skill in abstract reason-

ing and logical thinking, speed and accuracy in 

computing, and understanding of the basic concepts 

of mathematics (Carlson, 1969, p.111). Players use 

cubes marked with numbers and symbols to form 

equations. A player wins by either correctly 

challenging another player's mistake or by being 

incorrectly challenged. A tournament structure can 

be used. Students of approximately equal mathematics 



ability compete individually in small groups of 2-3 

players. The winners are moved up one table and the 

losers move down one table in the hierarchy (Edwards 

et aI, 1972, p.248). 

An Overview of the Theoretical Literature on Games 

The playing of games exists in all cultures and 

can be viewed as a universal feature of human society. 

Still, there is a surprisingly small theoretical 

literature on games. This may be because games and 

play were thought of as "something a culture could 

afford after it had taken care of its "real" needs" 

(Boocock, 1968, p.53). Theories of play such as the 

"surplus energy" theory, were formulated by Herbert 

Spencer who writes of games as a "superfluous and 

useless exercise of facilities" and "uncalled for 

exertions" (Spencer, 1873, p. 629-630) . 

This negative view of games was again evidenced in 

a treatise on the relationship between societies and 

their form of play (Callois, 1961) in which games are 

defined in terms of their "nonproductivity" (of wealth 

or goods) and "waste" (of time, energy and sometimes 

money). Sarane Boocock (1968) feels this impression of 

games is still held by many educators. 
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On the other hand, the distinction between games 

and real life may be one of the factors that attracts 

people to games. John Huizinga, in his book Homoludens 

first published in 1938 and considered a "classic" work 

on games, defines them as: 

"a voluntary activity or occupation executed within 
certain fixed limits of time and place, according 
to rules freely accepted but absolutely binding, 
having its aim in itself and accompanied by a 
feeling of tension, joy and consciousness that 
it is different from ordinary life" (Huizinga, 1955, 
p. 28) . 

Huizinga maintains that play creates in man a 

capacity for detachment, a respect for rules, a spirit 

of curiousity and inquiry, and the ability to develop 
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and use strategies and tactics. The subtle interrelation-

ships of these cultural "rules of the game" form a 

stable foundation for society. Indeed, without it, 

Huizinga believes a real civilization cannot exist 

(Watson, 1975, p.42). 

Boocock (1968) notes that other post-Spencerian 

analysts have tried to explain just what it is about 

games that make them so appealing. As the economist 

Frank Knight put it, "the concrete objective of capturing 

our opponents' pieces, carrying a ball across a mark, 

or whatever it may be, is a matter of accident, but to 

achieve it is for the moment the end and aim of being" 

(Knight, 1921, p.53). Georg Simmel's (1950) essay on 



sociability offers the explanation that people playa 

game as if it were a matter of life and death because 

it is, in fact, a model or simulation of real life. 
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Defense of games is best summarized in the work of 

John Dewey (1922) who examines their functions for society 

in general and the educational system in particular. He 

claims that play and games not only fill a basic human 

need for make-believe activity but provide "fresh and 

deeper meanings to the usual activities of life" (p.160-162). 

Furthermore, Dewey's work indicates that games are 

to be considered an integral part of the school curriculum, 

not simply as "relief from the tedium and strain of 

'regular' school work" (Dewey, 1928, p.228). 

Another approach to the positive aspects of gaming 

is discussed by George Herbert Mead (1934) in his work 

on the development of the social "self". He noted that 

children move from play to games as they go through the 

process of socialization. According to Mead, the child 

can be said to have a self only when he has gone through 

a process by which he learns to view himself first 

through the eyes of a variety of individual "others", 

and finally through the eyes of these others as a whole 

or system (the generalized other). For the child, 

games are an important mechanism in this process (p.154). 



Scholars interested in development patterns of 

childhood have attempted to relate the kinds of games 

children play to the stages of their physical and mental 

development. The key figure in this area is Jean Piaget 

who conceptualized development in terms of a sequence 

of phases or stages, each with its own modes of thought, 

behavior, and experience (1948). He views playas a 

manifestation of "assimilation", one of the mental 

processes fundamental to intellectual growth. Coleman 

(1975) comments that Piaget observing children playing 

games felt that games were their introduction to life, 

to the idea of rules, roles and working toward a goal. 

Heitzmann (1983) indicates there seems to be support 

among educators and developmental psychologist for the 

position that play contributes to one's intellectual 

growth, imagination, and creativity (Sutton-Smith, 1971: 

D'Heurle, et al 1971). 

And according to Marshall McLuhan (1964) game-playing 

is an inherent part of man's world-building activity, for 

adults as well as children: 

As extensions of the popular response to the 
workaday stress, games become faithful models 
of a culture. They incorporate both the 
action and the reaction of whole populations 
in a single dynamic image (p.235). 

and further, "all games are media of interpersonal 

communication" (p.237). 
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Betsy Watson (1975) summarizes the socialization 

function of play and games: 

First, through his participation in games, 
the individual internalizes the rules, in 
themselves reflective of the norms, values, 
and skills of his social group. Second, 
game playing aids in the formation of one's 
self-image, which is derived through social 
interaction. Third, games serve as vehicles 
through which children and adults alike can 
practice communication skills, try out or 
learn new roles, and develop strategies for 
social interaction. Fourth, games allow 
people to explore potential or future reality. 
Fifth, games are fun: thus they provide a 
sanctuary from the reality of everyday life, 
and offer a respite from work and daily 
routine. Lastly, games serve as mechanism 
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for the social integration of individuals 
because they provide companionship, friendship, 
and a chance for participation in recreational 
groups (p.42-43). 

Inbar and Stoll (1970) point out there is a small 

amount of scattered evidence in support of hypotheses 

that clearly state the socializing functions of games. 

Historical Overview of Games 

The use of games for educational purposes can 

be traced back thousands of years to games designed to 

teach military tactics. One of the earliest known 

examples of war gaming is wei-chi (meaning "encirclement"), 

the existence of which can be traced back to at least 

2000 B.C. The game was introduced into Japan around the 

eighth century A.D. and survives throughout the world 



today in the popular game S£ (Gordon, 1970). 

Another early predecessor is Chaturanga, an ancient 

Indian game also involving principles of war. It is 

claimed to be the precursor of our modern version of 

chess (Avedon & Sutton-Smith, 1971). 

Early in the eighteenth century, military experts 

began to recognize the potential of such exercises for 

the training of officers and for the study of military 

tactics (Gi1liom, 1974). In 1798, the Prussians 

developed their own complex model of warfare "Neue 

Kriegspiel" (War School) the forerunner of modern war 

games (Raser 1969, p.46-47). 

Meanwhile, Abbe Gaultier, an emigre who fled from 

France to England at the time of the French Revolution 

(1789-1799) invented several children's games concerned 

with social teaching which were widely used in England 

during the late 18th c. (Hei tzmann, 1983). 
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Following military defeats in the Napoleonic Wars, 

the Prussians throughout the nineteenth century invested 

in the refinement of war games (Heinrich, 1986). In 1824, 

a Prussian soldier transferred gaming to maps and adapted 

war gaming to the simulation of actual military operations 

(Carlson, 1969, p.3). The resounding Prussian victory 

in the Franco-Prussian War of 1870 to 1871 and their 



subsequent reputation for military genius may be attri

buted in part to their preparedness born out of years 

of practice in War School (Heinrich, 1986). 

40 

War gaming soon began in England and at the United 

States Military Academy which used data from the American 

Civil War (Heinrich, 1986). By the twentieth century, 

the Germans were using military games to rehearse their 

1918 spring offensive in World War I. In World War II, 

preliminary studies based on war games were used by 

Germans in planning the invasions of France in 1940, 

of the Ukraine in 1941 and the potential invasion of 

England (Kasperson, 1968). 

Both American and Japanese military planners used 

war games prior to and during World War II. Fleet 

Admiral Chester W. Nimitz declared in 1960: "The war 

with Japan had been re-enacted in the game rooms ... by 

so many people in so many different ways that nothing 

that happened during the war was a surprise - except the 

kamikaze tactics toward the end of the war •.• R (Carlson, 

1969, p.S). 

At the end of World War II, the advent of the 

electronic computer made it possible to include social 

and political variables as well as military data in 

the games (Gilliom, 1974). 
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An important step in the evolution of war games 

toward educational games came with the development in 

the mid-1950's of so-called "crisis games". Crisis 

games are simulations of hypothetical crisis situations, 

with participants trying to solve or alleviate the 

crises. 

The RAND Corporation was one of the first to develop 

these games in an attempt to deal with potential Cold War 

problems. Shortly after their models were developed, 

crisis games carne into use at several universities. 

Students of international relations were adopting the 

roles of government decision makers and playing out 

hypothetical crises (Heinrich, 1986). 

After visiting the u.S. Naval War College and being 

impressed by their use of simulation techniques in 

training, the American Management Association introduced 

a business game at its meeting in 1957 (Roberts, 1976). 

The response by participating executives 
and educators was so enthusiastic that a 
proliferation of games appeared very 
quickly .•• Two-thirds of the graduate 
schools of business soon adopted the games 
or developed their own as part of the 
standard curriculum (Inbar & Stoll, 1972, p.39). 

Soon after the paces~tting AHA game appeared, 

scholars in other disciplines began to create similar 

approaches for training and experimentation (Gilliom, 1974). 



During this period, educators in the social studies 

area were becoming interested in inquiry-oriented 

approaches. Jerome Bruner and other instructional 

theorists, were advocating the importance of active 

student involvement in learning (Heinrich, 1986). 
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In 1961, James Coleman concluded The Adolescent 

Society, a study of ten midwestern high schools, with 

recommendations for the development of academic games 

organized like interscholastic athletics. In the early 

1960's, the work and publications of Clark Abt, James 

Coleman, and Sarane Boocock began to draw attention to 

simulations as potentially useful teaching tools (Gilliom, 

1974) . 

Another influential event that resulted in 

simulation/gaming getting into the classroom was the 

Academic Games Program at Johns Hopkins University. 

Headed by educational sociologist James Coleman from 

1966 to 1973, the Johns Hopkins group developed a 

number of ground-breaking games (including LIFE CAREER, 

DEMOCRACY, GENERATION GAP, and GHETTO) and conducted 

many studies of game playing and the learning associated 

with it (Heinrich, 1986). 



Historical Development of Simulation Games 

Up until 1963, simulation games and their use in 

the classroom waR just being discovered. Claims of the 

effectiveness of simulation games as teaching tools 

were accepted largely on faith (Boocock & Schild, 1963, 

p.15). 

The following statement in a monograph on business 

gaming exemplifies this phase of simulation/gaming 

development. "By virtue of its unique characteristics 

it has added considerably to teaching capability in 

this area" while admitting in the same paragraph that 

"few specific instances of comprehensive statistical 

validation are as yet available" (Greenlaw et al. 1962, 

p. 67) • 
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With the field being relatively new, most researchers 

were concentrating on designing games rather than 

evaluating them. During the years 1963-65, some 

researchers began controlled experiments with games. 

In an evaluation of INTER-NATION Simulation (Robinson, 

1965) compared college students who played the game 

with control classes. Few significant differences were 

found and not all favored the game. 

At John Hopkins, studies showed inconsistent 

results. Some studies suggested that games were not any 



more effective as teaching/learning devices than more 

traditional educational techniques (Rosenfeld, 1975). 

The following appraisal of management gaming illustrates 

the frustration of experimentors at the time. "We know 

little about the effectiveness of management games as 

an instrument of instruction. Indeed, we do not even 

know for sure how to distinguish a good game from a 

bad one" (Thorelli & Graves, 1964, p.25). 

In reaction to this news, game developers and 

users cast doubts on the validity of the studies and 

made new claims especially in the area of increasing 

motivation (Rosenfeld, 1975). 

From 1965 on, researchers began to test a number 

of different games and effects. But hard evidence 

about the effectiveness of the games in motivation, 

factual learning, attitude change, affective learning, 

and improvement in the classroom was not forthcoming 

(Rosenfeld, 1975). 

The research studies grew, but they were plagued 

by weaknesses such as poor design and sampling, poor 

operationalization of concepts, generalizations from 

one game to another or to all games, failure to examine 

the context in which the game was used, and failure to 
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consider game and participant variables (Greenblat, 1973). 
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The seventies brought renewed efforts by the staff 

of the Academic Games Program of the Center for Social 

Organization of Schools at John Hopkins University and 

others but problems continued to pervade the research. 

The following review will discuss many of the studies 

throughout the development periods and the results in 

areas most applicable to the study being conducted as 

part of this research. 

Popularity of Simulation Games 

Beliefs in the potency of games as pedagogical 

devices stem from many sources. Sprague and Shirts (1966) 

indicate the need to develop thinking skills among 

students rather than give them information. 

The mind is an instrument to be developed 
rather than a receptacle to be filled. 
Modes of teaching are needed which will 
help to develop people who are excited 
about learning and know how to learn 
rather than people with vast funds of 
information much of which will soon be 
obsolete (p.l5-16). 

Coleman (l967a) stresses the need to promote 

engagement and curiosity in the ways students look at 

events and processes. They must also become aware of 

resources for finding answers. 

Students learn not because learning is a 
goal in and of itself, but because learning 
leads to goal achievement, and consequently 
information transmission must be seen as 
facilitating if it is to be effective (p.69-70). 



Many educators indicate that one way of achieving 

the above behaviors is to get students involved in 

their own education. 

Learners learn to act by acting and, hence, 
should be made to interact with material 
in an active rather than a passive way 
(Coleman, 1967a, 1967b: Abt, 1970: Bruner, 
1961) • 

In the field of social sciences, Greenblat (1975) 

emphasizes the importance of critical thinking skills. 

Students must learn to examine the social 
world, picking out relevant variables and 
examining their nature and consequences: 
hence, modes of teaching about social 
systems are essential (p.27l). 

A Review of the Research on Educational Games 
and Simulation-Games 

The number of learning games and simulations has 

steadily grown. Zuckerman and Horn (1973) list over 
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600 entries. This is a fifty percent increase over their 

previous volume published two years earlier. This growth 

factor is astounding when one considers that virtually 

no teacher-made games existed in the early sixties. 

Some writers have enthusiastically endorsed such 

exercises as an ideal method for modernizing the social 

studies curriculum in secondary schools 

" ... Simulation games can be one of the 
foundations for a truly vitalized educational 
system and ... this technique, given the right 
conditions, can make a profound contribution 



to the growth and development of our 
young people so that they can be better 
prepared for life in the modern world" 
(Lee & O'Leary, 1971, pp.345-346). 

Others have been more cautious in their support 

of educational games and simulations: 

" .•. Although the exercises .•. are an extremely 
useful and interesting part of a teaching
learning experience, they are not effective 
without other curriculum support ••• i.e., 
other materials, other activities, other 
media, and a well-prepared teacher" 
(Lewis & Wentworth, 1971, p.8). 

Shirts (1976) notes that the use of games can 

require an effort beyond what is normally expected 

of a teacher. 

"Many games require the management of a large 
number of artifacts and pieces of paper, do 
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not fit into the time constraints of the 
school, and use classroom space in dramatically 
different ways." (p.39). 

And those who have reviewed the literature have 

not found many studies to refute critics of games as 

the following will exemplify. 

In a noted review, Cherryholmes (1966), after 

analyzing the six available studies he found, could only 

conclude that students participating in a learning game 

or simulation enjoyed such exercises more than convention-

al classroom activities. 

Ahern (1968) could not find a quantitative study on 

the usefulness of gaming as a learning device. 
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Gordon (1970) concluded that research to date is 

probably more significant for identifying the difficulties 

of evaluati:lg games than for precise findings. 

In 1972, Schran and Krurnpf found very little published 

material and noted that "this lack of attention to 

the basic underpinnings of gaming is a main reason for 

much of the widespread uncertainty and confusion found 

in this field by the authors and others" (p.465). 

They further concluded that "the validation of the 

general appropriateness of gaming techniques remains on 

the level of subjective evaluation and thus still open 

to scientific proof" (p.472). 

In a review of fifty studies in the literature 

investigating the impact of educational games and 

simulations, Wentworth and Lewis (1973) found the studies 

to "vary enormously in quality, scope, design, and 

findings" (p.431). They also note that "paper and 

pencil tests have limited measurement capabilities for 

investigations of educational games where a student is 

placed in an artificial environment" (p.439). 

The specific reasons for the problems pervading 

the research throughout the decades are widespread. 

A study by Theony and Horton (1970) concluded that games 

with different structures may have built-in differences 



in learning outcomes. Therefore, comparing learning 

outcomes from games with different structures may not 

be valid. 

Fletcher (1971) cites four interrelated reasons 

why research in the field of games and simulations has 

been poor: 

1) there is a lack of standardized, workable games; 
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2) existing games vary enormously in objectives, 

structure, level of sophistication, subject matter, 

complexity of tasks, and variety of interactions required 

of participants; 

3) there is a lack of any clear relationship between 

the structure of a game and the learning objectives of the 

game; and 

4) there is a lack of agreement on appropriate 

administrative procedures when games are used for 

learning experiences (p.426). 

Fletcher adds, "statements about games have been so 

extravagant that it would be wise to treat almost any 

supposed fact about games as if it were a hypothesis 

needing testing" (p.432). 

Greenblat (1975) indicates a problem in sampling 

techniques. "In many instances, the subjects were students 

available to the researcher, and were known to be 



unrepresentative of students at that academic level. 

In other cases, students were sampled while out of their 

student role. For example, high school students were 

tested while attending an organizational conference for 

a weekend. Their definitions of the situations and 

thus of the activity might be different from the 

definitions by the same students if they were playing 

the game in a class" (p.280). 

But perhaps the most widespread problem is that 

despite great variations in games, conclusions from 

studies with one game are generalized to all games. 

As Greenblat (1975) points out "This idea of the 

heterogeneity of games is unfounded and also presents 

difficulties of interpretation of reports in which the 

findings from several studies are put together to test 

hypotheses about games as in Cherryholmes (1966)" 

(p.2S1). 

Twelker (1976) found that "some studies flatly 

contradict each other while others possess huge gaps in 

their design" and "probably the largest flaw is the lack 

of generalizability inherent in the studies" (p.96). 
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Reviews of the literature by Reiser and Gerlach (1971), 

Greenblat (1975), Cruicksha-nk and Mager (1976), and Hunter 

and Clark (1977) all agree that much of the research is less 



than adequate with respect to its design and execution. 

Hunter and Clark (1977) cite factors such as length 

of play, size of playing group, assignments given in 

addition to the game, and individual player activities 

for problems in the research not being generalizable. 
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Shirts (1977) points out more problems: 

1) Most of the research has been done on a small 

scale. Such research almost inevitably addresses only 

those problems which are easiest and cheapest to investi

gate. 

2) There is no standard vocabulary to define and 

describe simulation games and the independent and 

dependent variables that are at work in them. 

3) Testing procedures are inadequate, and the 

measurements employed do not seem sufficiently sensitive 

to the outcome of games and simulations. 

4) Design flaws such as lack of randomization, 

halo and experimenter effects, undefined treatments, and 

lack of control of variables such as time afflict many 

studies. 

Regarding dependent variables, which measure the 

effectiveness of a game, a review by Reiser (1977) 

found that dependent variables are not labelled uniformly 

in the research literature. In some instances different 

terms are used to describe the same behavior. For 



example, what has been called "intellectual learning" 

in one study (Boocock, 1968) has been called "attitude" 

in another study (Cohen, 1969). 

In other instances the same term has been used to 

describe different behaviors. For example, Edwards 

(1971b) discussed "motivation" in terms of student 

interest in a course and the amount of work students 

did in the course, whereas Cohen (1970) discussed 

"motivation" in terms of student interest in a game 

and student school attendance records. 

Terminology differences such as these are commonly 

found in the research literature and make it difficult 

to draw general conclusions from the research (Reiser, 

1577) . 
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Another problem associated with simulation games 

research is the use of non-game activities before, during, 

and after a game. Orientation prior to a game, coaching 

during a game, and discussion after a game are often 

considered to be part of the game treatment. However, 

these non-game activities may have effects which are 

independent of the effects of a game (Reiser, 1977). 

Motivation and Interest 

The greatest amount of discussion in the literature 

centers on claims about the heightening of motivation 



and interest. Many articles contain general statements 

about the motivational aspects of games. 

James Coleman (1969) writes "games tend to focus 

attention more effectively than most other teaching 

devices partly because they involve the student actively 

rather than passively" (p.324). 

According to Abt (1980) "games generate potent 

motivation due to the expectation of pleasure children 

associate with them, and because of their inherent 

dramatic interest deriving from action, conflict and 

uncertainty of outcome. Sustaining motivation is pro

vided by the responses of the other players in the game 

to the actions of the student player" (p.79). 

And as Gordon (1970) comments, "if educational 

games did nothing more than motivate students, that 

would be sufficient justification for playing them 

(p.19). 

Inbar and Stoll (1970) add "the autotelic feature of 

games means that the activity is self-motivating. They 

are cut off from serious consequences of everyday life, 

for the activities within them can be enjoyed for their 

own sake. Thus it is possible to make a fool of one's 

self, guess outrageously, or behave in very risky ways" 

(p.S8). 
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The research review used most often to support 

the claim that games motivate is that of Cherryholmes 

(1966) who after reviewing six studies concluded: 

"Simulation does produce more student motivation and 

interest compared to other teaching techniques" (p.6). 

That same year, a study by Garvey and Seiler (1966) 

used INTER-NATION Simulation with high school students 

and reported high student interest and response, although 

this was an informal observation rather than a conclusion 

drawn from empirical data. 

Other claims during this time were made by such 

behavioral indicators as the following statements imply: 

"After the first day, students agreed to 
bring their lunches for the rest of the 
week so they could have an extra 40 minutes 
play each day" (Boocock, 1967a, p.330). 

"An indication of student enthusiasm for the 
game was the number of students who desired 
to attend class for purposes of conferences 
and negotiations on days when the other 
section was meeting" (Attig, 1967, p.26). 

"It is not at all unconunon for players 
scheduled to play for hours to insist that 
they be allowed to continue to play for 
an additional four hours without stopping 
to eat" (Feldt, 1966, p.20). 

One of the most noteworthy of the simulation gaming 

research efforts was conducted by the Center for the 

Study of the Social Organization of Schools at John 



Hopkins University (1967-1972) but the summary of the 

project findings (Livingston, 1972) was only able to 

cite general support for claimed improvement in 

motivation and interest. Later reports (Greenblat, 1973 

and Rosenfeld, 1975) refer to conflicting findings 

regarding increased motivation and complain of poor 

measuring instruments. Heitzmann (1973) questioned 

the extent to which the increased motivation cited in 

some studies was actually directed toward the learning 

of the subject matter. Reiser ana Gerlach (1977) go 
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so far as to suggest that the only increases in motivation 

and interest are with regard to the game itself. 

A study by Alley and Gladhart (1975) suggests that 

attitudes vary according to the roles individuals 

are assigned in the simulation and their reactions to 

these. 

Greenblat (1973) points out that little attention 

has been focused on the question of whether the interest 

manifested by students participating in a simulation 

game is due to the novelty of the approach and represents 

a Hawthorne effect. 

Some claims have been made that simulation games 

improve the character of later coursework but no evidence 

is cited in the research reviews. Lee and O'Leary (1971) 



found that gains in specific courses were not always 

followed by increases in similar courses. 

Several researchers reported that simulation/games 

were particularly effective in motivating students who 

normally were uninterested in school, or who tended not 
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to work up to their capabilities (Farran, 1969; Abt, 1980). 

Other studies have attempted to measure changes in 

student attitudes toward particular subject or interest 

areas influenced by game participation. Livingston 

(1970b) conducted a study investigating student attitudes 

toward the poor, and developed a pre- and post

questionnaire to measure such a change. He found that 

students' attitudes were significantly more favorable 

toward the poor after they played the exercise GHETTO, 

but he also found a significant decline of student 

interest in the subject of poverty (Wentworth & Lewis, 

1973) . 

In summary, there is some evidence that student 

interest in simulations is high and that these games 

can be motivating. In reviewing results from nonsimula

tion games, there does not appear to be any measurements 

of motivational effects. 



Knowledge or Cognitive Skills 

In a nonsimulation game, students have to know 

certain facts, perform certain skills or have knowledge 

of certain concepts. Winning depends on mastery of 

these cognitive skills. "The d.sign of nonsimulation 

games is particularly appropriate for the teaching of 

facts and concepts in a given subject matter area~ 

(Seidner, 1978, p.24). 

WFF IN PROOF, a nonsimulation game, was tested 

using 43 junior high and high school students in a 

summer school course on logic. The class met for 

3 weeks, 5 days a week, 4 hours a day. Only WFF IN 

PROOF materials were used. The control group, taught 

by a different teacher, consisted of students enrolled 

in a pre-algebra course at the same school. 

Allen et ale (1970) reported a significant 

increase (20.9 points) in nonverbal 10 scores for 
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students playing the game. Although the gain is impressive, 

using games in such massive doses is impractical for 

most educational settings (Edwards et ale 1972). 

Julian Stanley (1971) observes the following 

regarding this study: "The ages are not given but 

it appears the experimental students were older than 

the control group. The WFF IN PROOF players were 



58 

verbally brighter (6.7 IQ points) than the controls 

initially. Each student was pretested and posttested 

with the same test, but it appears some had the junior 

high level both times whereas others had the advanced 

level" (p. 120). He concludes the controls of this study 

were so loose that the results can hardly be considered 

tenable. 

E.O. Schild (1971) also questions the validity 

of the study. "It is disappointing to find a study 

with such impressively strong conclusions with so 

many unanswered questions" (p.123!. 

Wentworth and Lewis (1973) are suspicious of 

possible developer bias suggested by some confusing 

results from the study. In addition, Bowen (1969) 

in a replication of the study, had contradicting results. 

Bowen used the WFF IN PROOF game with fourth-grade 

honor students and found no significant difference in 

mathematical performance in the students who used the 

exercise and those who did not. 

In another study, the nonsimulation game EQUATIONS 

was used. Seventh-grade students who played the game 

in team situations, scored significantly higher than 

a control group taught by traditional methods on 

achievement tests designed to measure skills specific 



to the game as well as general arithmetic skills 

(Edwards et al. 1972). 

However, the researcher notes that the team-tourna-

ment aspect was an important part of the results and 

cautions that generalizations to games not structured 

as in this study are not warranted. 

The evidence of learning from participation in 

simulation games is less convincing. When compared 

with other teaching techniques, the evidence suggests 

that they are about as effective as other techniques for 

teaching cognitive skills, but not necessarily any 

better. 

Cherryholmes in his 1966 review of six studies is 

often cited to support this claim. 

"students report more interest in simulation 
activities than in more conventional classroom 
exercises [but] students do not learn 
significantly more facts or principles by 
participation in a simulation .•. activity" 
(pp.5-6) . 

The evidence since then only serves to reinforce his 

conclusion. 

Baker (1966) conducted an experiment in which he 

taught one half of a group of students in a simulation 

of the American Civil War and the other half in the same 

subject through textbook and discussion. He found the 

experimental group performed better on content tests 

than did the control group. 
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Unfortunately, Wentworth and Lewis (1973) feel his 

study appears to contain considerable bias. The 

researcher taught both the control and experimental 

groups himself, developed the measuring instrument, and 

used an exercise which was not representative of the 

exercises usually considered part of this field. The 

students were involved in a long-term role-playing 

situation rather than an actual game or simulation. 

A review by Gerald Thorpe (1971) concludes that Baker's 

research was sloppy. 

McKenny ana Dill (1966) in an extensive study of 

the influence on learning by the Business Management 
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game at Harvard Graduate School of Business Administration, 

came to the conclusion that faculty behavior is at 

least as important as characteristics of the simulation 

model in stimulating learning and that what is learned 

depends almost completely upon what faculty are 

attempting to emphasize (Thorpe, 1971). 

Specific learning from playing LIFE CAREER and 

a legislative game was measured by means of "test-like" 

items (Boocock, 1967, 1966). Participants in both 

games scored higher in before-after score differences 

than did those in the control groups. 

Greenblat (1975) points out that players in each 

game served as the control group for those in the other 
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game. Therefore, the control groups were not taught 

the same material by an alternative method. Boocock also 

admits that the difference between the pre- and post 

tests were not great because so many subjects answered 

questions correctly on the pre~est. In other words, 

a great many of the subjects already knew the content 

Boocock was testing for prior to game play. 

Anderson (1970) attempted to test learning with 

a consumer game by a paper-and-pencil test and also 

by an exercise in which students had to apply what 

they had learne1 by reading contracts and selecting 

the best. The control group in this case was taught 

the same material by conventional methods. He reports 

that there were no differences in factual learning for 

those taught by simulation and those taught by conventional 

methods (Greenblat, 1975). 

Many researchers (Boocock & Coleman, 1966; 

Boocock, 1966; Feldt, 1966; Inbar, 1970) report that 

learning is in general terms. They suggest that students 

gain in awareness or that they are sure that they learn 

but find it difficult to specify just what the content 

of the learning is. Participants often are able to 

articulate general dimensions of their learning but 

not specific facts (Greenblat, 1975). 



In 1971, Livingston attempted to demonstrate that 

gaming improves a student's learning of companion 

factual knowledge because of increased motivation. He 

used the game TRADE AND DEVELOP as an aid in teaching 

economic geography to junior high school and high 

school students. He repeated the study three times. 

His results showed no significant difference between 

the experimental and control groups in anyone of the 

three studies. Livingston concluded: 

The implications of these results for the use 
of simulation games in schools seems clear. 
A simulation game cannot be expected to 
improve students' learning of factual material 
or audio-visual materials. The conclusion 
does not follow, however, that simulation 
games-are without educational value (p.20). 

Also, Livingston (1970a) hypothesized that games 

and simulations could serve as advanced organizers for 

students and thus facilitate their learning. Again, 

the results did not support the hypothesis (Wentworth & 

Lewis, 1973). 

The most extensive study (Fennessey, et ale 1972) 

involved 47 schools, 87 teachers and 4,539 students a~d 

exaMined the value of effectiveness of simulations for 

Leac~ing facts and ~elationships. The experiment fou~d 

t~e control and simulation to be equally effective 

(!-Ieitz:1ar., 1974). 
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Abt (1980) reports a greater improvement in the 

poorest students when learning with games. "Students 

with culturally impoverished home backgrounds seem to 

be at less of a disadvantage in educational games than 

they are in conventional classroom situations" (p.81). 
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McKenny and Dill (1966) found that the below average 

groups seemed overwhelmed by the game tasks. Few 

had leadership capability within the group to show 

the way through the early problem situations. The 

end result was both poor performance and low satisfaction. 

Greenblat (1963) and Rosenfeld (1975) point to 

the inconsistent findings questioning the lack of 

empirical evidence in those students which note 

increased learning. Reiser and Gerlach (1975) note 

that the magnitude of effect is usually small in the 

studies which claim increases. 

Stembler (1975) argues that when a simulation is 

"programmed" for cognitive learning, the increases 

are significant" and DeNike (1976) claims that increases 

are significant for individuals possessing particular 

cognitive style and not so for others. 

Boocock (1972) suggests that simulations are only 

as effective a teaching and learning device as the 

simulation is accurate (i.e. reflects the critical aspects 



of the real world). Role-playing students may only be 

learning how they and other students play the simulated 

roles, not how the real role occupants act (Boocock & 

Schild, 1968). 

Wentworth and Lew~~ (1973) conclude that games and 

simulation research show little measurable impact on 

student cognitive learning when compared with other 

teaching techniques. Moreover, nearly all of the 

studies reviewed have research design limitations 

(population selection, test construction and validation, 

inadequate controls in the research design, and limited 

statistical analysis of the data). "It would be unwise 

to draw any firm conclusions about the impact of 

learning games on student learning from the research 

to date" (p. 437). 

Personal Characteristics 

In nonsimulation games, two studies discuss 

differences in their results between females and males. 

Allen et ale (1966) found in WFF 'N PROOF that 

although boys gained more knowledge from the experience, 

girls could match their performance by retaking the 
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test given at the end of the experiment. This result 

could not be explained and makes the results of the 

experiment appear questionable (Wentworth & Lewis, 1973). 



Bowen (1969) in replicating the above experiment, 

found that "girls in the structured group learned the 

content of mathematical logic in a more effective 

manner than did any of the other groups" (p.40). The 

girls in the structured group were followed by the boys 

in the same group and lastly the boys in the games 

group. Both boys and girls were able to learn the 

objectives more efficiently in the structured group 

than their paired peers in the games group. The 

researcher cautions, however, that the number of girls 

in the sample was very small. 

A study by Wing (1966) on the use of a computer 

game at the sixth grade level reported that student 

competence with the computer did not appear to be 

correlated with a student's sex or ability level 

(Wentworth & Lewis, 1973). 

In other research, Sutton-Smith and Roberts (1964) 

found a correlation between game preferences and success 

styles, as judged by others. For example, boys judged 

to be successful on the basis of skillful strategy 

(i.e., having good and clever ideas) scored significantly 

higher than others in preference for games of strategy. 

The correlations were not so clear or strong with girls. 

65 



Eiferman (1968) based his research upon observa

tions of play among Arab and Israeli children, and 

presents detailed descriptions of variations in game 

context by sex and culture. Boys' games in both 
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cultures are characterized by far greater interdependence 

of rules, high division of labor, zero-sum competition, 

physical contact, and quarreling. Girls' games display 

low division of labor, less group activity, and the 

absence of end-game characteristics (Inbar & Stoll, 1970). 

Fletcher, (1968) focusing on elementary students 

participating in a social studies game, found that boys 

usually out-performed girls in game play (i.e., they 

achieved the most points in the game); but independent 

cognitive tests indicated that girls learned just as 

much as boys. This report conflicts with a study con

ducted by Anderson (1969) in which a learning game was 

found to be more effective in teaching content to boys 

(Wentworth & Lewis, 1973). 

Rosenfeld (1975) reports on a later experiment by 

Fletcher (1971) using the game CARIBOU with results 

indicating the sex of the players can affect both the 

quality of the game and the quality of learning. Fletcher 

theorizes this may be partly due to the subject matter 

or orientation of the game. Games geared toward masculine 

or feminine activities may be more effective with one 
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sex than another in terms of cognitive and affective 

learning. 

Livingston et ale (1973), states that the development 

of a rational strategy can be affected by both the sex 

of the player and prior acquaintance with other players. 

Yet Bagley's (1974) research with eight-year-olds 

using the simulation game GOLD MINERS AND MERCHANTS 

concludes that ability was of primary importance while 

sex was not an important factor in learning resulting 

from game play (Roberts, 1976). 

Wentworth and Lewis (1973) indicate that most educa-

tional research has assumed that educational methods have 

the same impact on all students. The available sketchy 

information and confusing results indicate this is a 

fertile area for further investigation. 

"It is important to determine whether the 
positive and negative results of participation 
in learning games and simulations are 
associated with a student's age, sex, social 
background, economic status, and a host of 
other characteristics that identify the 
uniqueness of an individual" (p.433). 

Changes in Structure and Processes 

Early developers of games and simulations were 

concerned that such techniques would be directly contrary 

to established patterns of teaching and involve behavior 



unacceptable in public schools. Two studies (Mountain, 

1960; Shirts & Sprague, 1966) investigated this concern. 

One hundred educational games were sent by Mountain 

(1960) to several public schoolteachers to use and 

evaluate. They were asked to complete a subjective 

questionnaire. The results indicated that teachers 

thought: 1) educational games can serve as useful 

teaching aids in introducing and reinforcing knowledge, 

attitudes, and skills in language arts, arithmetic, and 

social science; 2) they can be used effectively in 

grades one through twelve; and 3) they can motivate the 

interests of the students. Wentworth and Lewis (1973) 

note that the "reliability or validity of the tests was 

not checked in this study nor were the teacher partici

pants selected randomly. In addition, few controls were 

used in the study and several biases were obvious in the 

data collection" (p.433). 

Shirts and Sprague (1966) conducted a similar study 

to find out if educational games could fit within the 

time, space, administrative, and curriculum constraints 

of the schools and to develop hypotheses about the use, 

effects, and potential of such techniques in school 

systems. In this study, Wentworth and Lewis (1973) 

report that few research controls were established and 
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most of the results reported were subjective. They 

found, however, that teachers thought that games were a 

potentially important means to help students become 

active, interested learners. 

Other studies since this time have assumed that 

games could operate within institutional constraints. 

There are also claims that simulation games improve 

the character of later coursework but no legitimate 

evidence is cited in the research reviews examined. 

Anectodal reports suggest that games lead to 

better student-teacher relations and an improved learn-

ing environment. Abt (1970) states that "the players 

will consider the teacher as a vital part of the game's 

operation and resolver of meaning, rather than as a 

person who interferes with classroom activities" (p.31). 

Boocock and Coleman (1966) also suggest that games are 

self-disciplining and self-judging, thereby, changing the 

teacher's role. "The teacher can escape from the role 

of judge and return to his original function, that 

of a teacher or helper for the student" (p.217-219). 

And Twelker (1972) after his review of research 

on simulation gaming observed: 

"The brightest side of simulation just might 
be its potential for changing, not the student 
but the teacher. Teachers "turned on" by 



simulation became instructional managers 
interested not only in imparting information 
but with creating an instructional climate 
that challenges the student's will to 
learn" (p. 152-153). 

Heitzman (1983) writes "these teaching strategies 

provide an opportunity for the classroom teacher to 

incorporate into his or her repertoire of methodologies 

a flexible, democratic, learner-centered technique 

that will contribute to students' affective and 

cognitive growth" (p.12). 

Student comments after playing simulation games 
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seem to indicate a change in relationship between students 

and teachers: "the class led itself .•. no interference 

from teachers", "puts you in the driver's seat" (Seidner, 

1978, p.28). 

Fletcher (1971) reports that these claims have not 

been tested. Further, he suggests that "the ability of 

games to change the role of the teacher would seem to 

depend on the judgement of the students as to the 

legitimacy of the game experience" (p.435). 

Few studies have sought to examine what actually 

happens to the social relationship between students 

during the play of simulation games. One careful study 

by DeVries and Edwards using (1973) EQUATIONS in a team 

setting reported increased peer tutoring, which resulted 



in students' perceiving the learning task to be more 

satisfying and less difficult. 

Inbar and Stoll (1970) note the "activities are 

visible, and often players can talk to one another about 

their respectiv~ plans and moves" (p.S8). 

Boocock adds that the "underlying principles of 

the philosophy of educational gaming is that the 

structure of education may be as important as its 

content" (Carlson, 1969, p.122). 

According to Boocock and Coleman (1966), the 

ability of games to bring the future into the present 
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and allow the child to play roles in a large differentiated 

society which he may only get glimpses of is an important 

value of games. 

In conclusion, claims about games affecting student

teacher relationships or classroom processes are almost 

entirely based on conjecture and therefore another area 

in gaming that is in need of research. 

Retention 

In nonsimulation games, studies on rentention are 

non-existant. There have, however, been delayed post

measurement tests conducted with simulation games. 

Garvey and Seiler (1966) studied the effectiveness of 

different teaching methods with INTERNATION. In their 



study, students in the simulation did not score as 

well as control group students in cognitive achievement 

at the end of the experimental period, and slightly, 

but not significantly higher following a delayed 

interval testing eight weeks later. 

Donna Jean Myer (1967) in a Master's thesis entitled 

Long-Term Effects of Simulation concluded " ..• in this 

experiment, retention was not improved by use of the 

simulation method of instruction." 

Seidner (1978) writes about delayed retest scores 

from two studies, both using the simulation game LIFE 

CAREER. She reports that these experiments by Curry 

and Brooks (1971) indicated students retained more of what 

they learned from participation in the simulation than 

did students taught by traditional methods. 

But Johnson and Euler (1972), in an experiment with 

ninth-grade students using LIFE CAREERS and a control 

group, found the control group scored significantly 
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higher on education information but found no significant 

differences on the delayed post-test. The delayed post-test 

did, however, show significant differences in favor of the 

experimental group on occupational information. 

A study by Keach and Pierfy (1972) utilizing a 

geographic simulation at the fifth grade level compared 

the learning of simulation game students with a control 



group two weeks after the experimental period. His 

results indicated the simulation students retained 

more of what they had learned. 

WylIe (1974) also reported significant increaees 

in retention scores using a game called SAILING with 

one group of children while using programmed instruction 

with another group. "Two weeks after treatment, students 

who played the game scored significantly higher on 

the test measuring total cognition of geographic 

information than students taught by the program" 

(p.309-310) . 

In a review of the research by Pate and Mateja 

(1979), Baker (1968), Riegel (1969), Bagley (1973) and 

Hazen (1974), all reported significant differences in 
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the experiments comparing control groups with experimental 

groups in delayed post-tests favoring the experimental groups. 

In an experiment comparing simulation training 

with lecture/discussion approaches for behavioral 

management skills of undergraduate teacher trainees prior 

to their student teaching, Brand (1976) found a post-test 

to have no significant results but qualified observers 

reported the students performed significantly better 

in an actual classroom. 



Four studies reporting the most interesting findings 

are those of Smith (1975), Cohen and Bradley (1978), 

Karlin (1971), and Lucas, Postma and Thompson (1975). 

Smith (1975) tested teacher education students who 

were participating in a simulation on self-actualization 

measures (Personal Orientation Inventory). One group 

was post-tested immediately after the simulation, the 

other group was post-tested the following semester. 

The results indicated an increase in scores from post-test 

to delayed post-test. 

Karlin (1971) tested fifth graders with a post-test 

and a delayed post-test three weeks after instruction 

to compare a simulation game with a textbook approach. 
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He also found an increase in scores with the simulation group. 

Cohen and Bradley's (1978) experiment involved a 

simulation game that was compared with traditional 

teaching for the learning of map reading skills. The 

experimental group showed a significant improvement in 

map skills from the post-test to the delayed post-test. 

"This improvement, coupled with a decline in performance 

on the part of the control group resulted in a significant 

difference between experimental and control groups on 

the delayed post-test" (p.252). 
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Lucas, Postma and Thompson (1975) conducted an 

experiment with twelve high school history classes. Six 

were randomly assigned each to control and experimental 

groups. The control groups used lectures and discussions 

while the experimental group used three commercially 

produced games. 

A thirty item test to measure cognitive retention 

was given at the end of five weeks. Although post-test 

results showed no significant differences, a delayed 

post-test (10 weeks later) showed the experimental 

group scoring not only significantly higher than the 

control group but also higher than on the post-test. 

The study found significant differences associated 

with the teacher for both the post-test and delayed

interval post-test measures, but no interpretation of 

this was given. 

The experimentors commented that "normally, 

we would expect that forgetting would have occurred, 

but this was not the case. Students may have become so 

involved in the active process of learning that they 

continued to reinforce what they had learned and indeed 

to continue learning, either individually or collectively, 

during the delayed-interval period" (p.266). 
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Pate and Mateja (1979) recommend replication of 

many of the studies and also suggest studies with delayed 

intervals of more than a few weeks to discover if scores 

would continue to rise or when the learning curve would 

begin to decrease. 

When and How to Use Games 

Games require as much or more preparation time 

as other classroom techniques. Many simulation games 

have complex rules and internal problems to work through. 

As R. Garry Shirts (1976) writes, "their use can require 

an effort beyond what is normally expected of a teacher" 

(p. 39) • 

Selection 

Cloud (1974) stresses the importance of the reasoning 

behind the selection of simulation materials to fulfill 

an academic need. "To use a simulation in class simply 

because it will be "fun" is to abuse a teaching tool. 

The teacher must have a clear understanding of what 

she is trying to accomplish and be sufficiently familiar 

with the simulation to determine if it is the best 

technique to employ (p.275). 

A study by Keith Edwards (1971) concluded that 

the students' acceptance of the game was positively 



related to their comprehension of the teacher's reasons 

for using the simulation. 

And Ball (1976) says "games are or should be 

selected for their instructional intent and their 

ultimate effect on the player" (p.44). 

Using the Game 

Duke and Greenblat (1975) define four major 

elements of administration common to all games. These 

include 1) preparation 2) introduction of the game 

3) operation or management of the game and 4) post-game 

discussion or critique. These are discussed in more 

detail. 

Preparation 

Wilson and Schug (1980) emphasize that the teacher 

must have a thorough understanding of the activity's 

objectives, procedures and its problems. They suggest 

a teacher first play the game with a practice group as 

a "dry run" experience. 

Greer (1977) advises choosing games that attract 

the interest of students at an appropriate level of 

complexity always keeping behavioral objectives in 

mind while considering the degree of social interaction 

desired and the physical requirements needed for the game. 
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It is also important to estimate the amount of teacher 

involvement, to determine the pace and duration for 

the game and evaluate its cost effectiveness. 

Duke and Greenblat (1975) further suggest integrating 

the game with other materials, making a time schedule 

for the game as well as space and furniture arrangements. 

Also, the dimensions of role assignments need to be 

carefully thought out prior to playing the game. 

Introduction to the Game 

A general introduction should be given to familiarize 

students with the exercise, but Wilson (1980) says the 

best way to understand a game or simulation is to 

play it. 

Duke and Greenblat (1975) state that "the way in 

which the game is introduced to participants by the 

game operator may well be critical in determining the 

success of the experience" (p.202). 

They suggest a short, enthusiastic introduction 

recognizing the expectability of initial confusion and 

self-consciousness the players may feel and an outline 

of the rules and purpose of the game. 

Seidner (1978) comments, nNothing is so deadly as 

a long reading of the rules n (p.44). Farran (1969) 
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adds that underachievers especially may become frustrated 

by complexities that prevent their immediate involvement 

in the game. 

Operation of the Game 

Although the particulars of administration are 

highly variable, the game operator needs to be prepared 

to remind players of rules when situations arise, 

and give assistance to those who require it (Duke & 

Greenblat, 1975). 

R. Garry Shirts (1976) observes that the teacher may 

try to help too much but in all phases of the game, this 

inclination can be counterproductive. 

But Seidner (1978) stresses that "whatever role 

the teacher may take during the gaming session, the 

role of unobtrusive observer should not be overlooked" 

(p.44). Students may not be aware of subtleties of 

interaction that may provide an excellent basis for a 

productive post-game discussion. 

Review Session 

Wilson and Schug (1980) write that review sessions 

are crucial to the use of any game or simulation. 

Duke and Greenblat (1975) point out three distinct 

phases of post-play: 1) let the players vent some of 
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the emotions they have pent up; 2) examine the game 

model from the perspective of the various roles to 

share perceptions of what transpired; 3) focus on the 

reality which was represented by the game rather than 

the game itself. 

Designing Games 

Frequently teachers find that they have difficulty 

integrating commercial games into their lessons. Many 

would like to design their own games specific to the 

abilities and interests of their students and the 

goals of their coursework. 

Donald Cruickshank (1977) has formulated four 

steps to design nonsimulation games. 
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1. Identify academic subject and knowledge therein, 

to be committed to memory through practice and drill. 

2. Determine game mode for accomplishing the above. 

Decide on players, player goals, player resources, 

capabilities, constraints, and rules. Create the prototype. 

3. Tryout the prototype. 

4. Revise and Improve. 

Coleman and Livingston, et ale (1973) advise that if 

a nonsimulation game is designed to teach mathematical 

skills, the use of such skills should be essential to 

winning the game. 



In his book, Games for Learning Clark Abt (1980), 

writes that the design criterion for an educational 

game "should be cost-effectiveness or educational 

efficiency superior to alternative techniques for the 

particular subject to be taught" (p.76). 

Designing a Simulation Game 

The following steps for designing a simulation 

game were compiled from Maxson (1973), Duke (1975), 

Heinrich (1986), Abt (1980), Wittrich (1973). Gordon 

(1970), Heitzman (1983) and Gillespie (1974). 

1. Identify goals to be achieved and the problem, 
process or situation to be taught. 

2. Analyze needs, interests, characteristics of 
students. 

3. Specify objectives in teaching, analysis and 
exploration. 

4. Select the content keeping in mind the intended 
audience and context of the game's use. 

5. Determine the scope i.e., what the duration, 
geographic area and issues are to be covered. 

6. Identify the key actors, the role of individuals 
and groups who will be participants or organiza
tions making the critical decisions. 

7. Specify the actors' objectives and goals i.e., 
power, wealth, influence, etc. in specific 
contexts. 

8. Develop the game model (format) 
a. create a scenario 
b. determine materials and information needed 

by players 

81 



c. describe constraints and resources i.e., 
physical, social, economic, political, 
information. 

d. Determine interaction sequences among 
actors i.e., the flow of resources and 
information to and from each actor including 
transactions and consequences. 

9. Develop rules for operating the game so it will 
function effectively toward the specified 
objectives. 
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a. procedures for play, resources, personnel, etc. 
b. scoring procedures 
c. limits to govern permissible behavior 

10. Construct Prototype 

11. Tryout Prototype 

12. Revise 

Evaluation 

Abt (1967) writes that a game should be evaluated 

for its 1) operability - its clarity of instructions, 

reasonable rules, scoring, etc.; 2) motivational 

effectiveness - dramatic qualitities and interesting 

roles; 3) intellectual richness - how often a game can 

be repeated without exhausting its possibilities and 

4) relevance to specific educational objectives. 

Nine categories were developed by Ball (1976) 

for evaluating games and their instructional effectiveness. 

1. instructional development - a game's arrangement 
and organization of skills, concepts and information 
to achieve specific objectives 



2. Skills development - after the game, examine 
the player's ability to transfer skills and 
concepts learned to other related tasks. 
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3. perceptual development - assess the amount of 
information the player is able to assimilate 
before, during and by the completion of the game. 

4. development of social awareness - activities in 
the game that stimulate intergroup action 

5. pupil's readiness - prior to the game, consider 
if a student is prepared to interpret particular 
stimuli or perform specific perceptual-motor 
tasks required in the game. 

6. Use - examine the procedures for playing the 
game and its adaptibility to a specific learning 
situation. 

7. design quality - organization and arrangement 
of various elements (playing strategies, oral 
and written language, technical clarity) 

8. adaptability and flexibility - can the game be 
adjusted to fit different learning conditions 
and situations 

9. validation - confirm the instructional 
effectiveness of the game (field research, 
other reports from educators or the reputation 
of the company). 

For more specific details relating to these 

categories, Ball has drawn up specific statements that 

were field tested to further clarify the evaluation of 

games. 

Future of Gaming 

The current trend in education is to involve 

students more actively in the learning process, to make 



learning more relevant, to create teaching techniques 

designed to foster student inquiry. 

The growth in the number of commercial designers 

of simulations is expanding every year due in large 

measure to the "belief" rather than "proof of" its 

ability to fulfill educational objectives. And teachers 

are creating their own simulations. But the question 

remains l "What form can simulation games be most 

effectively disseminated?" 

Sprague (1966) has suggested the following 

possible strategies: 

1. to design and package units of study built 
around simulations with suggested readings, 
guides for incorporating the units into 
existing standard social studies courses, and 
suggestions for ways in which the simulations 
can be varied in form and content for use in 
different settings. 

2. whole courses should be constructed around 
one or more simulations and tried in a variety 
of situations. 

3. a whole series of simulations could be tried 
throughout grade levels with varying complexity. 

One development that has taken place is the 

Teams-Garnes-Tournament approach pioneered by researchers 

at the Center for Social Organization of Schools at 

John Hopkins University. This technique involves 

students in peer tutoring as they prepare members of 

their team for a weekly tournament. Presently in use 
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in over 300 schools, TGT has been effective in many 

classroom situations. 

Another development is that of computer based 

simulations. Computerized games avoid problems 

encountered over the years with simulation games. 

Sanders, (1968) reviewing Inbar's (1972) non-computer-

ized COMMUNITY RESPONSE game concluded, "the more 

variables introduced, the more realistic the game is 

likely to be but unfortunately also the more difficult 

the game is to play" (p.163). 

But Ahern et ale (1968) points out how the computer 

avoids this problem: 

"The computer has contributed to the value 
of gaming by providing the means whereby a 
great deal of realistic complexity can be 
incorporated into a game while keeping the 
administration problems relatively simple" 
(p.S). 

Clayton and Rosenbloom (1968) point out another 

strength of computerized games: "We believe that the 

fruitful path is to choose games which emphasize 

strategy and structure, rather than personal roles. 

Moreover, if children play against "nature" rather 

than against other children, feedback can be specifiable 

and immediate" (p.92). 

A study with sixth graders useing a computerized 
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game called WORLD 3 GAME was tested (Meadows et ale 1974). 



The main focus of the game was to understand the 

interrelationships among variables such as population 

growth, food, and natural resources. The study 

hypothesized that the students would gain a feeling 

of control over their future and this feeling would be 

retained after the game. A pre- and post-test was 

used with questions from Coopersmith's (1967) Self

Esteem Inventory. The game was played for a total of 

four hours over a four week period. Test scores showed 

a significant increase in the students' sense of 

control over their future. The study, although limited, 

suggests that the positive aspects of simulation games 

were maintained by the computerized game while some of 

the negative aspects were eliminated. 

Other trends that have developed are games to 
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prepare children for emergencies and games in the community 

where players go through the problems and procedures of 

urban planning and design (Horn, 1975). 

Teams 

For every winner in a game there are as many, and 

often more, losers. The winners may receive intrinsic 

rewards but not the losers. Layman Allen, a producer 

and researcher of games, makes the point that Wthe 

most important caveat to those who are considering games 



for classroom use is this: "arrange the situation so 

that each student wins a reasonable percentage of the 

time" (Stopp, 1976, p. 34) . 

Ways used to overcome these problems are to play 

with teams in competition so that lack of success is 

not personalized and for educational games to have 

limited choices so that the results are more predictable 

(Stopp, 1976, p.34). 

Research into the impact of group composition and 

inter-personal dynamics on individual attitudes and 

learning is extremely sparse. Inbar found in his study 

with the LIFE CAREER GAME that the individual learns 

as a function of his own enjoyment of the game (Thorpe, 

1971). He also found that favorable group atmosphere 

induces general high enjoyment as well as high individual 

learning (tnbar, 1968). 

Inbar also found that the size of the playing 

group stands out as the major explanatory variable. 

"In overcrowded groups, the players learn the rules of 

the game less efficiently, interact less, are less 

interested in the session and participate less actively 

in it" (Inbar, 1968, p.l83). 

Almost all simulations and many games involve 

group processes such as dividing the class into groups 

which "play" against one another. McKenney and Dill (1966) 
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recommend against any method of grouping that puts 

the weaker members of the class together on teams. 

Further, McKenney and Dill (1968) found serious 

drawbacks to grouping participants so they are 

homogeneous in ability or prior performance. 

Heitzmann and Haley (1975) suggest using a 

sociometric map as a guide to achieve appropriate group 

balance in terms of individual development. In an 

examination of the "effects of sociometric grouping" 

upon "learning from simulation games", Brand (1980) 

found that the grouping format has an important effect 

upon the kind and degree of student learning. 

In his book, The Adolescent Society, Coleman 

suggests schools consider substituting intergroup 

competition in academic areas for the interpersonal 

competition for grades which currently exist. 

Seidner, (1978) in her review of the literature 

notes that evidence is beginning to accumulate that 

intergroup competition within classrooms promotes 

better interpersonal relationships. 

In a study by Edwards, DeVries and Snyder (1972), 

a games-teams- combination was used in seventh grade 

math classes with the nonsimulation game EQUATIONS. 

The results showed a significant increase in students' 

mathematics achievement over that of a traditionally 
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taught class. However, the design of the study did 

not allow the researchers to measure any classroom 

process variables (relationships between students and 

teacher, relationships between students and assigned 

tasks and relationships between students and their 

classmates). The researcher pointed out that 

generalizations to games not structured like EQUATIONS 

with team competition are not warranted. 

In another study, DeVries and Edwards (1973) 

examined the effects of using EQUATIONS with student 

teams and the games-teams combination on classroom 

process variables in seventh grade mathematics classes 

for a four week period. 

The games treatment resulted in greater peer 

tutoring and created a classroom that students 

perceived as satisfying, less difficult and less 

competitive. 

The teams treatment also resulted in significantly 

more student peer tutoring. With respect to the class 

climate, teams created more competition and mutual 

concern but did not make the class more enjoyable or 

less difficult. 

The games-teams combination resulted in greater 

peer tutoring than either games or teams alone. These 
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results suggest that games and teams represent useful 

techniques for restructuring classroom processes. 

DeVries and Edwards conclude that combining the two 

techniques creates an even more powerful effect on 

the learning environment that can translate into 

greater academic growth. 

Television 

Television has had an incredible effect on people's 

lives. It is not only responsible for shaping people's 

values and dictating lifestyles, but also bringing news 

events into our living rooms within minutes of their 

occurence. 

Since 1961, surveys have shown television to be 

the most believable and most frequently used source 

for news information (Koper, 1978). 
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H.D. Hartman, (1978) writes in his article, "Tele

vision in American Culture", that television news has 

become a visual newspaper but without the depth necessary 

for a comprehensive understanding of current events. 

He feels that educators must also learn to compete 

successfully with television in the schools. 

And Walter Cronkite, in an interview (Reed, 1981) 

cautioned that "students should be taught that they 

cannot get all the information they need on the 
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world or on any given subject in a twenty-two minute 

evening news broadcast. He added that television would 

become even more a part of our lives in the future" (p.46). 

However, an NIE (National Institute of Education) 

survey (DeRoche, 1979) indicates that social studies 

teachers have not been convinced of the value and useful

ness of newspapers and television to teach social studies 

content. 

Hartman (1978) believes television has contributed 

to illiteracy by eliminating critical analysis and 

original thought. 

And Mary Haas (1986) writes that "an integral part 

of the global curriculum is comprised of equipping 

students to continue to learn. Since most people get 

their information about current events through the 

media, the capacity to evaluate the sources of data 

is vital for real understanding" (p.3). 

Walter Cronkite agrees "critical skills ought to 

be applied to all forms of communication so that the 

child and the adult can be far more discriminating in 

what they read, listen to, watch and believe" (Reed, 

1981, p.46). 



Learning from Television 

Despite hundreds of research studies examining 

television and children, hardly any data exist con

cerning news viewing behavior. Since television is 

primarily considered an entertainment media, most 

investigators have concentrated on effects of 

entertainment programming. 

Schramm, Lyle and Parker (1961) suggest that 

most of the child's learning from television is 

"incidental learning" that occurs when the child 

views television for entertainment purposes and 

absorbs certain informational items. 

Successes with educational programs such 

as Sesame Street and Electric Company indicate the 

potential information-giving capacity of home 

television. The Ball and Bogatz (1970, 1973) reviews 

of Educational Testing Service data show that young 

children who watch these programs tend to learn the 

most, particularly those basic skills that were 

given the most emphasis. 

Other evidence of television's informational 

impact on the very young comes from Stein and Friedrich 

(1972), who found strong correlations between the 

frequency of exposure to Mister Roger's Neighborhood, 
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Batman, and Superman, and preschoolers' scores on 

content tests dealing with characters and incidents 

featured on these programs. Lyle and Hoffman (1972) 

also discovered that most preschool children could 

readily identify pictures of key characters from their 

favorite television programs. 

In addition, the effectiveness of television as 

a tool for classroom teaching has been well documented. 

Chu and Schramm (1967) examined more than 400 studies 

comparing conventional and television teaching methods. 

They found that the vast majority of the studies 

showed no significant differences. The studies that 

did find one method more effective than the other, found 

television teaching having a slight advantage. 

Exposure Patterns to Television News 

Lyle and Hoffman (1972) found that children in 

the first, sixth, and tenth grades seldom watched 

the adult newscasts, and fewer than 1% rated news 

programs among their four favorite shows. 

McLeod, Atkin and Chaffee (1972) reported that 

30% of the sixth grade students "often" watched 

national news broadcasts, and 40% often watched local 

news. BOys were much heavier news viewers than 

girls. McIntyre and Teevan (1972) found that half 
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of their junior high school sample watched the news 

at least two or three times per week. 

A study by Chaffee, McLeod and Atkin (1971) 

indicated that the viewing behavior of the parents 

may have a significant influence over the child's 

exposure patterns. They found moderate correlations 

between the amount of news viewed by the parent and 

the sixth and seventh grade child, with a stronger 

association between child and mother than child and 

father. In addition, the data showed that news 

viewing was negatively related to total television 

viewing time and positively related to newspaper 

reading. This suggests that the child's use of 

television for information on current events may be 

mostly a function of his interest in news rather than 

the availability of the televised news fare. 

Information Gain from Television News 

Data presented by Robinson (1972) shows that 

adolescents who viewed network and local news programs 

achieved slightly higher scores in identification of 

people in the news. 

The impact of television news and public affairs 

programming on political learning is reviewed by Atkin 

and Greenberg (1974). In one key study, Chaffee, 
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Ward and Tipton (1970) found that adolescents who 

watched more news programs scored higher on political 

knowledge tests, both synchronously and six months 

later. Using self-report measures, Dominick (1972) 

found that junior high school students most often 

cited television over other media and inter-personal 

sources of information about the president, Congress, 

and the Supreme Court. 

For adults, a survey by Roper (1978) indicates 

television is the media source most widely used in 

presidential, congressional and statewide elections. 

The recent results following the Dukakis-Bush debates 

where polls changed up to 10% in voting preference 

is indicative of the dominance of this medium. 

A study by Fleming and Weber (1982) tested 2000 

eighth and eleventh grade students who were enrolled in 

social studies classes. The students were given a 

twenty-four item current events quiz with questions 

about political and economic events occurring during 

a two-week period prior to the quiz. Students were 

also asked to respond to questions about their viewing 

habits and attitudes about news media. 

The results showed that both male and female 

students chose television as their main source of 
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news information. Newspapers trailed far behind 

followed by parents, classes, friends, and news magazines. 

Both males and females also believed television 

to be the most accurate news source surpassing 

newspapers by a large margin. 

In knowledge of current events, boys scored 

significantly higher than girls on the test. Their 

scores also indicated they were better than girls on 

questions related to international and national events. 

In news acquisition habits, the boys watched 

both local and national television news more than 

girls and also read a daily newspaper more than girls. 

In the choice of news topics, the sexes displayed 

the greatest differences. Boys overwhelmingly preferred 

sports while girls liked human interest stories on 

the local television news. 

The role of the classroom as a source of news 

information did not seem to be of much consequence. 

Even though nearly half the students indicated that 

they discussed the news in their social studies 

classroom daily or several times a week, they did not 

identify the classroom as a primary source of information. 

In another study by Atkin and Gantz (1974), survey 

interviews were conducted with elementary school 



children and their mothers to determine the extent of 

exposure to national, local and Saturday morning news 

programs and to gauge the impact of news viewing on 

the young child. 703 kindergarten thru fifth grade 

students and mothers of 236 students were interviewed. 

Thirty to forty minute questionnaires were administered 

in classrooms at each school. 

The data show that about half of the children 

regularly watch the special Saturday morning newscasts, 

while almost half watch adult news programming at 

least occasionally. News viewing increases steadily 

from kindergarten through fifth grade. 

Sheer opportunity seems to contribute substantially 

to news exposure, since news viewing requires little 

effort for those spending time with entertainment 

programming. 

Interpersonal Communication 

Schramm, Lyle and Parker (1961) discovered that 

sixth graders in a town served by television tended 

to discuss the news twice as often as those in a town 

that had no television reception. Atkin (1971) found 

that high school students in an experimental condition 

where they anticipated discussing national current 
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events were more heavily exposed to television news 

than students who did not expect such discussions. 

There is some evidence that news exposure stimulates 

information-seeking from other sources when the child's 

curiousity is aroused (Atkin & Gantz, 1974). 

In conclusion, the research literature says little 

about the incidence of children's news exposure or the 

amount of learning that is derived from television 

news programs. 

Current Events in the Schools 

Some teachers, in their desire to meet the goals 

of student awareness and appreciation for current 

events have found unique approaches. 

In one school, students produce a weekly newscast 

highlighting the major events of the past seven days. 

Students are assigned "beats" or prescribed areas 

from which they gather their news. Other children 

must determine which events have the greatest impact 

on the school, local, regional, Rational and internation-

al levels. The students use a variety of news sources. 

Every Friday, the classroom is converted into a 

television newsroom complete with news anchors, camera 

people, floor managers, etc., composed of the children 

in class. The program is called "What's Up Broadcasting 

System" and now appears on a local cable access channel. 
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In another school, a class gave the C-SPAN 

cable network a surprise call to a panel of Washington 

journalists who had been answering questions about the 

week's top news events. One student had been selected 

to ask the on-air question to the panel. The teacher 

has been using C-SPAN in his high school classroom 

for seven years to help stimulate and instruct students 

in social studies and current events. 

Summary 

The preceding review of the literature clearly 

indicates that most studies have dealt with simulation 

games rather than nonsimulation games. It is also 

interesting to note that "researchers in the field of 

simulation/games have largely corne from sociology, 

business, eocnomics, and international relations rather 

than education" (Seidner, 1978, p.41). 

All researchers and reviewers of the literature 

conclude their articles with comments such as the 

following: 

"With adequate and accurate research, users will 
know the strengths and weaknesses of games and 
allow designers to produce better games" (Rosenfeld, 
1975, p.290). 

"Most of the research conducted to date on games 
and simulations have obscured rather than clarified 
our knowledge about games and simulations. Research 
identifying behavioral variables and using more 



careful controls and more sensitive instruments 100 
must be conducted and replicated before the field 
of games and simulation research can move out 
of its infancy stage" (Wentworth & Lewis, 1973, 
p. 439) . 

"Additional investigations are needed to reach 
more clear conclusions on the learning value of 
simulations" (Heitzmann, 1983, p.2l). 

Researchers also emphasize the importance of using 

games in conjunction with other materials. Carlson 

(1969) says, "At best, then, games can supplement 

other educational programs making real and vivid 

material that often seems abstract in a textbook" (p.173). 

Wittrich (1973) found that "teachers experienced in 

using games report their best results when such materials 

are carefully incorporated in an overall plan involving 

coordination of a variety of study techniques and 

media" (p.S87). 

In a broader sense, Ball (1976) comments, "Gaming 

activities and experiences must be integrated into 

the total educative process designed to reinforce, 

complement and augment established goals and objectives 

(p.43). 

Other notable comments on the use of games include 

Coleman (1967) who cautions against the heavy emphasis 

that may be placed on winning while Greer et al. (1977) 

advises against overstimulation and overuse. 



After reviewing the literature, Greenblat (1973) 

in looking ahead at the future direction of simulation! 

games writes "we must ask which game (or which types 

of games) best meet specific instructional goals and 

develop a taxonomy of games to guide the user" (p.282). 

The purpose of this study is to determine if 

the nonsimulation game N~iSGAME is an effective 

educational tool for teaching current events. 

This chapter has reviewed representative research in 

the fields of nonsimulation garnes, simulation garnes, 

specific areas of game research including motivation 

and interest, cognitive learning, structural changes, 

personal characteristics, retention, the selection, use, 

design and evaluation of garnes, research on teams, 

and news viewing habits. 

Based on the research findings examined, all 

areas are in need of further research. The use of a 

nonsimulation game to increase student's knowledge of 

current events has never been tested. Also, this study 

will add to the literature by examining the performance 

differences of males and females in various categories 

of current events at international, national, state, and 

local levels. Data on their interest in NEWSGAME will 

also be analyzed. The findings should prove useful to 

the literature, game designers, and educators. 
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CHAPTER 3 

PROCEDURES OF THE STUDY 

Introduction 

This chapter describes the methods used in this 

study and is organized into five areas: Sample, 

Design, Measurement, Procedures, and Data Analysis. 

These procedures were employed to test the 

following hypotheses: 

1. At the conclusion of the school year, there 
will be no difference in knowledge of current 
events between students who played NEWS GAME 
regularly throughout the year and those who 
never played NEWSGAME. 

Operationalized as Ho: Xl - X2 = 0 
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where Xl represents mean knowledge scores for 
students who played NEWS GAME regularly, and 
X2 represents mean knowledge scores for students 
who did not play NEWSGAME. 

2. At the conclusion of the school year, there 
will be no difference in knowledge of current 
events between students who played NEWS GAME 
regularly throughout the year and those who 
played NEWS GAME occasionally. 

Operationalized as HI: ~l - ~2 = 0 

where ~l represents mean knowledge scores for 
students who played NEWSGAME regularly, and 
X2 represents mean knowledge scores for students 
who played NEWSGAME occasionally. 



3. At the conclusion of the school year, 
there will be no difference in knowledge of 
current events between students who played 
NEWSGAME occasionally and those who never 
played NEWSGAME. 

Operationalized as Ho: Xl - X2 = 0 

where Xl represents mean knowledge scores for 
students who played NEWSGAME occasionally. 
and X2 represents mean knowledge scores for 
students who never played NEWSGAME. 

Other questions that were addressed included: 

Did demographics such as age and sex have an effect 
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on test performance, were there differences in performance 

among the fourteen categories of current events for 

males and females and a subjective question as to 

what students liked or disliked about NEWSGAME. 

Sampling Procedure 

The subjects of this study involved the 

participation of 350 students between the ages of 

11 and 19 who were enrolled in social studies classes 

in the Tucson, Arizona area. 

These social studies classes were identified 

from a list of schools and teachers who were receiving 

NEWSGAME. Forty letters were sent out to teachers 

representing a variety of grade levels and socioeconomic 

levels soliciting their participation in the study. 

These teachers were also ~sked to enlist a teacher 



who was not using NEWS GAME to participate as a 

control group. 

Twenty-three responses were received. Nineteen 

of these agreed to participate and nine indicated 

another teacher in the school would participate who 

had not used NEWSGAME. Questionnaires were sent out 

with returns from eleven classrooms from eight schools. 

From this sample, students were placed into 

three categories: 

1. students who played NEWS GAME every week 

throughout the school year 

2. students who played NEWSGAME occasionally 

during the school year 

3. students who never played NEWSGAME 

The number of subjects who had been regular 

participants totaled 164. Occasional participants who 

took the final questionnaire numbered 154. The control 

group totaled 32 students who had never played NEWSGAME. 

The instrument for testing overall cognitive 

achievement was given during a regularly scheduled 

class at the end of the school year. 

Although this convenience sample is typical for 

field research studies such as this one, it does come 

with inherent weaknesses in design. These will be 

further addressed in the next section. 
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Description of NEWS GAME 

NEWsGAME is a nonsimulation game that has been in 

use throughout the nation for the past eight years. It 

is available to all schools through a sponsoring local 

television station's community service department. 

Each week during the school year, social studies 

teachers and other interested teachers receive a quiz 

with forty questions divided into eight categories. The 

questions are based on local, state, national and inter-

national news of the previous week. A separate answer 

sheet is provided to each teacher. 

The educational objectives of the game are stated 

as follows: 

1. to develop in students a lifelong interest in 
current events and to give them the understanding 
and sense of efficacy that will help them 
manage their lives. 

2. to provide a springboard for discussion of 
events for further interpretation. 

3. to provide students with an opportunity for 
critical viewing, listening and analysis of 
television news programs. 

4. to supplement textbook lessons in social studies 
and other areas. 

5. to give students a sound foundation in current 
events that will help them, in the future, 
interpret, analyze and evaluate news events. 

6. to take students from a hazy, general idea of 
what various events and institutions are all 
about to a specific understanding of those events 
and institutions. 
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How NEWSGAME is Used 

~~~~~ -- ----
1. Divide the class into two (or more) teams. 

2. Appoint a scorekeeper and have the scorekeeper write 
the names of the categories on the board. (Categories 
change from week to week) 

3. Start by having one student on one of the teams 
choose a category and a degree of difficulty (1,2,3, 
or 4 points). 

4. Ask that student the question on the 
corresponds to the student's choice. 
answers correctly, the team gets the 
the student does not get the answer, 

sheet that 
If he or she 

points. If 
no points. 

5. Move on to a student on the other team and repeat 
the process (allowing each student, in turn, to 
choose a category and degree of difficulty). 

6. The team with the most points at the end of the 
game wins. 

NEWS GAME was chosen for this study for the following 

reasons: 1) it has been used nationwide for the past 

eight years as a standardized game allowing for repli-

cation of the study 2) the objectives of the game are 

clearly stated 3) the structure of the game is definable 

4) the length of play is standard 5) the novelty of the 

approach is signficantly diminished due to play over 

a year's time 6) level of difficulty remains constant 

7) an experimenter does not need to be involved with 

classes and therefore will not introduce bias into the 

game results 8) it is an open-ended or "frame" game 

allowing repeated plays 



Design 

The quasi-experimental post-test only design with 

nonequivalent groups (Campbell & Stanley, 1963, Cook & 

Campbell, 1979) will be used in this study. 

where Xl = 
X2 = 
X3 = 

0 = 

Xl 0 ------------
X2 0 

X3 0 

o 

regular use of NEWSGAME 
some NEWS GAME 
no NEWS GAME 
test scores 

This is a design frequently used in social science 

research although it is not one that allows strong tests 

of causal hypotheses due to its inability to rule out 

other alternative interpretations. For instance, one 
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deficiency is the lack of pretest observations from students 

receiving the treatment making it difficult to infer 

the treatment is related to any kind of change. 

However, Campbell & Stanley, (1963), write that 

"a pretest is not actually essential to true experimental 

designs (p.2S). And Cook & Campbell (1979) state that 

"single-setting, one-time-period case studies as used in 

the social and clinical sciences occur in settings 

where many variables are measured at the posttest". (p.96). 
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The lack of pretest measures was somewhat compensated 

by measures such as age and sex which are substituted 

for the absent pretest. Cook and Campbell, (1979) report 

that this is a tradition in economics and sociology 

research. 

In summary, in field research such as this study, 

this design is considered appropriate. 

Measurement 

Instrumentation in this study consisted of a Current 

Events Questionnaire composed of 81 questions designed 

to measure knowledge of current events. These questions 

covered 14 areas of international, national and state 

issues. The questionnaire included multiple choice and 

fill-ins in a format familiar to all students. 

The questions were composed by three groups consisting 

of practicing professionals in teaching and students 

working toward education degrees, post-baccalaureate 

degrees, or teaching certificates in the following groups: 

1. A Media and Instruction Class (TTE 417 Section 1) 
at the University of Arizona. This is a pre-service 
course for students working on a teacher education 
degree or teacher certification. The class 
consisted of 71 students aged 20 - 50+ and included 
post-baccalaureate students. 

2. A Media and Instruction Class (TTE 417 Section 2) 
at the University of Arizona. The 65 member class 
is similar in characteristics as described above. 
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3) A Design and Instructional Media Class (TTE 519). 
An off-campus class at Fort Huachuca, Arizona 
consisting of 13 graduate students who are 
military officers in the Army and practicing 
teachers. 

Questions were selected to be part of this study's 

final questionnaire if they were similar in nature to 

questions on the NEWSGAME final. No questions were used 

from previous NEWSGAME quizzes or finals. All questions 

were entirely new but in the style of the NEWSGAME format. 

The fourteen categories, dictated by the news of 

the year, included: --United States, Water, Terms, Entertain-

ment, Money and Business, Sports, World, Campaign l 8a, 

Africa, Biqqest cities, Reagan, Central America, Universi-

tie~, and Miscellaneous. 

In the areas of international, national and state 

issues, the categories and questions were in the following 

pattern: 

International 

Water (1) 
Terms (3) 
Money, Business (1) 
World (4) 
Africa (4) 
Central America (2) 

National 

United States (11) 
Water (2) 
Terms (8) 
Entertainment (4) 
Money' Business (6) 
Sports (2) 
Campaign 188 (14) 
Biggest Cities (5) 
Reagan (3) 
Universities (2) 
Miscellaneous (4) 

State 

United States 
Water (2) 
Sports (1) 
Campaign (1) 

(1) 



Weighting 

The questions were weighted according to a point 

scale from 1 to 3 based on the degree of difficulty of 

the questions. This point system was used to stay 

in keeping with the format of NEWSGAME. Weighting 

decisions were made by the groups previously described 

as they composed the questions and verified by 

their instructor. The rationale for the weighting 

closely follows that of NEWSGAME'S author, Pat 

Reardon: One-point questions were almost obvious 

answers. These were included so a non-achiever would 

have some sense of success. Two-point questions were 

of average difficulty. Three-point questions were 

the most difficult to give even the brightest students 

a challenge. 

To ensure accuracy, each test was scored twice. 
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Other information obtained by the questionnaire included 

grade, age, sex, how often NEWS GAME was played if at 

all, and attitude toward NEWSGAME. 

Data Gathering Procedures 

In early April, 1988, teachers were sent a letter 

describing the purpose of this study. In May, when 

the final questionnaire was sent to the teachers who 

agreed to participate, they were instructed not to 

prepare students in any way. 
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The tests were administered the second week in May 

to individual classes by their regular teacher. Students 

were given their usual fifty minute class period to 

work on the test. 

Questionnaires were then sent to the author of 

the study for scoring. The first scoring was completed 

by the author and a subsequent scoring was completed 

by a university class to ensure accuracy. 

Data Analysis 

Psychometric tests were conducted on the dependent 

measure to ensure test reliability and test validity. 

To estimate reliability, the Kuder-Richardson 

20-formula (KR-20) was used to examine the internal 

consistency of the test items. Estimates of construct 

validity were determined from interscale correlations 

from the 14 categories using Pearson correlation coefficients. 

This analysis indicated the reliability and validity 

estimates were acceptable. The hypotheses were then 

tested using analysis of variance where total test scores 

were entered as the dependent variatles; group (lots of 

NEWSGAME vs. no NEWSGAME) was the independent variable 

for HoI. The same procedure was conducted for Ho2 

except the independent variable of group was lots of 

~-----~ - - ------



NEWSGAME vs. some NEWSGAME. Ho3 was similarly 

tested except the independent variable of group 

was occasional NEWSGAME vs. no NEWSGAME. 

The influence of sex and age upon obtained 

relationships was also tested using a two-way analysis 

of variance. 

112 



113 

CHAPTER 4 

PRESENTATION AND ANALYSIS OF THE DATA 

Introduction 

The primary purpose of this study was to determine 

if an educational tool such as NEWS GAME affects students' 

learning about current events. 

A secondary consideration was the effect of 

certain demographic characteristics, such as sex, age, 

and differences in knowledge among various categories 

of current events. 

The subjects who participated in the study totaled 

350 students between the ages of 11 and 19 who were 

enrolled in social studies classes in the Tucson, Arizona 

area. 

The purpose of this chapter is to utilize the 

data obtained from the instrument to determine its 

reliability and to present the results of statistical 

analysis. 

Reliability of the Instrument 

A series of preliminary analyses were conducted to 

ensure the psychometric appropriateness of the instrument. 
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These consisted of examining internal consistency for 

each of the NEWSGAME subscales using the Kuder Richardson-

20 formula as well as interscale correlations to estimate 

construct validity. 

The results of these analyses are summarized in 

Table 1. As indicated in the table, reliability estimates 

ranged from a low of .45 (see Misc. subscale) to a high of 

.88 (see Politics subscale). The median coefficient for 

all 15 scales including total scores, was .63. Some 

examples of the estimates being close to the median 

are Terms (.63), Showbiz (.64), Money (.65), Sports (.60), 

World (.69), Africa (.65), Reagan (.61), Central America 

( . 62), and College (.63). 

From this analysis, the conclusion can be reached 

that all estimates evidence acceptable levels of internal 

consistency with the exception of Miscellaneous (.45). 

Therefore, items within subscales appear to be assessing 

a similar construct with a good deal of consistency and 

subscales can be declared reliable. 

Also, Table 1 shows the interscale correlations. 

The positive correlation indicates that the subscales 

all share the similarity of being statistically significant 

but of further interest is a unique relationship that 

occurs between the subscales. 
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Table 1: I.timate. of internal conaiatency and interacale correlatlona 
for all aub.cal.a of the MEWSGAME knovledge teat. 

1 2) 3 4 5 6 7 8 9 10 11 12 13 14 15 

1-STATIS (72 ) 61 62 56 58 n 62 68 36 53 57 39 30 U 83 

2-WATER (68) 58 52 59 n 59 58 39 45 45 35 21 30 15 

3-TIRMS (63) 55 51 45 50 58 38 43 45 37 28 36 16 

4-SHOWBIZ (64 ) 56 36 58 51 29 33 42 34 25 35 16 

5-HONIY (65) 43 58 64 34 42 42 34 25 35 16 

6-SPORTS (60) U 46 25 42 31 30 22 11 59 

1-WORLD (69) 70 26 40 U 42 31 45 15 

8-POLITICS (88) 45 58 60 42 U 50 89 

9-AFRICA (65 ) 55 42 34 29 33 51 

10-CITIES (61) 57 u 35 51 10 

11-REAGAN (61) 39 33 41 69 

12-C. AMERICA (62) 21 39 53 

13-COLLEGE (63) 39 45 

14-HISC (45) 59 

15-TOTAL ( 12) 

Note: Dugonal ele.enta are KR-20 reliability eati.atea, off-dia90nal 
elementa are Pearaon correlatl0n coefficienta; n • 350; for all 
r valuea, p ( .001. 



This relationship can be shown by squaring the 

coefficients. For example the r between the subscales 

States and Water is .61. This coefficient indicates 

that as knowledge regarding states increases, so does 

knowledge concerning water. When .61 is squared, 

the result is a shared variance of approximately 36%. 

This leaves (100-36) 64% of the variance unique to 

each of the two subscales. Interestingly, the 

highest correlations for the States subscale are 

.83 (with Total scores), and .68 (with Politics). 

The lowest correlation value for States is .30 (with 

College) . 

Further examination of the Table 1 shows that 

subscales which are conceptually similar yield the 

highest correlations. For example, Reagan and 

Politics = .60; World and Water = .59; Politics and 

Water = .70. Conversely, concepts that are different 

yield lower correlations such as Politics and Sports 

= .46; Politics and Showbiz = .29; College and Central 

America = .21. 

The trends of the measures shown by these relation

ships are those that would be expected. From this 

analysis, the measures have been shown to be internally 

consistent with good evidence of construct validity. 
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Therefore, these measures are appropriate for 

examining the research questions addressed in this 

study. 

Results of Hypotheses Testing 

Hypothesis 1: At the conclusion of the school year, 
there will be no difference in knowledge 
of current events between students who 
played NEWS GAME regularly throughout 
the year and those who never played 
NEWSGAME. 

T-tests were used to test this hypothesis comparing 

students who played NEWSGAME on a regular basis versus 

those who did not play NEWSGAME. The results are 

summarized in Table 2. As shown in the table, nine 

of the fifteen comparisons were statistically 

significant. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the State 

subsca1e of 5.95 compared to those who did not at 3.09. 

The T value of 5.79 indicates that this difference is 

unlikely to be a chance happening but rather suggests 

that participation in the NEWSGAME experience helped 

students score higher in the States subscale. 

Students who played NEWS GAME regularly throughout 

the year obtained a mean knowledge score on the Water 

subscale of 2.33 compared to those who did not at .63. 
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Table 2: Heans, standard deviations, and t-tests compariDg students who 
played NEWSGAME on a regular basis (regular exposure, n • 
164) versus those who did Dot play (no exposure, n • 32). 

NEWS GAME 

None Regular 

ICnowledqe Subscal. X sd X ad T 

States 3.09 1.47 5.95 2.71 5.19** 

Water .63 .94 2.33 1. 61 5.19** 

Terms 2.38 1. 79 4.74 2.26 5.59** 

Showbiz .59 .88 1. 93 1. 32 5.52** 

Honey .81 .90 2.68 2.03 5.10** 

Sporta 1.22 1.07 1. 59 1.15 1.70 

World .22 .55 1.07 1. 28 3.12** 

Politlcs 2.44 2.91 5.82 4.64 3.91** 

Africa 1.91 1. 28 2.24 1.34 1. 04 

Cities 1.18 1. 52 2.16 1.14 1.14 

Reagan .34 .70 1.07 1. 09 3.64** 

C. America .41 .50 .63 .61 1. 84 

College .59 .61 .66 .68 .50 

Huc .97 .78 1. 29 1.17 1. 50 

Total 17.44 11.14 34 .17 17.40 5.23** 

* p < .05; ** p < .001. 



The T value of 5.79 illustrates that this difference 

is probably not an accidental event. It would seem 

that participation in NEWS GAME helped students score 

higher in the Water subscale. 

Students who played NEWSGAME regularl} throughout 

the year obtained a mean knowledge score on the Terms 

subscale of 4.74 versus those who did not at 2.38. 

The T value of 5.59 denotes that this difference is 

unlikely to be a result of chance which seems to 

suggest that participation in NEWS GAME helped students 

increase their scores in the Terms subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the Showbiz 

subscale of 1.93 compared to those who did not at .59. 

The T value of 5.52 implies that this difference is 

probably not an indiscriminate event but suggests 

that participation in NEWSGAME helped students score 

higher in the Showbusiness area. 

Students who played NEWS GAME regularly throughout 

the year obtained a mean knowledge score on the Money 

subscale of 2.68 compared to those who did not at .81. 

119 

The T value of 5.10 makes it doubtful that this difference 

is the result of a chance occurrence and seems to signify 

that participation in NEWSGAME helped students score 

higher in the Money subscale. 



Students who played NEWS GAME regularly throughout 

the year obtained a mean knowledge score on the 

World subscale of 1.07 versus those who did not 

at .22. The T value of 3.72 reveals that this 

difference is probably not due to a haphazard event 

but rather that students who participated in NEWS GAME 

scored higher in the World subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the 

Politics subscale of 5.82 compared to those who did 

not at 2.44. The T value of 3.97 discloses that 

this difference is unlikely to be due to chance 

but rather suggests that students who were exposed 

to NEWS GAME scored higher in the Politics subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the 

Reagan subscale of 1.07 versus those who did not 

at .34. The T value of 3.64 indicates that this 

difference is probably not a chance occurrence. 

Participation in NEWSGAME seemed to help students 

score higher in the Reagan subscale. 

In conclusion, students who played NEWSGAME 

regularly throughout the year obtained a mean 

knowledge score on the Total subscale of 34.17 compared 

to those who did not at 17.44. The T value of 5.23 
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illustrates that this difference in unlikely to be an 

indiscriminate phenomenon but rather suggests that 

students who participated in NEWSGAME scored higher 

in the 14 categories of current events included 

in the instrument. 

Interestingly, no differences were observed 

for the measures of Sports (T = 1.70), Africa (T = 1.04), 

Cities (T = 1.14), Central America (T = 1.84), 

College (T = .50), and Miscellaneous (T = 1.50). The 

Miscellaneous category was previously found to have low 

reliability. Any interpretations using this subscale 

would be tentative. Also, the real difference in the 

Total score is almost twice as high for students who 

played NEWSGAME (mean = 34.17) versus those who did 

not (mean = 17.44) although the statistical significance 

does not reflect this great a difference (T = 5.23). 

The data indicates that NEWSGAME had a significant 

impact on students' knowledge of current events. 

The null hypothesis that at the conclusion of the 

school year there would be no difference in knowledge 

of current events between students who played NEWSGAME 

regularly throughout the year and those who never played 

NEWSGAME was therefore rejected. 
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The analysis of data continued with the 

following hypothesis. 

Hypothesis 2: At the conclusion of the school year, 
there will be no difference in knowledge 
of current events between students who 
played NEWS GAME regularly throughout the 
year and those who played NEWS GAME 
occasionally. 

T-tests were used to test this hypothesis comparing 

students who played NEWS GAME regularly versus those who 

played NEWSGAME occasionally. Table 3 on page 113 

summarizes the results of this analysis. As shown in 

Table 3, twelve of the fifteen comparisons were 

statistically significant. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the State 

subscale of 5.95 compared to those who played occasionally 

at 4.08. The T value of 7.48 indicates that this 

difference in unlikely to be a chance happening but 

rather suggests that regular participation in NEWSGAME 

helped students score higher in the States subscale. 

Students who played NEWS GAME regularly throughout 

the year obtained a mean knowledge score on the Water 

subscale of 2.33 versus those who played occasionally 

at 1.52. The T value of 4.85 discloses that this 

difference is probably not a haphazard event and would 

seem that regular participation in NEWS GAME helped 

students score higher in the Water subscale. 
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Table 3: Meanl, Itandard deviationl, and t-te.t. Co.pariD9 .tudeDt. who 
played NEWSGAME on a regular ba.il (reqular expolure~ n • 
164) verlul thol. who played NEWS GAME occalionally (occalional 
expOlure, n • 154). 

NEWS GAME 

Regular Ocealional 

Knowledge Subleale I Id I Id T 

States 5.95 2.71 4.08 1. 54 7.48 u 

Vater 2.33 1.61 1.52 1. 35 4.85** 

Terms 4.74 2.26 3.03 1.70 7.60** 

Showbiz 1. 93 1. 32 .79 .U e.e4** 

Money 2.68 2.02 1. 69 1.28 5.17** 

Sports 1.59 1.15 1.46 1.09 1.04 

World 1.07 1. 28 .41 .62 5.84** 

PolltlCI 5.82 4.64 2.96 2.71 6.68** 

Afnca 2.24 1. H 2.02 1.27 1.49 

Cltlel 2.16 1.74 1. 73 1. 22 2.54* 

Reagan 1.07 1.09 .46 .73 5.84** 

C. Amerlca .63 .67 .49 .56 2.12* 

CoUeg. .66 .68 .53 .66 1.77 

HllC 1.29 1.17 .81 .69 4.43* 

Total H.17 17.40 21.97 10.78 7.46** 

* P < .05; ** p < .001. 
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Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the Terms 

subscale of 4.74 compared to those who played occasionally 

at 3.03. The T value of 7.60 reveals that this difference 

is unlikely to be a result of chance but rather suggests 

that regular participation in NEWSGAME helped students 

score higher in the Terms subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the Showbiz 

subscale of 1.93 compared to those who played occasionally 

at .79. The T value of 8.84 is evidence that this 

difference is probably not an accidental occurrence and 

suggests that students who participated regularly in 

NEWSGAME scored higher in the Showbusiness subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the Money 

subscale of 2.68 compared to those who played occasionally 

at 1.69. The T value of 5.17 implies that this difference 

is unlikely to be an indiscriminate incident, but 

rather infers that students who participated regularly 

in NEWSGAME scored higher in the Money area. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the World 

subscale of 1.07 versus those who played occasionally 

at .41. The T value of 5.84 denotes that this difference 



probably did not happen accidentally which seems to 

signify that participation in NEWS GAME helped students 

score higher in the World subscale. 

Students who played NEWSGAME regularly throughout 
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the year obtained a mean knowledge score on the Politics 

subscale of 5.82 compared to those who played occasionally 

at 2.96. The T value of 6.68 demonstrates that this 

difference is unlikely to have been a chance occurrence 

but rather suggests that regular participation in 

NEWS GAME helped students score higher in the Politics 

subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge socre on the Cities 

subscale of 2.16 compared to those who played occasionally 

at 1.73. The T value of 2.54 indicates that this 

difference is probably not due to chance and seems to 

suggest that regular participation in NEWS GAME helped 

students score higher in the Cities subscale. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the Reagan 

subscale of 1.07 versus those who occasionally played 

at .46. The T value of 5.84 implies that this difference 

is unlikely to be a chance happening but rather suggests 

that regular participation in NEWS GAME helped increase 

students scores in the Reagan subscale. 
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Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the 

Central America subscale of .63 compared to those who 

played occasionally at .49. The T value of 2.12 infers 

that this difference is probably not an indiscriminate 

phenomenon. It seems to disclose that regular participation 

in NEWSGAME helped students score higher in the Central 

America subsca1e. 

Students who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the 

Miscellaneous subscale of 1.29 compared to those who 

occasionally played at .81. The T value of 4.43 would 

seem to indicate that this difference is probably not 

a chance happening but would seem to demonstrate that 

regular participation in NEWSGAME helped students 

score higher in the Miscellaneous subscale. 

However, since this category was found to have low 

reliability, there is less certainty in interpreting 

results in this particular area. 

Summarily, students who played NEWSGAME regularly 

throughout the year obtained a mean knowledge score on 

the Total subscale of 34.17 compared to those who played 

occasionally at 21.97. The T value of 7.46 indicates 

that this difference is unlikely to be a haphazard event 

but rather implies that participation in NEWS GAME 



helped students score higher in 14 categories of 

current events included in the instrument. 

No differences were observed for the measures 

of Sports (T = 1.04), Africa (T = 1.49), and College 

(T = 1.77). 

The analysis of this data indicates that NEWSGAME 

had a significant impact on helping student's obtain 

higher scores on current events questions. The null 

hypothesis that at the conclusion of the school year, 

there would be no difference in knowledge of current 

events between students who played NEWSGAME regularly 

throughout the year and those who played NEWSGAME 

occasionally, was therefore rejected. 

Data was further analyzed for the following 

hypothesis. 

Hypothesis 3: At the conclusion of the school year, 
there will be no difference in knowledge 
of current events between students who 
played NEWSGAME occasionally and those 
who never played NEWSGAME. 

T-tests were used to test this hypothesis comparing 

students who never played NEWS GAME versus those who 

played NEWSGAME occasionally. The results are summarized 

in Table 4. As the table indicates, four out of the 

fifteen comparisons were statistically significant. 
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Table 4: Means, standard deviatiuns, and t-te.ts comparing students 
who never played NEWSG~iE (no exposure, n - 32) versus 
those who played NEWSGAME occasionally (occasional 
exposure, n = 154). 

NEWSGAME 

None Occasional 

Knowledge Subscale X sd X sd T 

States 3.09 1. 47 4.08 1. 54 3.34** 

Water .63 1. 35 1. 52 1. 35 3.57** 

Terms 2.38 1.79 3.03 1.70 1. 95 

ShowblZ .59 .88 .79 .94 1.10 

Money .81 .90 1.69 1.28 3.69** 

Sports 1. 22 1. 07 1. 46 1.09 1.15 

World .22 .55 .41 .62 1. 60 

PolitlCS 2.44 2.91 2.96 2.71 .97 

Africa 1. 97 1. 28 2.02 1. 27 .21 

CHies 1. 78 1.52 1. 73 1. 22 .22 

Reagan .34 .70 .46 .73 .85 

C. America .41 .50 .49 .56 .75 

College .59 .67 .53 .66 .53 

Mise .97 .78 .81 .69 1.14 

Total 17.44 11.14 21. 97 10.78 2.15* 

* p < .05; ** p < .001. 



Student~ who played NEWSGAME occasionally obtained 

a mean knowledge score on the State subscale of 4.08 

compared to those who never played NEWSGAME at 3.09. 

The T value of 3.34 indicates that this difference is 

unlikely to be an indiscriminate incident but 

suggests that occasional participation in NEWSGAME 

helped students score higher in the States subscale. 

Students who played NEWSGAME occasionally obtained 

a mean knowledge score on the Water subscale of 1.52 

versus those who never played at .63. The T value of 

3.57 discloses that this difference is probably not due 

to chance but suggests that occasional participation 

in NEWSGAME helped students score higher in the 

Water subscale. 
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In summary, students who played NEWSGAME occasionally 

obtained a mean knowledge score on the Total subscale of 

21.97 compared to those who never played at 17.44. The 

T value of 2.15 signified that this difference is probably 

not a chance occurrence and seems to indicate that students 

who occasionally participated in NEWSGAME scored higher 

overall in the 14 categories of current events included 

in the instrument. 

No differences were obser'1ed for the measures of 

Terms (T = 1.95), Showbusiness (T = 1.10), Sports (T = 1.15), 



World (T = 1.60), Politics (T = .97), Africa (T = .21), 

Cities (T = .22), Reagan (T = .85), Central America 

(T = .75), College (T = .53), Miscellaneous (T = 1.14), 

In conclusion, the analysis of this data indicates 

that NEWSGAME had some areas which were of statistical 

significance regarding students' knowledge of current 

events. The null hypothesis that at the conclusion of 

the school year, there would be no difference in 

knolwedge of current events between students who played 

NEWSGAME occasionally and those who never played 

NEWSGAME, was therefore rejected. 

Hypotheses Testing Summary 

This chapter dealt with the presentation and 

analysis of data obtained during this study. First, 

the instrument used was tested and evaluated to determine 

its reliability and validity. This was followed by 

the testing of the three hypotheses. 

Testing for Hypothesis 1 indicated that there was 

a significant difference in knowledge between students 

who played NEWSGAME regularly throughout the year and 

students who never played NEWSGAME. The null hypothesis 

was rejected. 

Testing for Hypothesis 2 indicated that there was 

a significant difference in knowledge between students 
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who played NEWSGAME regularly throughout the year and 

students who occasionally played NEWSGAME. The null 

hypothesis was rejected. 

Testing for Hypothesis 3 indicated that there 

was a significant difference in knowledge between 

students who occasionally played NEWS GAME and those 

who never played NEWSGAME. The null hypothesis was 

rejected. 

In summary, the researcher found that regular 

use of NEWSGAME was better than occasional use of 

NEWSGAME which was better than no use of NEWSGAME. 

Gender Differences 

Data were also analyzed for the following 

question: 

1. Is there any difference in the performance 
on the current events questionnaire between 
males and females? 

To address this question, groups of NEWS GAME 

participants who occasionally or never played NEWSGAME 

were collapsed into one category and compared to regular 

participants of NEWSGAME across student gender. Anovas 

(2 occasional/none vs. continuous x 2 male vs. female) 

were generated to analyze the data. 

Since group differences have previously been 

131 

examined, this discussion will focus on gender differences 

and gender by group interactions. 



Table 5 summarizes the results of the analysis of 

variance depicting the relationship between gender, 

exposure to NEWS GAME and knowledge of current events. 

Males who played NEWS GAME regularly throughout 

the year obtained a mean knowledge score on the States 

subscale of 6.49 compared to females at 5.19. Also, 

males in the combined occasional/none category obtained 

a mean knowledge score of 4.09 versus that of females 

at 3.77. The F value of 11.23 indicates that this 

difference is unlikely to be a chance occurrence and 

infers that the male students scored higher on current 

events concerning States than did females whether 

participation in NEWS GAME was in the regular or 

occasional/none category. 

Males who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the Water 

subscale of 2.68 compared to that of females at 1.92. 

Also, males in the combined occasional/none category 

obtained a mean knowledge score of 1.60 versus females 
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at 1.11. The F value of 15.68 denotes that this difference 

is probably not a haphazard event and implies that 

the male students scored higher in the area of Water 

than females whether exposure to NEWSGAME was in the 

regular or occasional/none category. 
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Table 5: l1eans, standard deviations, and analysis of variance results 
depicting the relationship between gender, exposure to 
NEWSGAME, and knowledge of current events. 

NEWSGAME 
Occasional/None 

Hale 'emale 

Subscale x 

States 4.09 
x group F 
x gender F 

group x gender F 

Water 1.60 
x group F 
x gender F 

group x gender F 

Terms 3.42 
x group F 
x gender F 

group x gender F 

x 
1.55 3.77 1. 58 
. 69.90** 
= 11.23** 
= 4.42* 

1.37 1.11 1. 22 
= 37.02** 
= 15.68** 
= .70 

1. 64 2.38 1. 68 
= 74.52** 
= 37.34** 
= 1. 43* 

3howblZ .74.95.77.92 
x group F = 90.85** 
x gender F = 1.67 

group x gender F = 2.78 

Honey 1.71 1.32 1.35 1.17 
x group F = 37.60** 
x gender F = 11.29** 

group x gender F = 1.95 

Sports 1.69 1.06 1.11 1.05 
x group F = 1.98 
x gender ,. 29.78** 

group x gender , = .27 

World .51.73.24 .43 
x group ,. 42.84** 
x gender ,. 14.23** 

group x gender F = 1.52 

Politics 3.33 3.01 2.41 2.35 
x group F = 50.12** 
x gender , = 14.43** 

group x gender F = 2.41 

Hale 

Regular 

'emale 

X 

6.49 

2.68 

5.44 

2.71 

1. 56 

2.21 

2.10 1.25 

3.02 2.07 

1.91 1.04 

1. 31 1.32 

6.71 4.59 

X 

5.19 

1. 92 

3.90 

2.58 

1.61 

2.10 

1.73 1.40 

2.16 1.84 

1.21 1.15 

.781.13 

4.55 4.33 
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( Table 5 continued) 

NEWSGAME 
Occasional/None Regular 

Hale remale Hale remale 

Subscale X ad X .d X .d X sd 

Africa 2.01 1. 39 1. 98 1.15 2.17 1.34 2.23 1.34 
x group F '" 2.09 
x gender F a .01 

group x gender F '" .11 

Clties 1.84 1. 31 1. 64 1.24 2.26 1. 75 1. 92 1.71 
x group F '" 4.66* 
x gender F '" 2.70 

group x gender F '" .20 

Reagan .52 .85 .36 .57 1. 05 1.08 1. 04 1. 09 
x group F = 36.40** 
x gender F '" .81 

group x gender F = .64 

C. Amerlca .52 .56 .43 .54 .67 .66 .59 .66 
x group F = 5.36* 
x gender F = 1. 68 

group x gender F = .01 

College .58 .72 .50 .59 .77 .69 .51 .63 
x group F = 2.07 
x gender F '" 5 .41* 

group x gender F '" 1. 55 

H1SC .84 .73 .86 .70 1. 43 1.18 1. 07 1.10 
x group F a 16.18** 
x gender F a 2.46 

group x gender F a 3.26 

Total Score 23.42 11.63 18.89 9.61 38.01 16.31 28.79 17.39 
x group r a 67.48** 
x gender r • 19.72** 

group x gender r • 2.39 

dfs for all analy.e •• 1,336; * a p ( .05; ** • p ( .001. 



Males who played NEWS GAME regularly throughout 

the year obtained a mean knowledge score on the Terms 

subscale of 5.44 versus that of females at 3.90. 

Also, males in the combined occasional/none category 

obtained a mean knowledge score of 3.42 compared to 

that of females at 2.38. The F value of 37.34 implies 

that this difference is probably not an indiscriminate 

incident but rather suggests that male students scored 

higher on current events regarding Terms than females 

regardless of being in the regular or occasional/none 

category. 
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Males who played NEWSGAME regularly throughout the 

year obtained a mean knowledge score on the Money subscale 

of 3.02 compared to that of females at 2.16. Males in 

the combined occasional/none category obtained a mean 

knowledge score of 1.71 versus that of feamles at 1.35. 

The F value of 11.29 indicates that this difference is 

probably not an accidental event and signifies that 

the male students scored higher than females in the 

subscale of Money irrespective of NEWS GAME participation 

in the regular or occasional/none category. 

Males who played NEWSGAME regularly throughout 

the year acquired a mean knowledge score on the Sports 

subscale of 1.91 versus that of females at 1.21. Males 

in the combined occasional/none category secured a mean 



knowledge score of 1.69 compared to that of females at 

1.11. The F value of 29.78 illustrates that this 

difference is unlikely to be due to a chance phenomenon 

but infers that male students scored higher than female 

students in the Sports subscale in both the regular and 

occasional/none categories. 

Males who played NEWS GAME regularly throughout the 

year obtained a mean knowledge score on the World 

subscale of 1.31 compared to that of females at .78. 

Males in the combined occasional/none category received 

a mean knowledge score of .51 versus that of females at 

.24. The F value of 14.23 discloses that this diff~rence 

is probably not an accidental occurrence but it seems to 

denote that the male students scored higher in the 

World subscale than females whether exposure to NEWSGAME 

was in the regular or occasional/none category. 

Males who played NEWSGAME regularly throughout 

the year acquired a mean knowledge score on the Politics 

subscale of 6.71 compared to that of females at 4.55. 

Males in the combined occasional/none category received 

a mean knowledge score of 3.33 versus that of females 

at 2.41. The F value of 14.43 signifies that this 

difference is unlikely to be an indiscriminate incident 

and suggests that the male students scored higher 

than females in the Politics subscale regardless of being 

in the regular or occasional/none category. 
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Males who played NEWSGAME regularly throughout 

the year obtained a mean knowledge score on the College 

subscale of .77 compared to that of females at .51. 

Also, males in the combined occasional/none category 

received a mean knowledge score of .58 versus that for 

females of .50. The F value of 5.41 is indicative of 

this difference not being a chance happening. Rather, 

it suggests that the male students scored higher than 

females in the College subscale in both the regular 

and occasional/none categories. 

In summary, males who played NEWSG&~E regularly 

throughout the year obtained a mean knowledge score 

on the Total subscale of 38.01 compared to that of 

females at 28.79. Males secured a mean knowledge 

score of 23.42 versus 18.89 in the combined occasional/ 

none category. The F value of 19.72 indicates that 
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this difference is unlikely to be an accidental occurrence 

and seems to imply that male students scored higher 

overall than females in the 14 categories included in 

this instrument whether exposure to NEWSGAME was in 

the regular or occasional/none category. 

No differences were observed for the measures of 

Showbusiness (F = 1.67), Africa (F = .01), Cities (F = 2.70), 

Reagan (F = .81), Central America (F = 1.68), and 

Miscellaneous (F = 2.46). 
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In the analysis of group and gender interactions, 

Table 5 summarizes the results. Males who played NEWSGAME 

regularly throughout the year acquired a mean knowledge 

score on the States subscale of 6.49 versus females 

at 5.19. Males in the combined occasional/none category 

obtained a mean knowledge score of 4.09 compared to 

females at 3.77. The F value for group and gender 

interaction of 4.42 indicates that this difference is 

probably not a chance occurrence but infers that 

the male students scored higher than females in the 

States subscale in both the regular and occasional/none 

category. 

Males who played NEWS GAME regularly throughout the 

year received a mean knowledge score on the Terms subscale 

of 5.44 versus that of females at 3.90. Males in the 

combined occasional/none category acquired a mean 

knowledge score of 3.42 compared to females at 2.38. 

The F value of 1.43 indicates that this difference is 

unlikely to be due to a chance happening and infers 

that the male students scored higher than females in 

the area of Terms whether participation in NEWSGAME 

was in the regular or occasional/none category. 

No significant differences were observed for the 

measures of Water (.70), Showbusiness (F = 1.67), 
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Africa (F = .01), Cities (F = 2.70), Reagan (F = .81), 

Central America (F = 1.68), and Miscellaneous (F = 2.46). 

Gender Summarv -
In summary, the data analysis of gender and gender 

and group interaction in regular and occasional/none 

categories of NEWSGAME participation indicates males 

obtained higher scores than females in all significant 

comparisons in the 14 categories of current events 

included in this instrument. 

Age Differences 

The second question to be addressed in this 

section is: 

2. Does age make a difference in how students 
performed on the final questionnaire? 

To address this question, age was collapsed into 

two groups: less than 14 and greater than 14. The 

total range of students' age was from 11-19. NEWSGAME 

exposure, occasional/none versus regular, was also 

collapsed into two groups. 

This discussion will focus on age differences 

and group and age interactions since group differences 

have been previously examined. 

Table 6 summarizes the results of the analysis 

of variance depicting the relationship between age, 

exposure to NEWSGAME and knowledge of current events. 
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Table 6 : Means, standard deviations, and analysis of variance results 
depicting the relationship between ag~, expoaure to NEWSGAME, 
and knowledge of current events, 

NEWS GAME 
Occasional/None Regular 

< 14 ) 14 < 14 ) 14 

Subscale X ad X ad X ad X ad 

States 3.89 1. 5. 3.94 1. 61 5 .• 5 2.65 6 .• 6 2.68 
x group F = 77.14** 
x age F = •. 79* 

group x age F = •. 26* 

Water 1. 38 1. 27 1. 35 1. .0 1.98 1. 52 2.70 1. 63 
x group F = 38.23** 
x age F = •. 30* 

group x age F = 5.93* 

Terms 2.92 1.86 2.91 1.58 •. 52 2.20 •. 96 2.31 
x group F = 77.82** 
x age F = .90 

group x age F = 1. 09 

Showbiz .76 .99 .75 .87 1. 62 1.15 2.26 1. 40 
x group F = 97.37** 
x age F = 6.24* 

group x age F = 7.56* 

Honey 1. 58 1.28 1.49 1.24 2.05 1.90 3.34 1. 95 
x group F = .3.29** 
x age F • 10.62** 

group x age F = 15.85** 

Sports 1.44 1. 07 1. 39 1.11 1. 26 1.13 1. 9. 1. 06 
x group F = 2.09 
x age r = 6.15* 

group x age F • 9.58* 

World .40 .67 .35 .55 .67 1.19 1. 50 1. 23 
x group F = .7.36** 
x age F a 12.96** 

group x age F = 19.35** 

PolitlCS 3.26 2.83 2.44 2.59 •. 98 •. 71 6.71 4.43 
x group F = 55.41** 
x age F = .91 

group x age F = 10.36** 
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(Table 6 continued) 
NEWSGAME 

Occasional/None R.qular 

< 14 ) 14 < 14 ) 14 

Subscal. X ad X sd X sd X ad 

Afnca 2.17 1.16 1.84 1. 36 2.27 1. 29 2.20 1. 40 
x group F = 2.70 
x ag. F = 2.18 

group x age F = .79 

Citle. 1.75 1. 35 1. 72 1.19 1. 92 1. 81 2.41 1.65 
x group F = 6.77* 
x age F = 1.77 

.group x age F = 2.69 

Reagan .41 .72 .47 .74 1.05 1.13 1.10 1. 05 
x group F = 41.40** 
x age F = .33 

group x age F = .00 

C. Amerlca .48 .56 .46 .55 .60 .60 .68 .73 
x group F = 6.09* 
x ag_ F = .14 

group x age F = .63 

Colleg_ .57 .64 .51 .68 .61 .66 .71 .70 
x group F = 2.85 
x ag_ F = .06 

group x ag_ F = 1. 36 

H1SC .89 .69 .79 .73 1.12 1. 08 1.48 1. 23 
x group F a 19.99** 
X ag_ F a 1. 26 

group x ag. F = 5.06* 

Total Scor_ 21.90 10.70 20.42 11.22 30.08 17.01 38.45 16.86 
x group F a 73.75** 
X ag. F a 4.34* 

group x ag. F ,. 10.66** 

dfs for all analys.s ,. 1,346; * ,. P < .05; ** ,. p < .001. 



Students under age 14 who played NEWSGAME regularly 

during the year acquired a mean knowledge score on the 

States subscale of 5.45 versus that of students over 

age 14 at 6.46. Students under 14 also acquired a mean 

knowledge score of 3.89 compared to over 14 students 

at 3.94 in the occasional/none category. The F value 

of 4.79 indicates that this difference is unlikely to 

be a chance occurrence and implies that the student over 

age 14 scored higher than the under age 14 students in 

the area of States regardless of whether participation 

in NEWSGAME was in the regular or occasional/none 

category. 

Students under age 14 who played NEWSGAME regularly 

throughout the year acquired a mean knowledge score on 

the Water subscale of 1.98 versus students over 14 at 

2.70. But students under 14 obtained a mean knowledge 

score of 1.38 compared to students over 14 at 1.35 in 

the occasional/none category. The F value of 4.30 
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implies that this difference is unlikely to be a haphazard 

incident and suggests that students over age 14 scored 

higher than students under age 14 in the area of Water 

in the regular category but students under age 14 

scored higher than students over 14 in the occasional/ 

none categories of NEWSGAME participation. 



Students under age 14 who played NEWS GAME regularly 

throughout the year received a mean knowledge score on 

the Showbiz subscale of 1.62 versus that of students 

over age 14 at 2.26. Students under 14 acquired a mean 

knowledge score of .76 compared to that of over age 14 

students at .75 in the occasional/none category. The 

F value of 6.24 denotes that this difference is probably 

not due to an accidental phenomenon but suggests that 

students over age 14 scored higher than students under 

age 14 on the occasional/none category but students 

under age 14 scored slightly better than those over 

14 in the regular category of NEWSGAME involvement in 

the Showbusiness area. 

Students under age 14 who played NEWSGAME throughout 

the year received a mean knowledge score on the Money 

subscale of 2.05 compared to that of students over age 

14 at 3.34. Students under age 14 obtained a mean 

knowledge score of 1.58 versus students over 14 at 

1.49 in the occasional/none category. The F value of 

10.62 reveals that the difference is unlikely to be 

an indiscriminate incident but rather implies that 

students over age 14 scored higher than students under 

age 14 in the regular category but students under age 

14 scored better than those over 14 in the occasional/ 

none category of NEWS GAME exposure in the area of Money. 
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Students under age 14 who played NEWSGAME throughout 

the year acquired a mean knowledge score on the Sports 

subscale of 1.26 versus that of students over age 14 

at 1.94. Students under age 14 secured a mean knowledge 

score of 1.44 compared to that of students over 14 at 

1.39 in the occasional/none category. The resulting 

F value of 6.15 illustrates that this difference is 

probably not a chance event but infers that students 

over the age of 14 scored higher than those under age 

14 in the regular category but students under age 14 

scored better than those over age 14 in the occasional/ 

none category of involvement in NEWSGAME in the area 

of Sports. 

Students under the age of 14 who played NEWSGAME 

regularly throughout the year obtained a mean knowledge 

score on the World subscale of .67 versus students over 

age 14 at 1.50. Students under 14 received a mean 

knowledge score of .40 compared to that of students over 

age 14 at .35 in the occasional/none category. The 

F value of 12.96 signifies that this difference is 

presumably not an accidental occurrence but is evidence 

of students over age 14 scoring higher than students 

under age 14 in current events about the World in the 

regular category and students under age 14 scoring higher 

than those over 14 in the occasional/none category of 

NEWSGAME participation. 
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In summary, students under the age of 14 who 

played NEWSGAME regularly throughout the year obtained 

a mean knowledge score on the Total subscale of 30.08 

compared to that of students over age 14 at 38.45. 

Students under 14 also obtained a mean knowledge score 

of 21.90 versus that of students over 14 at 20.42 in 

the occasional/none category. The resulting F value 

of 4.34 indicates that this difference is unlikely to 

be due to a chance happening but suggests that students 

over age 14 scored higher than those under age 14 in the 

regular category and students under 14 scored higher 

than those over 14 in the occasional/none category of 

NEWSGAME involvement. 

No significant differences were observed for 

the measures of Terms (F = .90), Politics (F = .91), 

Africa (F = 2.18), Cities (F = 1.77), Reagan (F = .33), 

Central America (F = .14), College (F = .06), and 

Miscellaneous (F = 1.26), 

In the analysis of group and age interactions, 

Table 6 summarizes the results. Nine of the fifteen 

subscale categories were found to be significant. 

Students under the age of 14 who played NEWSGAME 

regularly throughout the year received a mean knowledge 

score on the States subscale of 5.45 compared to that 

of students over age 14 at 6.46. Students under 14 
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also received a mean knowledge score of 3.89 versus 

that of students over 14 at 3.94. The resulting F value 

of 4.26 for group and age interaction indicates that 

this difference is unlikely to be a chance occurrence 

but suggests that students over age 14 scored higher than 

students under 14 in both the regular and occasional/ 

none categories of NEWS GAME involvement in the area 

of current events regarding States. 
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Students under the age of 14 who played NEWSGAME 

regularly throughout the year obtained a mean knowledge 

score on the Water subscale of 1.98 versus that of students 

over age 14 at 2.70. Students under 14 acquired mean 

knowledge scores of 1.38 compared to that of over 14 

students at 1.35. The F value for group and age 

interaction of 5.93 infers that this difference is not 

a haphazard incident and seems to suggest that students 

over age 14 scored higher in the current events area 

about Wate~ in the regular category than did students 

under age 14 but that students under age 14 scored 

slightly higher than those over 14 in the occasional/ 

none category of NEWSGAME involvement. 

Students under the age of 14 who played NEWS GAME 

regularly throughout the year obtained a mean knowledge 

score on the Showbusiness subscale of 1.62 versus that 

of students over age 14 at 2.26. Students under 14 
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received a mean knowledge score of .76 compared to that of 

students over age 14 at .75. The resulting F value 

of 7.56 for group and age interaction implies that 

this difference is unlikely to be an indiscriminate 

occurrence but suggests that students over age 14 obtained 

higher scores in the area of Showbusiness than that 

of students under age 14 in the regular category but 

students under age 14 scored slightly higher than those 

over 14 in the occasional/none category of NEWSGAME 

participation. 

Students under the age of 14 who played NEWSGAME 

regularly throughout the year secured a mean knowledge 

score on the Money subscale of 2.05 versus that of 

students over age 14 at 3.34. Students under the age 

of 14 obtained a mean knowledge score of 1.58 compared 

to that of students over age 14 at 1.49 in the occasional/ 

none category. The F value for group and age interaction 

of 15.85 implies that this difference is not an 

accidental event but signifies that students over age 

14 received higher scores in the subscale of Money 

than that of students under age 14 in the regular 

category and students under the age of 14 scored 

better than those over 14 in the occasional/none 

categories of NEWSGAME exposure. 



Students under age 14 who played NEWSGAME 

regularly throughout the year received a mean knowledge 

score of 1.26 compared to that of students under age 

14 at 1.94 on the Sports subscale. Students under age 

14 obtained a mean knowledge score of 1.44 versus that 

of students over 14 at 1.39. The F value for group 

and age interaction denotes that this difference is 

unlikely to be a chance happening but infers that 

students over 14 years of age scored higher than those 

under 14 in Sports in the regular category but students 

under age 14 scored higher than those over 14 in the 

occasional/none category of NEWSGAME invoivement. 
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Students under age 14 who played NEWSGAME regularly 

throughout the year secured a mean knowledge score of 

.67 compared to that of students over age 14 at 1.50 on 

the World subscale. Students under age 14 received 

a mean knowledge score of .40 versus that of students over 

14 at .35. The F value of 19.35 for group and age 

interaction shows that this difference is probably not 

an accidental event but implies that students over age 

14 received higher scores in the World subsca1e 

than those under age 14 in the regular category and 

students under the age of 14 scored slightly better than 

those over 14 in the occasional/none categories of 

NEWS GAME participation. 
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Students under age 14 who played NEWSGAME regularly 

throughout the year acquired a mean knowledge score 

of 4.98 versus that of students over age 14 at 6.71 on 

the Politics subscale. Students under age 14 also 

obtained a mean knowledge score of 3.26 compared to 

that of students over 14 at 2.44 in the occasional/none 

category. The F value of 10.36 for group and age inter-

action denotes that this difference is probably not due 

to a chance occurrence but seems to indicate that students 

over age 14 received higher scores in the area of Politics 

than that of students under age 14 in the regular category 

but students under 14 scored higher than those over 14 

in the occasional/none category. 

Students under age 14 who played NEWSGAME regularly 

throughout the year obtained a mean knowledge score 

of 1.12 compared to that of students over age 14 at 1.48 

in the Miscellaneous subscale. Students under age 14 

also received a mean knowledge score of .89 versus that 

of students over age 14 at .79 in the occasional/none 

category. The F value of 5.06 in the group and age 

interaction indicates that this difference is unlikely 

to be caused by a haphazard incident but implies that 

students over age 14 scored higher than those under 

14 in Miscellaneous current events in the regular category 



but students under age 14 scored higher than those 

under 14 in the occasional/none category of NEWS GAME 

exposure. 

Summarily, students under the age of 14 who played 

NEWSGAME regularly throughout the year obtained a mean 

knowledge score on the Total subscale of 30.08 compared 

to that of students over age 14 at 38.45. Students 

under age 14 also received a mean knowledge score of 

21.90 versus that of students over age 14 at 20.42 in 

the occasional/none category. The resulting F value 

in the group and age interaction of 10.66 signifies 

that this difference is unlikely to be an indiscriminate 

incident but infers that students over age 14 scored 
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higher overall in current events included in the instrument 

than students under age 14 in the regular category 

but students under 14 scored better than those over 14 

in the occasional/none category of NEWSGAME participation. 

No significant differences were found in the group 

and age interaction for Terms (F = 1.09), Africa (F = .79), 

Cities (F = 2.69), Reagan (F = .00), Central America 

(F = .63), and College (F = 1.36). 

Age Analysis Summary 

From the analysis of the data in Table 6, it can be 

concluded that in all instances of significant comparisons 



students over the age of 14 scored higher than students 

under the age of 14 in the regular category and students 

under the age of 14 scored higher than those over 14 

in the occasional/none category. 

By using the information from both Tables 5 and 6, 

it can be concluded that the NEWS GAME experience is 

most beneficial for males who are older than 14 who 

played the game regularly. 

NEWS GAME Popularity 

Students were asked to respond whether they liked 

or disliked NEWSGAME. Of the students who were regular 

or occasional participants, 91% indicated they liked 

this educational tool. 

Conclusion 
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This chapter dealt with the presentation and analysis 

of data collected during this study. First, the reliability 

and validity of the instrument was tested and found to 

be appropriate for this study. Second, hypothesis testing 

was conducted for each of the three hypotheses. 

The data for Hypothesis 1 indicated that regular 

participation in NEWS GAME had a significant impact on 

students' knowledge of current events. The null hypothesis 

was rejected. 

Hypothesis 2 was also rejected when the computed data 

showed a significant difference in the increased knowledge 



of current events for students who played NEWSGAME 

regularly compared to that of students who played 

NEWSGAME occasionally. 

When the data for Hypothesis 3 was tested, there 
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was evidence of a significant difference between students 

who played NEWSGAME occasionally and those who never 

played NEWSGAME. The null hypothesis was rejected. 

The analysis of data further indicated that male 

students received higher scores than females whether 

their exposure to NEWS GAME was regular or in the 

occasional/none category. 

When the ages of students were compared, the data 

analysis showed that students over the age of 14 scored 

higher than that of students under the age of 14 in 

the regular category while students under 14 scored 

better than those over 14 in the occasional/none 

category. 

A summary of all data seems to indicate that 

regular participation in NEWSGAME is better than 

occasional which is better than no exposure to NEWSGAME 

and the experience is especially beneficial for males 

over the age of 14 who play regularly. 



CHAPTER 5 

SUMMARY 

The Problem 

The purpose of this study was to detennine if an 

educational tool such as NEWS GAME affects students' 

learning of current events. Three research questions 

were developed to determine the effectiveness of this 

educational tool in the teaching of current events. 

1. At the conclusion of the school year, will 

there be a difference in knowledge of current 

events between students who played NEWS GAME 

regularly throughout the year and those who 

never played NEWSGAME? 
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2. At the conclusion of the school year, will there 

be a difference in knowledge of current events 

between students who played NEWSGAME regularly 

throughout the year and those who played 

NEWSGAME occasionally? 

3. At the conclusion of the school yeaL, will there 

be a difference in knowledge of current events 

between students who played NEWSGAME occasionally 

and those who never played NEWSGAME? 
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In addition, this investigation examined the 

effect that certain demographics such as sex and age had 

on acquiring knowledge of current events and a subjective 

question as to whether students like or disliked NEWSGAME. 

Design and Methodology 

For the purposes of this study, an instrument 

was developed to measure knowledge of current events 

throughout the year. The questionnaire was composed of 

14 areas of international, national and state issues. 

The format chosen included both multiple choice and 

fill-ins. 

The research design involved 11 social studies class

rooms who had been regular or occasional participants or 

had never participated in NEWSGAME. The total number 

of subjects was 350. The number of subjects who had 

been regular participants totaled 164. Occasional 

participants who took the final questionnaire numbered 

154. The control group consisted of 32 social studies 

students who had never played NEWSGAME. 

Of the total sample of 350 students, there were 

183 males and 157 females. Ten cases were not identified. 

Students over the age of 14 totaled 163 and those under 

age 14 numbered 169. There were eighteen students 

whose age was not identified. 



The questionnaire was given by the student's regular 155 

classroom teacher during the final week of class during 

a regular classroom period. A section for the voluntary 

gathering of personal data indicating the student's 

age, sex, year of school, and length of exposure to 

NEWS GAME was included. The test was collected and the 

data analyzed by computer. 

Prior to testing the hypothesis, tests were conducted 

to ensure the psychometric appropriateness of the 

measures used in the instrument. These consisted of 

examining internal consistency for each of the NEWS GAME 

subscales using the Kuder Richardson-20 coefficients as 

well as interscale correlations to estimate the construct 

validity. This analysis indicated that the subscales 

were reliable and therefore the instrument was appropriate 

for addressing the questions in this study. 

Also, Interscale correlations were tested using 

Pearson correlation coefficients. These proved to be 

statistically significant and confirmed the construct 

validity of the instrument. With this having been 

established, the computation and analysis of data was 

conducted to test the hypotheses. 

Analysis of variance testing each hypothesis 

was calculated to compute group differences. In each 



analysis, groups assignment constituted the independent 

variable and test scores were entered as the dependent 

measure. A two-way analysis of variance was used to test 

the two additional questions regarding sex and age. 

Findings and Conclusions 

The purpose of the study was to determine the 

effectiveness of NEWSGAME as an educational tool in the 

teaching of current events. Three hypotheses, tested 
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at the .05 and .001 levels, were the focus of the 

investigation. The hypotheses and results are as follows: 

1. At the conclusion of the school year, there will 

be no difference in knowledge of current events 

between students who played NEWS GAME regularly 

and those who never played NEWSGAME. 

2. At the conclusion of the school year, there will 

be no difference in knowledge of current events 

between students who played NEWSGAME regularly 

throughout the year and those who played NEWSGAME 

occasionally. 

3. At the conclusion of the school year, there will 

be no difference in knowledge of current events 

between students who played NEWS GAME occasionally 

and those who never played NEWSGAME. 
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In this study, the data shows statistically signifi-

cant differences between students who played NEWSGAME 

and those who did not. The conclusion is that students 

who played regularly scored higher and had greater 

knowledge of currents than those who played occasionally. 

Those who played NEWSGAME occasionally scored higher 

and had greater knowledge of current events than those 

who never played NEWSGAME. 

This could be due to the fact that teachers using 

NEWSGAME were given a structure that allowed them to 

integrate current events information more regularly 

into their classrooms. 

Recommendations 

As a result of this study, the following recommenda

tions for further investigation are suggested: 

1. This study concluded that students who played NEWSGAME 

scored higher than students who did not play NEWS GAME 

on their overall knowledge of current events. The 

replication of this study with more in-depth questions 

as to where students would be acquiring news informa

tion and how much time per week they would be viewing 

news programs, reading newspapers, etc. would give 

additional insight into habits being developed. 



2. Another area of investigation would be to examine 

if the habits developed by using this game transfer 

over time to student behavior outside the classroom. 

That is, do students continue to be more informed 

about current events by viewing newsprogramming and 

reading newspapers because of a~ educational tool 

such as NEWSGAME? 

3. Since NEWSGAME can be used as an individual, small 

group or classroom teaching aid, a comparison of its 

effectiveness in each of these situations over a long 

period of time to test retention would be useful. 

4. The findings in this study indicated that males 

scored higher than females on the current events 

questionnaire. Research to determine why this 

occurred would be of interest. 

5. The results of the data analyzing students over age 

14 found they scored higher than those under age 14. 

A study to explore the reason for this finding 

would be of interest. 

6. Another study that would be useful would be to 

explore if different learning styles affect how 

well students do playing an educational game such 

as NEWSGAME. 
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7. The researcher recommends that this study be replicated 

with more control over random selection of subjects 

and the use of a pre-test and a post-test. 



159 
8. A study that would show the optimal amount of time 

educational games should be combined with other teaching 

techniques would be of great interest. As part of 

this study, it would be useful to know how much of 

the learning situation should be devoted to educational 

games and when they should be introduced into the 

learning process. 



APPE~DIX A NE~SGAME QUESTIONNAIRE 

The purpose of this project is to determine if NEWSGAME aids in the 
learning of current events. This questionnaire is an overview of events 
that have happened during the past year. Your teacher will administer 
the questionnaire. Your answers will be sent to the investigator and 
processed along with other students' answer sheets. The test will take 
45 minutes. Your completion of this questionnaire will indicate that 
you have agreed to participate in this study. 

School 
Grade 
Age 
~Iale Female 

1) Ha\e you ever played NE\\SGA.,l,j[? 
Yes r-.o 

2) If yes, when? (Example: 1st semester, all year) 
Ho~ often? (Example: onte a week, every other week) 

3) i-.hat dId you like/dislike about NE~SGAM£? 

THE UNITED STATES 

1 pC' i n t 

1. In ~hat month was super Tuesday in 1988' 

OlIver Sorth ~as fired from 
(~hat government agency? 

3. In ~hat city ~ill the National DemocratIc Convention be held? 

4. ~ho was the most recent appointee to the US Supreme Court? 

5. ....'hu replaced Casper Weinberger as Secretary of Defense? 

2 pOInts 

6. \\hu replaced Evan Mecham as governor of Arizona? 
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7. ~hat is the name of the state where the San Andreas Fault is located? 

M. ~hat famous composer of American music recently turned 100? 



9. What cabinet position did Donald Regan hold? 

lli. The capital of Ohio is 
a. Cleveland b. 
c. Columbus d. 

Cincinnati 
Dayton 

11. Name the 3 living ex-presidents. 

12. ~hich man ~as not a candidate for president? 
a. Jackson 
b. Gore 
c. Cuomo 

WATER 

1. 

3. 

4. 

'i . 

Ships from ~hat Persian Gulf nation began sailing under the 
CS flag recently? 

Colorado River water is used by California and 

The Hoover Dam is located on what river? 

~hdt state is known as the land of 10,000 lakes? 

Bv ~hat major port citv is the mouth of the Mississippi 
R 1 \ er ': 

TERMS 

I. Since the October crash, the stock market has returned to a 
market. 

') 
~ . A bear market is a ____________________ ~market. 

3. Chicago Bulls' Michael Jordan's nickname is 

4. is an increasingly popular yet deadly 
derivative of cocaine. 

S. "A ~ation at Risk" refers to a national dilemma in 
a. education 
b. economy 
c. foreign POlICY 

6. The annual "Golden Fleece" aloard is given for waste in 
government spending by 
d. PrOXITllre 
b. \o.'elcker 
c. Koch 
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3 points 

7. A native of Rome would be called 

8. ~hat does AIDS stand for? 

9. What is the name of the defensive shield in space proposed by 
President Reagan? 

10. What is the major strategic arms treaty being currently 
negotiated? 

11. From what country is the term glasnost? 

ENTERTAINMENT 

1 point 

1. \\'hat picture won "Best Picture of 1987" at the 1988 Oscars? 

L points 

2. ~ho ~as the Me for the 1988 Oscar A~ards' 

3 points 

3. 1>.110 is "'Titing scripts for the Johnny Carson Show? 

4. ~hat entertainer was elected mayor of Palm Springs? 

HONEY AND BUSINESS 

1 point 

1. Ho~ much does a first class postage stamp cost? 

2. I>.'hat television ministry had its tax exempt status revoked? 

3. ~hat day are federal income taxes due? 

4. ~hat financially troubled airline is under FAA investigation? 

5. ~hat does GNP stand for? 

6. ~hat major bank with headquarters in LA recently burned? 

7. Panama runs on what unit of currency' 
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SPORTS 

1 point 

1. ~hat baseball hero was suspended for 30 days? 

2. ~hat is the name of the new Arizona football team? 

3. Bryan Boitano won what medal in the ~inter Olympics? 

mE WRLD 

1 point 

1. What dictator has resisted US efforts to oust him? 

2. Who was not allowed to go to his own mother's funeral? 

3. \o.'hat is the first and only labor union in a Communist City? 

4. What American service organization was a target of terrorist 
attacks in ~aples? 

CAMPAIGN '88 

1. 

2. 

3. 

4. 

5. 

Although the majority have dropped out, 13 candidates--7 
Democrats and 6 Republicans--were seeking their party 
nomination for president. The Democrats are: Bruce 
Babbitt, Michael Dukakis, Richard Gephardt, Albert Gore, 
Gary Hart, Jesse Jackson, Paul Simon. The Republicans are: 
George Bush, Robert Dole, Pierre Dupont, Alexander Haig, 
Jack Kemp, Pat Robertson. Tell which one of them ...• 

point 

--:-_:---:-_--:-was presidential candidate and heir to a large 
chmical empire. 

_______ has never held a public office. 

_______ was a former pro football player. 

------is Democratic contender and governor of Massachusetts. 

_______ has a wife who was on Presidential staff and gave 
up her post. 
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6. was former General and Chief of Staff under President NIxon. -------
7. _______ .... as involved in a sex scandal and dropped out of the race. 
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2 points 

8. former head of religious broadcast network. 

9. Republican candidate who hails from Texas. 

10. ~as instrumental in negotiating the release of a 
hostage held in the Middle East. 

3 points 

11. is a Congressman from Texas. 

12. ______ onl y candidate from Arizona. 

13. candidate from the "Shmo. Me" state, ------
14. ______ unsuccessful Republican candidate in '84. 

15. is the leader of the Republican nomination no~ locked in. ------
AFRICA 

1. \\'hich country is in Africa" (a) Algeria (b) Morocco (c) Israel 

2. hhat countrv in Africa had a famine over the last fe~ years? 
a. EthIopia 
b. Angola 
c. S. Africa 

2 pOInts 

3. ~hi(h AfrIcan Country has a ~hite controlling government? 

3 pOints 

4. ~hat type of governemnt does Mozambique have? 
a. Marxi st 
b. Socialist 
c. Democratic 

BIGGEST CITIES 

1 pOlnt 

1. ~hat is the biggest city in Texas? 

') \\'hat IS the biggest city in Arkansas? 



3. What is the biggest city in California? 

2 points 

4. What is the biggest city in Georgia? 

3 points 

5. What is the biggest city in South Dakota? 

REAGAN 

1 point 

1. ~hat controlling measure does the President have over the 
legislative branch? 

2 points 

, ~here are the Reagans buildinR their new home? 

3 puints 

3. ~hat movIe star was R. Reagan's first wife? 

CENTRAL AMERICA 

1 point 

1. General Manual Antonio Noriega, the man charged with drug 
offenses by the U.S., is from 
a. Argentina 
b. Ec uador 
c. Panama 
d. Honduras 
e. Det rOI t 

:; points 

2. In one Central American country, the U.S. is backing rebel 
forces which oppose the government; in antoher, the U.S. is 
backing the government against rebel forces. In which 
count ry does the U. S. back the rebel s? The 
government? 
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UN I VERSITI ES 

1 point 

1. 

') 

~hich of the following universities in not located in 
Massachusetts? 
1. Harvard 
2. Northeastern University 
3. Princeton 

Brigham Young University is located in what state? 

HI SCELLANEOUS 

1 point 

1. ~hat is the one feared cause of death in San Francisco? 

3. 

/ .... 

I,.,ho .. as the last President to complete 2 consecutive terms? 

~hat religious denomination was made famous by the scandals 
of Jir:, and Tammy Baker and Jimmy S-..aggart? 

I,.,'hdt author referred to as the "dean of SCIence fiction" has 
recently dled? 
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Post Office Box 5707. Tucson, Arizona 85703 • {602} 7929933 

NTh'S GM ANS\olERS FUR TIlE W'EB< ENDING NOVEl1BER 14 I 1987 

~ll~ES 
1) Kennedv 
2) California 
3) b -- Carlucci 
4) Phi Be ta Kappoa 

!'{)NfY 

'f"I""""'D"-- went dO"'Tl 
2) i1loorts 
3) b :.- less 
4) c -- 54 million 

"11SC. 
T')'""t:arnezie 
2) c -- Oklahoo.a 
3\ a - irises 
.. ) M1erican 

PLACES 
1) Illinois 
2) Ethiopia 
3) Ireland 
4) San Diego 

NAMES AND TE'R.~ 
t)cannons 
2) b -- secret 
3) c -- Post 
4) States 

POLITICIANS 
1) Speaker 
2) c -- draft 
3) a -- veterans 
4) a -- balanced b.Jdget 

ruCSOf\ A.\"D SOL"IHER~ Al. 
1) U;rry smi th 
2) cancer 
3) 8 -- increase 
4) Kolb 
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APPENDIX C 
Mary M. Zakrasek April 20, 1988 
10711 Bluffside Drive ~201 
Studio CIty, CA 91604 

Dear NewsGartE Participant: 

I am working on a dissertation at the University of Arizona. 
My research involves fiming out if NewsGanE is effective 
and ways it can be iJtl>roved.. My program can only be CClTpleted 
wi th your help. Since you are one of the few teachers wtx> have 
recei ved NewsGanE oontinoously througrout the year, I especially 
need your assistance! In return, I will share the results 
wi th you. There are three i terns needed: 

1) A brief description of l'x:Jw you've used NewsGaJre 

2) A final current events questionnaire to be given 
to NewsGarre sttrlents (I will mail this to you) 

3) Contacting a teacher in your school wtx> hasn't 
used NewsGarre and have sttrlents take the same 
questionnaire (as a oontrol group). 

I realize the end of the year is closing in and time is tight 
but I would ~ nuch appreciate your help. If you have any 
questions, please call Ire. I oope you'll fill out the following 
and return it in the envelope provided. Thank you in advance 
for your cooperation!!! 

Name: 

School: 

Pddress: 

Number of Students: 

1) Hc7.v I use NewsGarre: 

2) I will partipate in the final questionnaire Yes No 
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3) I will be able to oontact aoothe.r teacher wtx> hasn't used NewsGarre 
and have their students take the questionnaire that will be provided. 

Yes NutiJer of Sttrlents No 



REFERENCES 

Abt, C. C. (1967, October). Why educational games 
win converts. Nation's Schools. !Q(4), 92-93. 

Abt, C. C. (1968). Games for Learning. In Simulation 
Games in Learning. 65-84. eds. Boocock, S. S., 
Schild, E. 0., Beverly Hills, CA: Sage Publications. 

Abt, C. C. (1970). Serious Games. New York, NY: 
The Viking Press Inc. 

Abt, C. C. (1980, March). Games for Learning. 
ED178394. Occasional Paper No.7, 3-24, National 
Science Foundation, Waqhington, D.C. 

Ahern, J., Bonanni, L., Ellis, B., McWhorter, J., 
Potter, T., and Whelan, D. (1968). ~ Study and 
Survey of Simulation and Games ~ Training 
Techniques. Unpublished repcrt. Industrial College 
of the Armed Forces. 

Allen, L. E., Allen, R. W. & Miller, J. C. (1966, 
September). Programmed Games and the Learning 
of Problem-Solving Skills: The WFF 'N PROOF Example. 
The Journal of Education Research, iQ(l), 22-26. 

Allen, L. E., (1967). Rules and Freedom: Games as 

171 

a Mechanism for Ego Development in Children and 
Adolescents. In Games in Education and Development. 
59-74. eds. Shears, L. M., Bowen, E. M., Springfield, 
IL: Charles C. Thomas. 

Allen, L. E., Allen, R. W., & Ross, J. 
The Virtues of Nonsimulation Games. 
Gaaes, 1, 319-326. 

(1970, September). 
Simulation and 

Alley, R., & Gladhart, S. (1975, March). Political 
Efficacy of Junior High Youth: Effect of the Mayoral 
Election Game. Simulation and Games, ~(1), 73-83. 



Anderson, C. R. (1969). The Effectiveness of ~ 
Simulation Learning Game in Teaching Consumer 
Credit to Senior High School Students in Comparison 
to a Conventional Approach to Instruction. Unpublished 
doctoral dissertation, University of Maryland. 

Anderson, C. R. (1970, March). An Experiment on 
Behavioral Learning in a Consumer Credit Game. 
Simulation and Games, 1, 43-54. 

Atkin, C., Murray, J., & Hayman, O. (1971). Television 
and Social Behavior: An Annotated Bibliography of 
Research Focusing ~ Television's Impact ~ 
Children. National Institute of Mental Health, 
Public Health Service, Rockville, Maryland. 

Atkin, C. (1972). Anticipated Communication and Mass 
Media Information-Seeking. Public Opinion Quarterly, 
1, 188-200. 

Atkin, C., & Gantz, W. (1974). How Children Use 
Television News Programming: -patterns of EXPosure 
And Effects. ED 094431. 

Atkin, C., & Greeberg, B. (1974). Learning About 
Politics from Public Television. Final report to 
the Corporation for Public Broadcasting. 

Attig, J. C. (1967, January). Use of Garnes as a 
Teaching Technique. Social Studies, 2!, 25-29. 

Avedon, E. M., & Sutton-Smith, B. (1971). The Study 
of Games. New York: John Wiley & Sons,-rnc. 

Bagley, E. G. Jr., (1973). The Bffects of Role, Sex and 
Ability on Learning and Retention from a Third 
Grade Simulation Game. Doctoral Dissertation 
Abstracts, University of Georgia. 

Bagley, E. (1974). Simulation Game Research at the 
Early Elementary Level. Social Education, l!, 288-290. 

Baker, E. H. (1968). A Pre-War Simulation for Teaching 
American History .. In Simulation Garnes in Learning. 
135-142. eds. Boocock, S. S., Schild, E. 0., 
Beverly Hills, CA: Sage Publications. 

172 



Ball, S., & Bogatz, G. A. (1970). 
Sesame Street: An Evaluation. 
Educational Testing Service. 

The First Year of 
Princeton: 

Ball, H. G., (1976, September). What's in a Game? 
Elementary School Journal, 12, 42-49. 

Becker, J. (1980, November). Why in the World: A 
Teacher's Handbook. National Association of 
Secondary School Principals Bulletin. As cited 
by Pellet, E., et al., ED214806. 1981. 

Blaga, J. J., (1979, October). Simulations: An 
Evaluation. The High School Journal, 63(1), 30-35. 

173 

Bloom, B. S., Engelhart, M. D., Furst, E. J., Hill, W. H., 
& Frathwohl, D. R. (1956). Taxonomy of Educational 
Objectives: The Classification of Educational 
Goals. Handbook I: Cognitive Domain. NY: 
David McKay. 

Bloom, B. S. (1 9 7 6) . 
School Learning. 

Human Characteristics and 
NY: McGraw-Hill. 

Boocock, S. S., & Coleman, J. S. (1966, Summer). Games with 
Simulated Environments in Learning. Sociology of 
Education 

Boocock, S. S. (1967a). Life Career Game. Personnel 
and Guidance Journal, ~, 328-334. 

Boocock, S. S. (1967b, October). Games Change What 
Goes On In a Classroom. Nation's Schools, !Q(4), 
94-96. 

Boocock, S. S. (1968). From Luxury Item to Learning 
Tool: An Overview of the Theoretical Literature 
on Games. In Simulation Games in Learninr. 53-64. 
eds. Boocock, S. s., Schild, E.-o., Bever y Hills, 
CA: Sage Publications. 

Boocock, S. S. (1972, March). Validity Testing of an 
Intergenerational Game. Simulation and Games, 1(1), 
29-40. 

Boocock, S. S., & Schild, E. O. (1968). The Future of 
Simulation Gumes. In Simulation Games in Learning. 
255-268. eds. Boocock, S. S., Schild, E. 0., 
Beverly Hills, CA: Sage Publications. 



Bowen, J. J. (1969). The Use of Games as an Instructional 
Media. Doctoral Dissertation. University of 
California, Los Angeles. 

Brand, M. (1976). A Study of the Effectiveness of 
Simulation Techniques in Teaching Behavior 
Management Skills to Undergraduate Music Education 
Majors. Doctoral Dissertation Abstracts, University 
of Miami. 

Brand, C. A. (1980, June). Learning from Simulation 
Games: Effects of Grouping. Simulation and Games, 
.!l, 163-176. 

Bruner, J. (1961). The Process of Education. Cambridge, 
MA: Harvard University Press-.-

Bruner, J. (1966). Toward ~ Theory of Instruction. 
Cambridge, MA: The Belknap Press of Harvard 
University Press. 

Caillois, R. (1961). Man, Play, and Games. NY: Free 
Press. 

Campbell, D. T., & Stanley, J. C. (1963). Experimental 
and Quasi-Experimental Designs for Research. 
Chicago: Rand McNally College Publishing Co. 

Carlson, E. (1967, April, 15). Games in the Classroom. 
Saturday Review of Literature. 62-63. 

Carlson, E. (1969). Learning Through Games: A New 
Approach To Problem Solving. Washington, D:C::
Public Affairs Press. 

Chaffee,S., Ward,S., & Tipton, L. (1970). Mass 
Communication and Political Socialization. 
Journalism Quarterly, !I, 647-659. 

Chaffee, 5., McLeod, J., & Atkin, C. (1971). Parental 
Influences on Adolescent Media Use. American 
Behavioral Scientist, !i, 323-340. 

Chartier, M. R. 
Experimental 
Instrumented 
1, 203-217. 

(1972, June). Learning Effect: An 
Study of a Simulation Game and 
Discussion. Simulation and Games, 



Cherryholmes, C. H. (1966). Some Current Research on 
Effectiveness of Educational Simulations: 
Implications for Alternative Strategies. The 
American Behavioral Scientist, lQ, 4-7. 

Clayton, M., & Rosenbloom, R. (1968). Goals and 
Designs: Games in a New Social Studies Course. 
In Simulation Games in Learning. 85-92. eds. 
Boocock, s. 5., SchiIa, E. 0., Beverly Hills, 
CA: Sage Publications. 

175 

Cloud, L. E. (1974, April). Using Simulation Materials 
in Social Studies Instruction. The High School 
Journal, 1, 273-277. 

Cohen, R. B., & Bradley, R. H. (1978, March). 
Simulation Games, Learning, and Retention. 
The Elementary School Journal, 1!(4), 247-253. 

Coleman, J. (1961). The Adolescent Society: The Social 
Life of the Teenager and Its Impact on Education. 
NY: Free Press. 

Coleman, J. s. 
Princeton: 

(1967a). Academic Games and Learning. 
Educational Testing Service: 

Coleman, J. S. (1967b, January). Learning Through Games. 
National Education Association, ~, 69-70. 

Coleman, J. s. (1975). Introduction: In Defense of 
Games. Gaming-Simulation: Rationale, Design, 
and Applications. 72-74. eds. Greenblat, C. 5., 
Duke, R. D., NY: Sage Publications 

Coleman, J., Livingston,S., Fennessey, G., Edwards, K., 
and Kidder, S. (1973, January). The Hopkins Games 
Program: Conclusions from Seven Years of Research. 
Educational Researcher, ~, 3-7. 

Cook, T. D., & Campbell, D. T. (1979). Quasi-Experimenta
tion Design and Analysis Issues for Field Settings. 
Boston, ~ H6ughton Mifflin Co. 

Coombs, D. H., (1976, August). Simulation and Gaming: 
The Best of ERIC. ED 126891. 



Coopersmith, S. (1967). The Antecedents of Self
Esteem. San Francisco~A: W.H. Freeman-.---

Cruickshank, D. R., (1977). A First Book of Games 
and Simulations. Belmont,-CA: Wadsworth 
Publishing Co, Inc. 

Cruickshank, D. R., & Mager, G. M. (1976, July). 

176 

Toward Theory Building in the Field of Instructional 
Games and Simulations. Programmed Learning and 
Educational Technology, 11, 5-9. 

Curry, J. F., & Brooks, R. L. (1971). ~ Comparison 
of Two Methods of Teachina Life Career Planning 
to JUnior High SChool Stu entS7 Final Report. 
ED059401. United States Office of Education, 
Washington, D.C. 

DeNike, L. (1976, March). An Exploratory Study of 
the Relationship of Educational Cognitive Style 
to Learning Through Simulacion Games. Simulation 
and Games, 2(1), 65-74. 

DeRoche, E. F. (1979, November). NIE Research: In 
Education Only Significant Differences Count. 
ED172216. 

DeVries, D. L., & Edwards, K. J. (1973, Fall). 
Learning Games and Student Teams: Their Effects 
on Classroom Process. ED070019 

DeVries, D. L., Slavin, R. E., Fennessey, G. J., Edward, 
K. J., Lombardo, M. M., (1980). Teams-Games
Tournament: The Team Learning Approach. 
Englewood Cliffs, N.J.: Educational Technology 
Publications. 

Dewey, J. (1922). Human Nature and Conduct. NY: 
Henry Holt. 

Dewey, J. (1928). Democracy and Education. NY: 
MacMillan. 

D'Heurle, A., & Fiemer, J. N. (1971, December). 
On Play. Elementary School Journal, 11, 118-124. 

Dominick, J. (1972). Television and Political Socializa
tion. Educational Broadcasting Review, 6, 48-56. 



Duke, R. D., & Greenblat, C. S. (1975). Running Games: 
A Guide for Game Operators. In Gaming-Simulation: 
Rationale, Design, and Applications. 196-208. 
eds. Greenblat, C. S., Duke, R. D., NY: Sage 
Publications. 

Duke, R. D., (1975). Specifications for Game Design. 
In Gaming-Simulation: Rationale, Design, and 
Applications. 162-168. eds. Greenblat, C.S., 
Duke, R. D., NY: Sage Publications. 

Duke, R. D., & Greenblat, C. S. (1975). Running 
Games: A Guide for Game Operators. In Gaming
Simulation: Rationale, Design, and Applications. 
196-208. eds. Greenblat, C. S., Duke, R. D., 
NY: Sage Publications. 

Edwards, K. J. (1971). Students' Evaluation of a 
Business Simulation Game ~ ~ Learning Experience. 
Report No. 121. Baltimore: Center for Social 
Organization of Schools, The John Hopkins University. 

Edwards, K. J., DeVries, D. L., & Snyder, J. P. (1972, 
September). Games and Teams, A Winning Combination. 
Simulation and Games, 1, 247-269. 

Ehrlich, E. (1988, September). America's Schools 
Still Aren't Making the Grade. Business Week, 
129-136. 

Eiferman, R. R., (1968). School Children's Games. 
Washington, D.C. Office of Education, Department 
of Health, Education, and Welfare. 

Farran, D. C. (1969). Competition and Learning 
for Underachievers. In Simulation Games in 
Learning. 191-203. eds. Boocock, S. S., Schild, 
E. 0., Beverly Hills, CA: Sage Publications. 

Feldt, A. G. (1966, January). Operational Gaming in 
Planning Education. Journal of American Institute 
of Planners, 32, 17-23. 

Fennessey, G. M., Livingston, S. A., Edwards, K. J., 
Kidder, S. J., & Nafziger, A. W. (1972, April). 
Simulation Gamin~ and Conventional Instruction: 
An Experimentalomparison. Center· for the Social 
organization of Schools Report No. 128. 

177 



Flander, N. A. (1951, October). Personal-Social 
Anxiety as a Factor in Experimental Learning 
Situations. Journal of Educational Research, 
~, 100-110. 

Fleming, D. B., & Weber, L. J. (1982, March). 
Students and the News: Patterns of Knowledge 
and ACquisition. ED 109143. 

Fletcher, J. C. (1968). The Effects of Two 
Elementary School Sociar-Studies GarneS:-
An Experimental Field Study. Unpublished Doctoral 
Dissertation, Harvard University. 

Fletcher, J. L. (1971i December). The Effectiveness 
of Simulation Games as Learninq Environments. 
Simulatlon and Games, 1(3), 425-454. 

Fletcher, J. L. (1971). Evaluation of Learning in 
Two Social Studies Simulatlon Games. Simulation 
and Games, 1, 259-286. 

Gagne, R. J. (1965). The Conditions of Learning. 
NY: Holt, Rinehart and Winston, Inc. 

Garvey, D. M., & Seiler, W. H. (1966). ~ Study of 
Effectiveness of Different Methods of Teaching 
International Relations to High School Students. 
Emporia, Kansas: Kansas-State Teachers College. 

Gillespie, J. A. (1972, January). Analyzing and 
Evaluating Classroom Games. Social Education, 
li, 33-42. 

Gilliom, E. M. (1974, April). Trends in Simulation. 
The High School Journal, 7, 265-272. 

Gillespie, P. (1974). A model for the Design of 
Academic Games. In Games In Education and 
Development. 316-352. eds. Shears, L. M., 
& Bower, E. M., Springfield, IL: Charles Thomas. 

Greenblat, C. S. (1975). Teaching with Simulation 
Games: A Review of Claims and Evidence. In 
Gaming-Simulation: Rationale, Design and 
Applications. 270-284. eds. Greenblat, C. S., & 
Duke, R. D., NY: Sage Publications. 

178 



Greer, J. G., Schwartzberg, I. M., Laycock, V. K., 
(1977). Motivating Learners with Instructional 
Games. Dubuque, Iowa: Kendall/Hunt Publishing Co. 

Glazier, R. E., Jr. (1974, April). 
Vehicle for Reflective Thought. 
Gaming, 2, 312-316. 

Glickman, C. D. (1979, February). 
Achievement Scores. Solution: 
Phi Delta Kappan, 454-455. 

Gaming as a 
Simulation and 

Problem: Declining 
Let Them Play! 

Gordon, A. K., (1970). Games for Growth. Palo Alto, 
CA: Science Research Associates, Inc., College 
Division. 

Greenlaw, P.S., Herron, L. W. & Rawson, R. H. (1962). 
Business Simulation. Englewood Cliffs, N.J: 
Prentice-Hall. 

Guise, E. (1974). The Design of Educational Social 
Science Simulation Games: Description and Analysis. 
Doctoral Dissertation, Unkversity of Utah. 

Haas, M. E. (1986, October). How Does The Media 
Influence the Global EducatIOn of American? 
ED270344. 

Hartman, H. D. (1978, July). Television in American 
Culture, ED150958. 

Hazen, J. B. (1974). The Effect of a Science 
Simulation Game on Cognitive Learning, Retention, 
and Affective Reaction. Doctoral Dissertation 
Abstracts, Kent State Unkversity, Ohio. 

Heinich, R. (1986) . Instructional Media. Canada: 
MacMillan Publishing Co. 

Heitzman, W. R. (1974, November). The Validity of 
Social Science Simulations: A Review of Research 
Findings. Education, !!(2), 170-174. 

Heitzmann, W. R. (1977, May). Social Studies 
Simulations and Attitudinal Change: The Research 
Findings. EDIJ3251. 

179 



Heitzmann, W. R., (1983). Educational Games and 
Simulations. 2nd ed. Washington, D.C.: National 
Education Association of the United States. 

Heitzmann, W. R., & Haley, R. (1975, January) ~ Mapping 
Your Class. Catechist. 8, 32-34. 

Hitchens, H. (1984). The United States: Visual 
literacy. Media Education. Vendome, France: 
United Nations Educational, Scientific and 
Cultural Organizations, 319-328. 

Horn, R. E. 1975. Trends in Simulation Gaming. 

180 

Improving Human Performance Quarterly, 4(4), 167-174. 

Huizinga, J. (1955). Homo Ludens, ~ Study of the Play 
Element in Culture. Boston: Beacon Press. 

Hunter, R., & Clark, R. E. (1977, July). Simulation/ 
Gaming Research. Educational Technology, 11, 44-45. 

Inbar, M., & Stoll, C. S. (1970, September). Games 
and Learning. Interchange, !(2), 53-61. 

Inbar, M., & Stoll, C. S. (1972). 
Gaming in Social Science. NY: 

Simulation and 
The Free Press. 

Johnson, R. H., & Euler, D. E. (1972). Effect of the 
Life Career Game on Learning and Retention of 
Educational Occupational Information. The School 
Counselor, 19(3), 155-159. 

Karlin, M. W., (1971). The Development and Utilization 
of a Card Game for Teaching Prime Factorization in 
the Fifth Grade. Doctoral Dissertation Abstracts, 
University of Colorado. 

Kasperson, R. E. (1968, October). Games as Educational 
Media. Journal of Geography, 67, 406-422. 

Keach, E. T., " Pierfy, D. A. (1972). The Effects of 
~ Simulation Game ~ Learnina of Geography --
Information at the Fifth Gra e Level: Final Report. 
Washington, D.C.: National Center for Educational 
Research and Development. ED068889 



181 

Keller, J. M. (1983). Instructional-Design Theories 
and Models: An Overview of their Current Status. In 
Motivational Design of Instruction. 383-434. 
ed. Reigeluth, C. M. Hillsdale, N.J.: Lawrence 
Erlbaum Associate Publishers. 

Kelly, J. (1985, December). Student-Centered Teaching 
for Increased Participation. ED260033. 

Kenworthy, L. S. (1970) . 
Teaching. Belmont, CA: 

Guide to Social Studies 
Wadsworth Publishing r.o. 

Knight, F. H. (1921). Risk, Uncertainty and Profit. 
Boston: Houghton Mifflin Co~pany. 

Langer, J. H. (1970, February). The News Media and 
Social Science Teaching. Phi Delta Kappan, 11(6), 
318-320. 

Lee, R., & O'Leary, A. (1971). Attitude and Personality 
Effects of a Three-Day Simulation. Simulation and 
Games, 1, 309-348. 

Lewis, D. R., & Wentworth, D. (1971). Games and 
Simulations for Teaching Economics. NY: Joint 
Council on Economic Education. 

Lewis, D. R., & Wentworth, D. (1974). Games and 
Simulations for Teaching Economics. New York: 
Joint Council on Economic Education. 

Livingston, S. A. (1970a). Simulation Games as 
Advanced Organizers in the Learning of Social 
Science Materials. Report No. 64. The Center 
for the Study of Social Organization of Schools, 
John Hopkins University. 

Livingston, S. A. (1970b). Simulation Games and 
Attitude Changes: Attitudes Toward the Poor. 
Report No. 63. The Center for the Study of 
Special Organization of Schools, John Hopkins 
Uni~ersity. 

Livingston, S. A. (1971). Will a Simulation Game 
Improve Student Learning of Related Factual 
Material? Educational Technology, 19-20. 



Livingston, S. A. (1972, December). The Academic 
Games Program: ~ Summary of Research Results 
(1967-1972). John Hopkins University, Center for 
The Study of the Social Organization of Schools. 

182 

Livingston, S. A., Fennessey, G. M., Coleman, J. S., 
Edwards, K. J., , Kidder, S. J. (1973 J June). The 
Hopkins Games Program: Final Report ~ Seven Years of 
Research. Report No. 155. Baltimore: Center for 
Social Organization of Schools, The John Hopkins 
University. 

Lucas, L. A., Postma, C. H., Thompson, J.C. (1975, July). 
A Comparative Study of Cognitive Retention Using 
Simulation-Gaming as Opposed to Lecture-Discussion 
Techniques. Peabody Journal of Education, 261-266. 

Lyle, J., & Hoffman, H. (1972). Explorations in 
Patterns of Television Viewing by Preschool-Age 
Children. In Television in Day-To-Day Life: 
Patterns of Use. eds. Rubenstein, E. A., Comstock, 
G. A., & Murray, J. F. Washington: Government 
Printing Office. 

Maxson, R. C. (1973, December). 
That Can Make A Difference. 
12(11), 107-111. 

Simulation: A Method 
The High School Journal, 

McLuhan, M. 
of Man. 

(1964). Understanding Media: The Extensions 
NY: McGraw-Hill. 

Mead, G. H. ,1934). Mind, Self and Society. Chicago: 
University ~f Chicago Press. 

Meadows, D., Behrens, W., Meadows, D. H., Naill, R., 
Randers, J., , Zahn, E. (1974). Dynamics of Growth 
In a Finite World. Cambridge, MA: Wright-Allen Press. 

McIntyre, J., & Teevan, J. (1972). Television Violence 
and Deviant Behavior. In Television and Social 
Behavior: Television and Adolescent Aggressiveness. 
eds. Comstock, G., Rubinstein, E., Washington: 
Government Printing Office. 

McKenney, J. L., & Dill, W. (1966, October). Influences 
on Learning in Simulation Ga~es. American Behavioral 
Scientist, lQ(2), 28-32. 



McKenney, J. L., & Dill, W. R. (1968). The Effects 
of Team Assignment and Faculty Boards on 

183 

Student Attitudes and Learning. In Simulation Games 
In Learning. 217-239. eds., Boocock, S. S. & Schild, 
E.O., Beverly Hills, CA: Sage Publications. 

McLeod, J., Atkin, C., & Chaffee, S. (1972). Adolescents, 
Parents, and Television Use. In Television and 
Social Behavior: Television and Adolescent 
Aggressiveness. eds. Comstoc~G., & Rubinstein, 
E., Washington: Government Printing Office. 

Mountain, M. H., (1960). Educational Games for Classroom 
Use. Unpublished Doctoral Dissertation, Pennsylvania 
State Univeristy. 

Myer, D. J. (1967). Long Term Effects 0f Simulation. 
Unpublished Master's Thesis, California Western 
University. 

Nesbitt, W. A. (1968). Simulation Games for the Social 
Studies Classroom. NY: New Dimensions-5eries, 
Foreign Policy Association. 

Pate, G. S., & Mateja, J. A. (1979). Retention: 
The Real Power of Simulcltion/Gaming? Journal of 
Experiential Learning and Simulation, 1, 195-202. 

Pellet, E. A., 
Handbook. 

(1981). Why In the World: 
ED214806. 

A Teacher's 

Piaget, J. (1948). The Moral Judgment of the Child. 
Glencoe, IL: The Free Press. 

Pond, G. D. (1977, Winter). News for Students. 
Community College Frontiers, 5(2), 26-27. 

Raser, B. W. (1969). Simulation and Society. Boston: 
Allyn and Bacon, Inc. 

Reed, S. (1981, January). Cronkite: An Interview. 
Media and Methods. 12(5), 17-19, 46-47. 

Reiser, R. A., & Gerlach, V. S. (1977, December). 
Research on Simulation Games in Education: A 
Critical Analysis. Educational Technology, ~, 
13-18. 



Reisler, R. F. (1980, February). Editorial Review. 
Phi Delta Kappan, !!(6). 

Riegel, T. K. (1969). A Comparative Study of Two 
Approaches to the Teaching of Economics in a 
Suburban New Jersey 12th Grade Economics Classroom. 
Doctoral Dissertation Abstracts, New York university. 

Roberts, N. (1976). Simulation Gaming: A Critical 
Review. ED137165. 

Robinson, J. A., (1965). Simulation and Games. 
Unpublished paper. Ohio State University, Department 
of Political Science. 

Robinson, J. A. (1966). Simulation and Games. In 
The New Media and Education. 85-123. eds., Rossi, 
~ ~iddle, a:- Chicago: Aldine. 

Robinson, J. (1972). Toward Defining the Functions of 
Television. In Television in Day To Day Life: 
Patterns of Use. eds., Rubinstein, E. A., Comstock, 
G. A., & Murray, J. P. Washington: Government 
Printing Office. 

Robinson, J. A., Anderson, C. F., Hermann, M. G., & 
Snyder, R. C. (1966). Teaching with Inter-nation 
Simulation and Case Studies. The American Political 
Science Review, iQ, 53-65. 

Roper, B. W. (1918). Public Perceptions of Television 
and Other Mass Media: ~ Twenty-Year Review 1959-1978. 
NY: Television Information Office. 

Rosenfeld, F. H. (1975). The Educational Effectiveness 
of Simulation Games: A Synthesis of Recent Findings. 
In Gaming-Simulations: Rationale, Design, and 
Applications. 285-291. eds., Greenblat, C. S., & 
Duke, R. D., NY: Sage Publications. 

Sanders, N. (1968). Changing Strategies of Instruction, 
Three Case Examples. National Council for the 
Social Studies Yearbook. 11, 139-173. --- ---

184 

Schild, E. o. (1968). Interaction in Games. In Simulation 
Games In Learning. 93-104. eds., Boocock, S. S., 
& Schild, E. 0., Beverly Hills, CA~ Sage Publications. 

Schild, E. O. (1971, March). Letter to the editor. 
Simulation and Games, 1, 119-123. 



185 

Schramm, W., Lyale, J., & Parker, E. B. (1961). 
Television in the Lives of Our Children. Stanford: 
Stanford University Pres~ ---

Schran, H., & Kumpf, D. (1972, December). Environmental 
Games in the United States: A Review of a Decade 
of Confusion. Simulation and Games, 1, 464-476. 

Seidner, C. 
Games. 
11-45. 
Beverly 

J. (1978). Teaching with Simulations and 
In Learning with Simulations and Games. 
eds., Dukes, R. L., & Seidner, C. J. 
Hills, London: Sage Publications. 

Shears, L. M., & Bower, E. M. (1974). Games in 
Education and Development. Springfield, IIIinois: 
Charles C.~omas Publisher. 

Shirts, R. G. (1975). Notes on Defining "Simulation". 
In Gamin~-Simulation: Rationale, Design, and 
Applicat~ons. 75-81. eds., Greenblat, C. S., & 
Duke, R. D., NY: Sage Publications. 

Shirts, R. G. (1976, July). Simulation Games: An 
Analysis of the Last Decade. Programmed Learning 
and Educational Technology, 11(3), 37-40. 

Shirts, R. G., & Sprgaue, H. T. (1966). Exploring 
Classroom Uses of Simulations. La Jolla, CA: 
Western Behavioral Sciences Institute. 

Simmel, G. (1950). Sociability: An Example of Pure 
or Formal Sociology. In The Sociology of Georg 
Simmel. ed. Wolff, K., Glencoe, IL: Free Press. 

Slavin, R. E. (1982). Cooperative Learning: Student 
Teams. Washington, D. C.: National Education 
Association. 

Smith, C. L. (1975). Personality and Attitudinal Shifts 
Under a Simulated Teaching Experience. Improving 
College and University Teaching, 23, 229-231. 

Smith, P. C. 
Events. 

(1980, October). Electrifying Current 
Teacher, 98(3), 74-78. 

Sprague, H. (1966). Using Simulations to Teach 
International Relations. Mimeographed Paper. 
La Jolla, CA: Western Behavioral Sciences Institute. 



Spencer, H. (1873). The Principles of Psychology. 
NY: D. Appleton. 

Stadsklev, R. A. (1969). A Comparative Study of 
Simulation Gaming and Lecture-Discussion Methods. 
Unpublished Master's Thesis. University of 
Minnesota. 

Stanley, J. C. (1971, March). Do Nonsimulation Games 
Raise I.Q.'s Whereas Simulation Games do Not? 
Simulation and Games, ~, 119-123. 

Stein, A., Friedrich, L., & Vondracek, F. (1972). 
Television Content and Young Children's Behavior. 
In Television and Social Learning. eds., Murray, 
J. P., Rubinstein, E. A., & Comstock, G. A., 
Washington: Government Printing Office. 

Stembler, W. (1975, December). Cognitive Effect of a 
Programmed Simulation. Simulation and Games, ~(4), 
392-403. 

Stolovitch, H. D. (1976). Formative Evaluation of 
Instructional Games. Improving Human Performance 
Quarterly, !(3), 126-141. 

Stopp, P. (1976, July). Understanding and Evaluating 
the Use of Simulations and Games in Schools. 
Programmed Learning and Educational Technology, 
1l(3), 29-36. 

186 

Sutton-Smith, G., & Roberts, J. M. (1964). Rubrics of 
Competitive Behavior. Journal of Genetic Psychology, 
105, 13-37. 

Sutton-Smith, B. (1971, December). Child's Play -
Serious Business. Psychology Today, !l(5), 68-69. 

Swain, S. (1987, December). C-SPAN Reaches the Classroom. 
Social Education, 11(7), 538-539. 

Targ, H. R. (1967). Imeacts of ~ Elementary School 
Inter-Nation Simulat10n on Developing Orientations 
to International Politic~ Unpublished Doctoral 
Dissertation, Northwestern University. 

Theony, A. R., & Horton, F. B. (1970). Simulation 
Games in Social Science Teaching and Research: An 
Interim Report. ED041797. 



187 

Thorpe, G. E. (1971, April). A Brief Survey of Research 
in Learning Through the Use of Simulation Games. 
The High School Journal, !, 454-469. 

Thorelli, H. B., & Graves, R. L. (1964). International 
Operations Simulation. NY: Free Press. 

Twelker, P. (1972). Some Relfections on Instructional 
Simulation and Gaming. Simulation ana Games, 1, 
147-153. 

Twelker, P. A. (1976). Examining the Research Evidence 
on Simulation/Gaming. Improving Human Performance 
Quarterly, !(3), 96-104. 

Wagner, G. (1961, April). What Schools Are Doing in 
Educational Games. Education,!i, 509. 

Watson, B. (1975)~ Games and Socialization. In 
Gaming-Simulation: Rationale, Desirn, and 
Applications. 42-46. eds., Greenb at, C. S., 
& Duke, R. D., NY: Sage Publications. 

Wentworth, D. R., Lewis, D. R. (1973, May). A Review 
of Research on Instructional Games and Simulations 
in Social Studies Education. Social Education, 
11, 432-440. 

Wilson, C. R., & Schug, M. C. (1980). A Guide to 
Games and Simulations for Teaching Ecnnomics-.-
3rd edition. ED180873-.--

Wing, R. L. (1966). Two Computer-Based Economics 
Games for Sixth-Graders. The American Behavioral 
Scientist, lQ, 31-33. 

Wittich, W. A., & Schuller, C. F. (1973). 
Technology: Its Nature and Use. NY: 

Instructional 
Harper and Row. 

Wolff, P. (1980, March). The Game of Empire: A 
Partial Assessment with Some Comments on Other 
Teaching Games. Occasional Paper No. 9: National 
Science Foundation. ED17839G. 

WylIe, R. (1974). Simulation Games: Facts and 
Fancies. Childhood Education, 50, 307-310. 

Zuckerman, D. W., & Horn, R. E. (1973). The Guide To 
Simulations/Games. Lexington, MA: Information 
Resources. 


