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ABSTRACT

" { W i

“The purposes ©of the study were to detemmine. if
playing a'board game produced valid results for
reviewing World History 3201 in the Province of

Newfoundland and Labrador, and to determine students'

~attitudes concerning the game in several areas.: To do

this, the experimenter posed these que-tions.

(lj Does plaqu the |game for the purpose of xevlewing

lead to an increase x‘n student perfomunce? (2) Will
students using this game rate. the gare’ enjoyable  for
revxewing world history? (3) Will students using t_M.s

game rate the game helpful in reviewing world history?

To investigate these questions,’ teacher-made tests '

and an attitudinal test were administered. 0f the
students enrolled in two classes of World His;.ory 3201,
students were assigned to treatment or control groups.

Both classes were tau&ht f:y the same teacher and the

‘teacher considered students in both classes to be of

the same ability. ~There was a significant difference

between the means of students using this game and the

‘ non users. Also students using this game rated the

game enjoyable for reviewing world history and rated
the game helpful. : W
< id
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Introduction

The purpéses of the study were to defermine if
playing a board. game‘p:oduc'eq valid ‘results for
reviewing Horld History 3201 in the Province of
Newfoundland and Labrador, and to determine studerits
attifudes concerning the game’in geveral areas.’ To do
this, -the experitenter posed these questdons: °
(1) Does playing the game for the purpose of reviewing
lead to an increase in student performance? (2) Wil1 .
students using this game rate t;he‘éame enjoyable for

" reviewing world history? (3) Will students using this
game rate thé game helpful in reviewing world .history? %

An important function of any tewcher is to select

»
. CHAPTER I

THE PROBLEM

the ate learning

desired

to bring about

the teacher's most effective, tool in fighting learmer
apathy and indifference in the classroom is'using a
variety of learning strategies. Also students. respond

with more energy, interest, and resourcefulness when

unique and unusual

teachers._

approaches ‘to learning are used by

££ (1978)

et



been growingWith tragitional teathing methods.
Student apathy, boredon, and dropouts occur because

school seems irrelevant to the. issues shey face. With

h in hnol and the soc:l.al

enviromnent, school mist be concemed yith nev idess

Q’ These include the nature of the learning

in cutx‘lcula and the eff}.cacy of mstxuctlonal

techniques. . - i
‘pavies. (1971). pointed out that the use of ganes

requires- de::isxon makinq. )
Choosing an approprxate teaching strateqy :.5 a

natter of ‘teacher, effectiveneu which' coyld o
learnt. This involves managing tind, choosdng i
what to cos tribu&,e;:ﬂwing’ where and how to
appiy your: [itrengti o e best atrict, st ting
up. the right priorities and then knitting all’
these together by-making effective decisions.
- 174) )

‘Davies (1971) also maintsined three basic criten.a-
can be used by a teacher in order to choose the .

appropriate teaching method.

objectives to be realized, the need to. enrich




the learning experience to harness’ intrinsic i
and extrinsic motivation, and the ability'of o §
the students involved in the task. The actual

decision as to which strategy should be | gaw cul

employed is a function of the interaction of 3

. these three iraziai:les. (p. 175)

3 The use of games as one instructional technlque o 8 ¥

can aupplement a :epextoire of teachmg strategies.

Howevef, it must be realized that games have to be
carefully”selected and used only when they can meet
the objectives of the paztlcular instruction. Gamées

: T

s have»many h,ané‘flts for learning but they do have

ilmitzations. oy .

¥ Belch (1973) noted that educational games and
’éxmulationn, _explicitly used as a media for learning, SR

s . have proliferated geometrically since 1960. Avedon and

Sutton (1971) claimed that use of games in the teaching

. =7 ' of academic subjects is now so enbedded in instructional .
o . techmque that the only 1ssue most teachers 617 really
concerned with is whether they can find a suifable/Game. . i

|
;

for their purpose.

st A Skttt




- : Statement of .the Problem )
Under' the new reorganized h:.gh school progran’ in .
. / the Province of Newfound1dnd, and Labrador,.much
E ’ _emphasis has been placed.on the social studies. The
E i ‘ problem addrésgeci by -this. study is to develop a board L w;
1

P "game t0 be- used as an instructional technique in a

= particular’social ‘studies course, History 3201, for
senior high school students in the Province ot
'Newfoundland .and Labrador. ERR T
“ Bbt (1966) gave a rationale for the use of games
in social studies. N : "
If learning is based on experience ‘and»élra:iing
‘analogles_to previous ekperience, it seems clear
‘Why the effective teaching of social studies is
most difficult when only conventional techniques .

are used. In English, mathematics, physics, and

5 chemistry, there are frequent situations where

the child can learn by doing, such as listening
. - ", and talking, reading sna Velting, problem
" solving, and experimernting. Similar situations - <~
are not usually available to uae"eeachiz}grof
docial studies because. there are no opportuiities 57

for students to make hxstnry, write hmtory,




5

solve problems of global geography and economics,
or experiment with forms of civic organization. ) "
In conventional secondary schoo)] social . 2 '
Studies, the student may not learn as much or '
=5 deeply as in other subjects, because they
cannot readily leamn to be surprised at_thifngs
without having some experience of how they :
‘ought to be. They gannot learn that they have
n"\ade mistakes unlesg: they can make mistakés =~

and making a mistaké-in history means making a

wrong decision, not failing to remember a date.
The relatively greater difficulty of
teaching secondary school social studies seems
‘particularly regrettgble today when the domestic .. | . H
and international socio-political issues need to K
be understood by all'citizens. EI— .
ihdividual high school student needs all'the
soclal studies information be san.get to help
hin in his choice of career and higher education.
For the many high school students who do not go
on to college, social studies offer the only
overall view of our society, our culture, and

our civilization - an overall understanding that




/
is important for the unity of our country-and
the fullest possible development of ‘the ‘
‘individual. It therefore seems useful to
develop improved techniques for teaching social
studies in' secondary schools. Heuristic games
;onsti.tm:e one such technique ‘that improves

student understanding of social studies; by

means of the well-established devices of

conditioning through doing and analogizing to

the students' previous experience. (p. 4) ’

This study examines the use of gaming as a method
of revision. The benefits of games can make revision '

i a much more enjoyable task with a strong increase in
students' interest. In an axamina:tion of revision,
Hearn (1980) stated revision is characterized by
dullness, ‘anxiety and learning blocks. Revision

consists of repetition of past learning of facts and/or

theories in preparation for examinations. Revision is
associdted with dullness and usually anxiety and stress
of future outcomes which further complicate it. . (_) /
Conventional revision does not alleviate learning '

blocks because of lack of creativity and imagination.
Games -contribute significantly to the development of a




creative educational climate. ‘

The potential of gaming: and simulation in revision

is partly a matter of increasing the effectiveness

of study at a time of stress, but it is also an _

issue of more q(;_neral interest.

| Firstly, such methods are one way of
b‘reaking down the aegmen_f_écian of education
into 'course', ‘revision', 'examination'.
-’ Gaming ana simulation link together the

experience of the segments to the benefit of

each. ; f

Secondly, this particular use of gaming
and similation may highlight their wider i

application to other, similar situations. In
particular, the use of ;;alg\inq and simulation -

“‘as training for situations ihvolving a high .
level of both technical proficiency and personal -
involvement - emergefcy duties; working under
presﬂsu}e, orfsis mendGument and 58 on =
deserves much fuller attention and exploration.
(p. 24) :

©  Daves (1983) refers to this\type of research as .

product development a The . is
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with new materials producing higher achievement and/or -
better attitudes than existingmethods, - 1. . . &
Definitions Pl %

i Social Studies - An applied field which involves the

.It involves

social education of citizens..

applying information to social problems and -

i % using responsible, intelléctual processes to

he resolution of these problems....Social

. ; .Studies is'concerned with citizenship education
which should place its focus on the utilization C . “
of knowledge from whatever source in meeting

4 |

the ;practical problems which confront a |

citizen: (Engle, 1970, pp. 778-780) !

Educational Games - A method of stimulation, learning'

and gr

th through the experience of play - .- a

(scxong,wlwg, p. 4.

Games - Voluntary activitiés or occupation§ executed - LA
within certain fixed limits of time and place,
according to rules freely accepted but absolutely
: A 4

binding, having its aim in itself un:d accompanied

2 . ¥ L
by a feeling of tension, joy, and consciousness i

that it is different from ordinary life.
(Huizinga, 1955, p. 28) . : ) W

i
b

i




simulation Games - Detailed models intended to reflect

" & situation found in the real world; a

. * reproduction or imitation of physical or sodial

environment. (Strong, 1975, p. 4)i

‘Board Games A/h:zme‘s.thue are played on a board with . the
i

‘players ng to m'ake decisions.. - H

Plaxer - A per!on who must make a choice among a number

of specifx.ed alternatives in the playing of a qame

+

. (Strong, 1975, P 4)

sion - Repetitmn of. past learning of facts. and/or

in pr igh for i (Hearn,

1980, p. 21);.

Rules' - A clear staLment of cbjectives and regulations
== )
*.governing the achievement of the cbjectives

(Strong, 1975, p. 4).

N
-
i

J

!

|
|




CHAPTER IL

; | REVIEW OF LITERATURE

Introduction’

Games. have been usea extensxvely m the educational

envxronment. Tlua chapter focuses on the nature of games

’ w).th a bxief'backgrcund the&views of educatxcnalists and
other knwledgeable inleldudlB ‘coricerning the worth of

' games, and criticisms of the use of games. -

The Nature of Games

Strong (1975) thought that perhaps the classic work
on games was ‘done by Johann Huizingo who considered a
game ag: . ..’ b :

A voluntary activity or occupation executed within

, certain fixed limits of tihxe and place, accoxdmg
' o rules. freely accegt;pd but abuolutely bindmg, é
having its aim in Itself and accompanied by ) ) « %
feeling of tension, Joy, and consclousness bhak dx
dlfferq,nt from ordinary life. '(p. 40) )
Nesbift (1968) defined gaming "as somethiing : : i
enj'ayahle = however serious - involving competition k

. for specified objectives and observing rules" (p. 14).

10

i
i
I
{
i
i




.Gordon (1970) defined a game “as any simulated.contest

(play) among adversaries (playwes) operating under:

constraints (rules) for an objective (winning)".(p. 8).

Abt (1966) has compléted much work dealing with games

i . d has developed a view of. games. J

A/gama‘nay ba defined asiany contest .(play)
among “adversaries (players) operating. under ®
¥ ‘. constraints (rules) for an objective (winning, .
victory, or pay-off). Mathematical game
hSGE ebiiss SaisE 1n ViR B KHEHAABSTIEE L
1ndeper;dent players, the degree of competition ’
and cooperation arong them, the mm?unt‘of ’
information they Have-s5G5t their adversaries, o A
and whether -the game is deterministic or e
probablistic. Whether games are defined as
contests played .according to rules-with power
“resources, skill and luck; or as mathematical
exercises, they always have the characteristics o
i of recipi‘ocal actions and reactions among at ~
least partly independent entities having
different objectives. (p. 5) ¥ ]

‘Coleman (1967) outlined the properties of

a game: The essential properties of a game ire
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b players, usually a small, fixed numbe}; a goal
‘\ which each player strives to achieve; and rules -
| which specify the range and nature of legitimate

actions by. the players .and establish the sequence
A

|

and structure within which the action occurs:
| characteristic of games, which has important
|.implications for their, use in ‘educational settings
\is that' they -are apart from, but at the same time
|2 kind of mirror of functions and activities.

)
Dunathian (1978). claimed authors have confused

games| with simulation, role playing, drama and plays.
comeLcial packages offered as games are often not

games |at all.. Games have three basic principies with
edch ﬁ:in,ciple having a number of elements.

Competition

C‘ompetxtxon is the ‘first piinciple of gamas.

Without competxt_\on, an activity that otherwise
appearu to be a qame is aomeﬂunq else. Players

cc\mpete first with self, second with other
participants, and finally with uninvolved others.

| In competition wi%h self, players strive to

ontrol personal resouéces. talent, skill, and
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" discipline for maximum effect in'the game. ‘It is

B
outcome. The level of chance decreases as players

compétition with self, more than anythin 7
B ;

that creates the desiré to play a game repeatedly.

Chance. . Chance refers to the, fact that

players have less than complete control over the

practice but cannot be reduced to zero. The
Siveions of a generic game remains in.doubt until’
the last die is cast. Chance, more than anything
else, makes a game interesting to spectators.
When chance plays only a small part in games,
player interest may remain high, but audience
interest will be low. '/)

Score. . Winners"and ld'seﬁ are indi\g-;epsible
elements of competition. The gene:ic game has but '
one v_linner; the rest are losers. Any attempt to
soften the blow of losing with runner-up, .
nonur;me mention, finalist, or other euphemisms
vreduces\ the power of the game.

Team victories are possible pnly when each
team member is able to score|a personal victory
(i.e., goal perihold, hockeyi per assist, football

per tackle, basketball per rébound, and sa on) .

3



e

To dasune that ah individual ‘player would
deliberately subordinate chances for personal
score in favor of team score, unless the
subordinating.behavior is itself scored, is
nons;nse. ’

Tn competition with other players, score
enters as a pxune objective simply begause

score 1s\usua11y expressed in nomatl\‘le terms.

Score xd‘ compiled for one player against

i
another.

Third person competition pits the player

against others who are not taking part in the

game. ‘The importance of third pérson
,

competition is largely overlooked. The fact

that a player works against others who do not

play provides the only protection the loser
has against humiliation and destruction. The

lowest scoring player may lose the contest,

yet win over others who did not play at all.

It.is that knowledge that makes losing

participation worth enduring and what keeps .

losers in a game.

Risk. The player makes an investment. to

14




__ begin the-game, recognizing that the investment )

‘ ; 15
might ;not yield dividends and could be lost
- altogether. Risk| differs in kind and quantity .
but! is present inleven the.most simple games:
A player n;aed not risk money for a game to have
high stakes. For'many players, simply taking a
4chance .on losing ia risk enough. . ) : {
Prizes may be appended to score. -Tangibles
Wiich, 2§ Ciophiles, . Gertitication, o Merhandles
afe common. ' Iatangibles such as privileges or
| status are less commonly used. Prizes are mot

a requisité for generic games but may increase

_participation, and when moze than one prize is

m}anable t::aey may cushion the impact of/ losing.
Abstraction

To hold that the: generic game requires a high
level of abstra.dtinn’is short of the truth; a
‘game is an abstraction. :Anything less)-and it
s not. a gamé. A game requires first. that the
pargivcipant conceptualize the totai game

| ‘packages gouls, oBiactives, cdnptraiits,

strategies, scores, and so F“th' Next, the

. f
participant must comprehend what the package

B T
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" conception level that intelligence takes its

16
neafis and decide whether the game has sufficient
value to make it worth playing. If the decision
is—to play, the participant must then internalize
the game or it becomes pomuess. s
. At the point where games become more xeal
than abstract, they stop being games. Football,
“for instance, fs a gamé that'has crossed over
from abstraction to reality. While one coul
argue that the game is a lot of symbolic nonsense,
evezy, symbol. of the ‘game from the misshapen bal!.
to the oval sta%ium has ‘been ‘institutionalized
into reality. ° \ .

The point where games bécome real varies with
individuals' values. It is for that reason that
some can be said to play at life, ﬁ].,ay at love,
play at war, play at politics or anything else.
Perhaps the real turning point is that moment when
the outcome exceeds the value of the process.

Conceptualization. Whep participants cannot
conceptualize the ga.me, they seldom play
willingly. When they.play, ‘their sucéess is

dimi_{tished by misconception. It is-at the

i




|
|
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first advantage and inflicts its first handicap.

Comprehension. Participants must comprehend
what the game means in personal terms. The Dating
Game, for example, is not difficult for ‘adolescants
to conceptualize. ' But when young adults do not
comprehend the fact r,pac' they could be cast in an
»unfla@;ing roTe, théy may find the game painful
as it progresses. . d

_Im:ernaliization. Particz‘;pants‘ may play a |
game without internalizing it, hut play will be"
vsec’o'nd-'rate. A player r;uy tefus\e to internaliz?
a game &8 & defenss mechanism againat loming.
However, it is probably not possible for a
barficipant to avoid internalizing short of not
‘playing at all. Most likely, when players appear
not. to care about winning or losing, they aré
'shielding themselves against losing whilé keeping
open, the possibility of winning. L

sBover < : e
Power is the raison d'etre of the generic game.
Ultim;tely, it is power for which players compete
and power that determines the wifner and losers.

The basic objective for all players in the generic




|
A8

,gamé is:to accumulate power. In order to do so, :

they mt,:st'mani‘pulate power according to comimit:

" ment, constraint, and advantage. : :
Lessons provided By Tnipulating .power mays . ‘s

be' where ‘the trueinstructional value of a game

résides. While trl,,p:inciples of competition

and abstraction provide worthwhile experience

for players, similar experience:is available in-

everyday life. |But.only in the genericgame is

power: availabiel to any_x::ne.who wishes to glay -

and- at/an affordable price. Power in the real

world (real estate, fa;r example) comes too high

for most to afford it to begin with, mich less to

play with it in order to accumulate more. v

"~ Power such as talent, skill; physical prowess,-

intelligence, ‘and other factors are commonly said

to be _wa.sted if not risked. In fact, they are

often not tendered for fear of loss in compeéiti‘on

with others of greater power. Thus, the generic ;

game provides a sheltered arena where power

_max"{ipulatio'ns can be practiced at low cost.

| Commitment. Power increases in direct .

proportion to the size of the commitment. Most

-
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“‘players.make less than life-or-death commitment

‘to a game. But it is riot unknown for individuals
to risk health, wealth, and happiness for a game -

and lose. It is the enduring fascination of the

generic game that cannot be completely ‘bought by

even- the heaviest commitment.

. Constraint.. Rules under which participants
5 o

play directly affect power. in the generic game,
cohstraints function gty et players of |
equivalent power. However, as power in a ‘game
accumulates, negative constraints agains: an
adversary increase in pover, and negative
cons;:raints aga}pst the powerful lose potency as
power increases. This element, when properly
engineered, gives a game lifelike qualities that
increase its appeal as well as its teaching value.

Advantage. - Advantage must be given equally

to all players. This is often accomplished through

a system of handicaps; less able players start with

' .an advantage over more jable players. When the game

-begins, players are soon differentiated by their

s for using, . Some'strive to
score .early and rapidly in the hope of accumulating




unbeatable power. Others seek an early advantage

for which they can score while reducing or

elimindting the scoring of opponents. Since
either hpsic strategy or combinations of both

can win, the generid game provides new or refined

learning for pértici'p'ants playing re;eéced

contests of the same game. ‘One Of the tests of
the generic game.is whether it can be played
repeatedly without duplicating the outcome.

(pp. 14-15) e . A

Serious games are characterized by two basic
features acdording to Gordon (1970). They usually
#inlits cenle11ee STEGRELHS Bha N6 BeopREativa’
aspect of real-life situations is built into games
with winning a relative.thing.

Abt’(1970) felt that games may be played
seriously of casually. Abt is concerned with !
serious games' in the sense that these games have an
explicit and carefully thought-out educational pur-
pose and are not intended to be played primarily for
amusement. ° (p. 20) -

Stolovitch (1978) stressed the importance of thé
educational purpose of games. Using a game definifion

»put forth by Thiagarajan and Stolovitch, he adds an

[
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instruction qame aiffers fron an otdu\ax_y game in, that

a leaming ob)ectxve is del:.be:ately built into the.game.

Abt (196§) stated all games have’ rules, whether

_ informal or formal.

as ~

Informal games have rules that are implicit.
Formal games, on the other hand, have at least

some explicit rules, although ithey are usuall

additional implicit rules involved. Formal i
qame"s may be classified accordmg to ‘three mjor
type's: Showdown ganes,” in which each player ’
extitbits his best physical of mental performance
and luck without interference from any other
player, and the results are cdnq:ared. Strategy -
games, in which opposed players interfere with
each other's exhibited performances; and
combination ganes incorporating strategic
exchanges preliminary to.showdowis. In sach of
thesé citegories, the substance of the game may

con!ist of various combinations of sklll, chance,

zealxsm, and fantasy. (p. 6

Accordinq to Boocock (1976) instructional games

cons:.s: of ‘three elements, gaming, simulation and

me-playmg. Gordon (1970) said, "educational games




fall into two basic patterns: board games and,role—
playing games. The format selected depends on the
subject. of the game, ‘and thé\purpose or population for .
which it is designed” (p. 10). : '
Board games i.m:crpvorater a board arourd which the
action takes place. Gordon (1970) stated "that role-
playing is used primarily in games thaeiceach' processes

involving much negotiation, burqaininq,&ccmptomise, in

géneral, human intéraction (. 20). 1

Gordon (1970) also felt that simulat‘inn wa$ a’tern
used by educators because ‘it was more encoiipassing than
game but games are simulatiohs; however, he felt:all
simulations cannot be considered games.

The basic difference is -this: In a game, a winner

" is usually idehtified; a simulation need not have

i
|

a winner

.This observation suggests a(basic
difference in the use of an educational simulation
and an educational game. A simulation is:more
likely to be applied to the study of issues rather
than processes. The principal purposée qf a Tea M
i simulation is for students to expréss, in their _
on wopds, the basic arguments for the different

_sides bf the issue

"
The principal purpése.of a
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game ,.on the other hand, is to get students to
o make mare‘ apd more 1n€e11£qent decisions as they
lesrn more about the process reprasented. “\

(pp. 12-13)

Boocock (1971) noted "simlation is an operating
model, reproduction or imitation of physical or social
phenomena, consisting of a .set of interrelated factors

‘‘which functioned in essentially the manner as the actual
systen® (p. 107) .

Nesbitt (1968) states “that a simulation is a
selective representation of reality, containing those
dlements of reality that the designer deems relevant to
his purpose” (p. 4). )

spannaus (1978) in reviewing literature suggested
that ‘ganes include chance varisbles while simulations '
operate upon fixed rules; relationships, and models.

It is necessary at this point to pull together

the characteristics of a simulation. First, a

sinulation must be based on ‘a model of reality.’

This model can be mathémtical, logical, or

physical as .in the cases, respectivély, of

' management - games, international relations simula-
tions, or £light sinilators. 'This model or

analog mist enbody the salient relationships

|

i e
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abstracted from life that bear on whatever actions

W . the participant takes.
' Second, the objectives of a simulation
‘activity must be at the level of application. It
is aprerequisite of a simulation that the student
. has mastered the knowlelge items for the topic,

» Third, the participants nust deal in some vay o 5

with the consequences of their actions'. Decisions

in life arelnot made ina wacuum: iTiey have g \

‘consequences that the puticxpant cannot ‘ignozxe’ "
w3 ® dehumpnnity, Tha capatiive slilatio,

tonsgquences of a'bad business decision, for .

example, may be a loss of points inrelation to

opposing teams, or a loss Of capital withuhich

to xebuild or expand. These losses become factors
n the next series of decisions.
Inplicitly, the stulent st be a participmt.
An activity that involves th& student only as a
| spectator canot claim to be a simulation. Tn
" some activities, the participation my be limitid \ i
"to a debriefing of paxticipants after vieving a ‘

role-playing scenatio . - In- addguate debricfing wll‘

s« $F . IGWI’E participants ml ddscribe what they :
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* actions.
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might have done and what the expected consequences
of that action would be. -

Tese criteria, while developed to define
simulation activities in training or education,
can as well be applied to other uses of similations.
fhere simulations are used, for testing for
aptitudes, ability to apply knowledge, .and the like, &
the oily alternation of the activity is that an . i
dbserver rates the participant ‘nccatd‘ing to some
ori teria. In a simulation wsed forresearch, the
nodel of reality'and its relationships may be
hypothesized and the activity used to confirm or

_ reject the hy.[.%othelis. (b= 1)

Joyce and Weil (1980) ‘Believed simulation allows
students to face realistic conditions and develop
realktic solutions inside aclassroom. Students must |\ '

i . .
develop concepts and skills necessary for perforjance v

‘in the specified area in oxder to progress through the

tasks. Stulents learn from the consequences of their

tnlike many Ir.her“‘models of teaching, game

simulations Lep_end on software; ‘that is, the gane

has alia of 1 kinds. » for i

example, has a game board, pieces that represent

B
I
|




the players, 'houses, héuezs, cards that insert
chance events into' the situation, and paper .
monsy. .Without these, the gamé camnot he-played.
Similarly, driver similators, games involving

cabinets in crises, human relations _games such as X i

Star Power, and many other sunulatmns all requxxe

material to represent the teal world to the
students in a simulated form. Much of the model
of teaching that we call simulation involves
learning to-use this soffflire effectively.
Whereas other models of teaching depend on the
interpersonal skill of the teacher' (understanding
concepts, skillful moves that ‘help the students
explore ipportant ideas), in Ehe Simistion Hodel
the teacher blends the already prepared game or
other ‘simulation into the.curriculum, highlighting
<

and reinforcing.the learnings inherent in the

‘rgame. . Because many people do not realize the

"eritical role a teacher can play in enhancing the .

learning from a a1mu1at10n activity, we believe a
modeél of teaching that' AsscEiEDE Eess sorivitTas |
is especially useful. The game itself is essential,

but the teacher's ability.to make the activities

s
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truly meaningful is critical. (p. 291) :
Games appear to have certain benefits to justify

their use as a learning strategy. One of the biggest

strengths of games is their ability to motivate.

. "Games are intrinsically motivating because the form is

characterized by several dramatic features that are
independent of the subject pr issues dealt}_: with" .
(Gordon, 1970, pi 19). Abt (1970) agreed gamed are
effective teachin§ and training devices|for students. of
all ages and in many situations because they are highly
motivating, -and they communicate very efficiently the
concepts and facts of many subjects. Nesbitt (1971)
pointed out that games are enjoyable and children like
to play games, and children also like to fole play. 'To
play doctor, nurse, policeman or thief or some other
role is a very natural activity for a child..

Also games are liked because they actively involve
players. Abt (1966) felt that this was the essential -
characteristic that made games motivating. -By being
actively involved, students feel that they are

controlling the envirbnment rather than having the

environment control them. They learn how the decisions"

" they make affect the @nvironment and the consequence of
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~.  their decisions. Bopcock (1971) claimed activity was

impdTtant. - R ' ) _"
‘The simultaneous and continuous partfcipation
characteristic of mo_sé' games makes the students’ '
‘role an gctive.cne. In.’add_ition, bécause, games
are self-disciplining, in that all must obey the
" rules if play.is to.continue, and self-judging -

in that outcomes decide the winner and a player

knows that he has won or lost by his own actions,
e

students are more autonomous. with respect to

their.own learning. (p.' 106) .
. ' “According to Gordon (1970), "the sense of &fficdcy
.+ that.games permit and encourage is not only an
. und,erlyiné.’re_ason for their motivational’'power, but an
Iiportant educatiénax_ benefit" (p. 20) . Htudents 'Seei’
o F it Py kre'icodtroiiing tielz wn ironment which avoidd
" feelings of apathy and general malaise. "They are the
. causes Of events, rathér than creatures of the school
environment” (p. 20). Nesbitt (1971) claimed
. "students who actually see the results of game
behavior acquire a greater feeling of efficacy" (p. 46).
Boocock (1971) suggested that because a game is a

‘- miniature social system, it has special relevance which




allows the student to observe, manipulate and interpret
human behavior. Gordon agreed that "games provide,

perhaps uniquely, the opportunity to deal with cc;mplex
problens in extremely concrets ways® (Gordon, 1970; :
o B |

f Imnediate access to feedback is an advéntage of |

: 4ga.mes. Skimer (1968) voiced the view, held by many

people "the most serious criticism of the current”

classroom is the relative infrequency of reinforcemént!
(p- 17).. Reinforcement must take placJ‘e in order for

‘learning to take place: Gordon (1970)] argued that the.
amount and quality of the Fesdback a student’receives
is~ important.__HeMargued."in a game, feedback'is not

only prompt but matural’ (p.'2l). -

according o Ruben and Lederman  (1982) less )
‘emphasis has been placed on éFmes as an instructional -
technique in the late 1976 s ana early 1980's, Factors
for this include re-emphasis on basic skills at all
levels of instruction; decreased resources available
for Hveloping randibxperinenting with wew dnstiuctiona)
methods; more/emphasis on verbal-cognitive facets K
rather than affective and behavioral ‘components of

" instruction; lack ¢f sufficient evidence documenting

Jr—
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the value of experimental instruction; insufficient

training in the use of gaming techniques by many users;

mich weritical acceptance of gaming techniques; and

some views that games were lacking in' rigor and

substance -

However, developments in techrology have also

brought & renewed

interest in games Walker and Graham

1979 stressed uwsing the Comuter in ganing can have <

mny elicatinal bene fits.

J.ncgrpcrate a’more detailed model of real world. . '

Gares. with_ computers can’’

situations, hmdle complex accoun ting ‘procedurss and

lgx:ge_ sets of data, lnclude reliable feed.back, Ieduce

of computers capitalizes on enthusiasm and benefits of

variability intrdduced by“the teacher, and. provide an

.independent learning resource. Besides these, the use’

an. exciting new techridlogy .

Becke r (19 80)

language that Eits §

clained microcomputers are creating

‘a revolution in human communication with gamind”a. new

into the communication of the future.

T

f—
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Views of.Concérned Educationalists &nd

‘Knowledgeable Individuals

Many positive characteristics of games and their
g i )

benefits are listed. The writers believe that there -
are many distinct advantages in thé use of different

types of games.

Alger (1963) *

Alger has summarizéd the advantages claimed for

. gaming as a teaching technique:

‘L. ‘Simulation.'(or gaming) heightens the
interest and motivation of students in several

ways. It is stimulating, involving, provides a

shared experience as a basis for later discussions, '

and is a catalytic agent, providing students with
\ p .
objectives for sharing background information.

2. Simulation offers an opportunity for

applying and testing knowledge gained from reading .

£

and. other experiences.
3. Participation (as a decision-make{, for

example) gives the student insight, empathy, and a

greater understanding of the world as seen and

experienced by real decision-makers.




Abt (1965)

things. They present concrete problems in a

4. Most simulations provide a simplified
‘world' that is easier for the participant to
comprehend as a whole than are the reﬂ]:
institutions being represented. (Cited in

Raser, 1969, p. 115)

Educational games use the student's Wy of viewing

simplified but dramatic form that mediates. between,

_abstraction and confusion, between dry theory and

multi-variable reality. For e}.amentary sehgol
children, ‘educational-games translate the child's
primarily concrete, intiitive thinking into a

sequence of dramatized possibilities that expands

his awareness of hypothetical®alternatives-and L
fundamental relations. The child deeply involved - ° -
in the concrete activity of educational gaming

.becomes aware of formal relationships by ‘direct
experimental manipulation. Pleasurable rewards

for manipulating formal relationships effectively

are fed back immediately in the form of'game suc- '

cess. Elementary school children tend o fccusv‘

on only one aspect of a phenomenoh at a time,




greatly limiting their ability to ccmgrehend
phenomena with even a few mterietxcns among
elem‘ents. Games present simultélnecusly
pzog%ssslnq mult).ple interactions that can be
examned one at a time, and then gradually
fogether with increasing comprehensibility....
The studen‘t‘ player gains ‘a growing sense of
structure among, the game variables, with a

"i " correspondingly growing sense of structure of
the subject _si_mulat‘ed by the game. This can

expand the student's attention span and’

vt m mtsuecmal confidence. The more densely packed

a game i§ with such’structure (up to a
. surprisingly high degree of apparent confusion),

the longer the learning episode that can be

tolerated by the student without fatigue or loss

of interest. The longer and more concentrated
.+ the learning episode, the greater the student's

understanding and confidence in the intellectual

satisfactions .of subsequent episodes. (Cited'in -

carlson, 1969, pp. 167-168)
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Bruner (1966)
Bruher stressed that children must be made aware

that there is a structure in society and one part of

society can nét be changed without changing other parts

_with

and exchange, and| roles have limitations. Games can

it. Social organization consists of reciprocity

present these elefients to children. )
*  Games go a long way toward getting children
involved {n ‘Gnderstanding languagh, -social
| organization, and the rest. We do not know to
" what extent these games will be successful, but .
we should give them a careful. try. -They provide
superbieans of gettingrchildren;€o pa:éici'pate
actively in Ehe process of learning as players

rpther than spectators. (p. 95) A

Coleman (1966) .
A.game - nearly any game, not merely those termed
‘simulation games' - constitutes a kind of

caricature of social life.- It is a magnification

of some aspect of 'social interaction, excluding
all else, tearing this aspect of social interaction
from its sooial context and giving it a special

\A boxing or wrestling match

context of its own

I



abstracts from its context the direct physical
violence that resides in social life and récreates.
this violence under ' set of explicit rules. . When
I'was ' boy ‘n "the midwest cornhusking contests

abstracted one activity from"the life of farmers,

_established a set of-rules, and gave this activity

a, temporary but central ‘position for the
participants. This unigue relation of games to
life can be seen even better in other ways. The

informal games of young children appear to be

* ¢rucial ‘means for learning about life and

experimenting with life.
One of. the most perceptive, students of the.
social and intellectual development of young

childreh, Jean Piaget, has observed this develop-

ment in the simple games children play, such as

the games of marblés. ‘It appears that for

children, games are more than a caricature of life;
&

they arean introduction to life - an introduction

" to the idea of rules, which are’imposed on'all

alike, an introduction to the idea of playing under
different sets of rules, that is, the idea of

different roles, an introduction to the idea of
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-aiding another person and of knowing that one can

expect’ aid from another, an introduction to the
idea of working toward a collective goal and
investing one's se‘lf i‘n a collectivity larger -than:
himself. It appears that games serve, for the
young child, all these functions as an introduction
to ‘life... ) g y &
But beyond this the:e are- ceztain special
characteristics to the games described in'this |
issue, and to the games that sqcioloqis_ts find of
particular incsxest. Some games involve the
interaction of a playez with his physical envxxnn-

ment, for example a maze or a jig-saw puzzle, or

“block puzzles, or a cornhusking contest, or a pole )

vault. These éames'a.bstract from life either
certain physicil skjlls or certain intellectual
skills of infetence from physical e’idancs. Other
games such as number puzzlesaor crossword puzzlss
involve interaction with a symbolic environment,
in these two instances an environment of numbers
and an environmert of language.

Such abstractions of activities from life

hold some interest for the sociologist, but much .-




less interest than another class of games Awhich
abstract from life some elements of social
relations or social organization. Many games
incorporate some aspects of such relations but a
few games incorporate enough su<‘:h relations thatr-
a special term has been used to-describe them:
social simulation dames. Such games pluck out of
social life ;;enera 1y (including economic,
political and business life) a circumscribed arena,
and attempt to reconstruct the principle rules by
which behavior in fhis‘.areqa is governed and the
principle rewards that it holds for the partici-
pants. Such a game both in its construction and in
ics playing then becomes of extreme interest to the
student of social orjanization. For from it he may
learn about thpse_ P:«;i:lems of social relations‘ that
3re his central concesn: The- game riay provide for
him that degree of abstraction from life and
simplification of,life that allows him to under-
stand better certain fundamentals of social |
organization: ’

It is this, tl-;en, that makes the sociologist
gasciha:ed with a certain kind of game - the

possibility of learning from this caricature of
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social relations about those social relations .

themselves. (Cited in Raser, 1969, pp. 117-118)

Coleman and Baocock (1966)
According to Coleman and Boocock, ‘the values ofl
such games a_rise from several sources: \‘
First, and perhaps most important, they bring
Soon : the future into the present; ‘alibwinq' the child to
:élay"rclés in & large differentiated society of
{which he otherwise gets hardly a glimpse. Thus |
chey surround a child with an environment wmch is
& ' artifu:ial for the present, but realistic Eor the
future. .’ His academic task is not to carry out

assiqnments, but to 'survive' in this complex

> environment. In playing a management game, a child’

is forced to turn to economic texts not to get:.a
grade, but for economic survival in this complex
environment. In a consumer game (involving
allocation of xncome in the face of credit
£inancing, adveztisinq pressures; and unpredxctable
events), a boy or girl must learn botﬁ/economics
“and mathematics, as well as the necessity to defer
gratifications. , More generally, a boy or girl will

. " .be’able to play at those roles that he must play in
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Coleman (1967) .
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"earnest once he-becomes an.adult, and enters the

complex modern society of adults. *In so doing,
he learns‘both the intellectual skills relevart
for those roles, and the moral traits - that is
the traits which schools presently attempt o
inculcate under the general label of 'citizenship
education'.

Secondly, games are considered valuable

because of their strange ability to motivate, and -

finally, because they are self-judging. " That is,

,r_he outcome of the game decxdes the winner, and

a playe: knows that he has won or lost by his
own actions. This, at least in theory, enables
the teacher to escape from the role of judge, and
teturn to his original 'function,i that of teacher

or, helper for the student.: (pp. 218-219)

Games constitute an approach to learning that

starts from fundamentally different premises than

does the usual approach to learning.in schools.
The fivse prenise is that Dersons db Hob learh by
being taught; they learn by expe;iencing the

v | ¥
consequences of their actions. Tames which




| simulate some aspects of reality are one way a

i s H young person can begin to see such consequences
; 3 b

before he faces the real actions and the real

consequences as; an adult. . - ¥

A second premise underlying the development,
| < of these games is that schools find it difficult

“to teach about the lexity ‘that izes

: nodern society, with the vesile thit students .
’ Have had little or no experience to prepare them
e for facing a multitude of decisions and problems !
in adult life. The games we and others have
Created present thé’ student with an approximation
of certain facets of modern aocie:y that he will
have to face later.

4" Leatning hkoudh Ganes hias: & Boaper GE
intrinsic virtues. One of these is its attention-
focusing quality. Gamés tend ‘to focus attention \\
more ‘effectively than most other teaching devices,

& i partly because they Lies1ve the student activeiy
ra;he; than passively. The depth of involvement

in a game, whether it is basketball, Life Career,

or bridge, is often so great that the players are

%

totally absorbed in thik artificial world.
4 i '
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Another virtue of academic games as a learning
B device is that using them diminishes the teacher's
role as judge and jury. Such a role often elicits

. students' fear, resentment, or anger and gives rise .

to discipline problems. It may also generate

=< .
\ - equally un sant servility and dpple-polishing. ~
Games enable the student to see the consequences-of”

his actions in his winning or:losihg. He cannot

blame the teacher for his grades; instead -he is

.able to understand the way in which his own . : - e

. activity is related =5 e teacher's

Tole reverts to a more natural one of helper and

N coach. D '
In developing an appropriate sense of* .

" 1 _consequences contingent I-lpon action, the amount of

chance in a game is quite important, If a game .hag s

‘ths pproprlite slaboe: o chanoe dnd AT, pecems, <
of somewhat different abilities can play together,
. g and success will depend in part, but not entirely,

upon r_hei‘.x; relative skill. o X
A special value of academic simulation games
appears to be the capacity to develop in the player a
sense that he can affect his own future. A ma’ssive &

study conducted by the U.S. Office of Education o g WY
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shows that o'nelatc':ibnte strongly related to
Performancé on standard achievement tests is a
ch11d's belief that hxs\ future depends on mi own
efforts ather thm oh a capncmus environment.
Many disadvantaged pupils appear to lack this
belief. )

' Sesing the consequences of ane's actions in

!
e/develops the sense of pxedmtable and

. controllable environment. When a’ gamla ‘simulates

aspects of a student's present or future life, |

" the stident begins to see how his future depends

very directly upon present actions, and thus gives
Haaning %o Ehess ckisnms ;

Still another virtue of academic games is
the range of skills a game can encompass. ‘A
teacher's class presentation has a fairly narrow
Fanges: Bofie dtudbnts £4il to understand unless -
it is very simple, others are bored when it is
that simple. .Games, however, can encompass :a much
larger range of skills. One example indicating

the wide range of simulation games is -the~

1 use of the ve
Game with high school classes of slow learners




and, in identical form, with a group of faculty
and’graduate students in political science and
sociology. . A
Games of this sort hold the attention of bright
students in part Eegause they E:om:inue to think of
new variations in strategy and in the rules. . when
‘the ruleés are not merely ac'cepce“ci ‘it examined and
e HApECALETEA) pOSSLELITELsE EeY areRtIvItyTare
opened :\lp that_ the ‘classroom ;ituation often
inhibits. The same game may be played
successfully--usually at a less sophisticated 5
levél, but riot always--by children who perform
poorly ini school. Several-groups in a classroom
may be playing the same game at different levels
of skill; B : =
When a game is designed to illustrate a
_general principle; some students undérstand the
principle, while others will not do so without
guided discussion after pl.ay. Thus ga’mes are
clearly not a self-sufficient panacea for education,
although they are more than simply another
educational device. They can. be'used in many wags
ranging from merely-inserting. them intq an.existing
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curriculum to transforming the curriculum by using

U
games and tournaments to replace quizies and ‘tests,

In the broadest sense) the development of
academic simulation games is a response to two
challenges: that po%ed by a complex, difficult
to understand society and that posed by children
uninterbsted in or unprepared for abstract
intellectual learning. These challenges may be

blessings in disguise if they force the develop

" ‘ment of approaches to learning in. school that

more nearly approximate the‘natural processes

through which learning occurs outside school.
(pp. 69-70) '
Clayton and Rosenbloom (1968)

Educational games have evident/advantages. For
the cux_:riculum developer, the very process of 5

+ ‘formulating the game model,. if done well, forces
attention to the imherent structure and the
‘fundamental themes of the subject at hand. As
with programmed instruction, the requisite
analysis of a subject matter in terms of

behavioral goals and presentation sequence
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benefits pedagogy. For children, gamés could

impart “information in a meaningfil way because

they ‘present problem-solving situations which, ' . /-

when well desxgneé, require immediate-application
)
of new- facts, Games should be_ cbnducive to

discovery and 1ntu1uve thinking, because they . N AL

‘' 'provide a la.boratory type setting where

* “independént variables can be freely manipulaked -

to test consequshices of guesses and hypotheses.

- The player is free not’ only from fact-bound *
! reality, but also from a'teacher's affectively’ A
N % o -
. charged feedback. Games could prove to be a

powerful way to reach the child low in verbal EEE R

skills. Galnes should aid emp’athetic understand—

ing because of the opportumty they ‘offer for
-ro_le-playmg. And as for motivation, children
-‘at all ages take readily to games and find them ‘|

stimulating in themselves. '(p. 88)

Raser (1969) S # N

- t b,
A fascinating aspect of using games in a school
system is that often the same.game can be played. -
~ profitably by students of almost any age-—£from

third graders to graduate students!  Many games i
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that operate on a very simple level and are
appropriate for ten year olds also incorporate
enough richness and diversity to challenge

This quality gives the games

/ " professionals.

’ gxeater flex;bxl;ty’/m use--that is, they are
less sensitive to problems of :'grading', as
ccmpared to conventional materials, and therefore
need not be geared as éarefully ko & pértidiiar B

& . grade, age, ‘or intelligence level. ' The extent '

of the detail, complexity, and richness that can
be mined from a game depends on the student
himself, not on the success of a curricular
specialist in- finding a common denominator for

a particular group. (p. 119) . ¥

Abt (1970)

Games are effective teaching and training devices
o for students of all'ages. and in many situations

because’ they are highly motivating, and because

they communicate very efficiently the concepts

and facts of many subjects. They create dramatic

repzesenté:iq_ns of the real-problem being studied.

The players assume realistic roles; face problens,

formulate strategies, make decisions, and get fast
. o




feedback on the consequences of their. action.
Also with games one can evaluate the students'
performanced! without risking the costs of having’

errors made in 'real-world' tryouts and without

some distortions inherent in direct examination.

* ' In short, serious games offer us a rich field for

risk-free, active exploration of serious

\

, M intellectual and social problems. | In games man

B . :
can once again play the exciting and dynamic roles’,

' ... . he always enjoyed before spciety became so

compartmentalized. The role-playing that students
undertake in games that simulate life is excellent
.~ “preparation for the real roles-they will play fin ;
society in later life. . (pp. 13-14) .
| N . " ‘
Gordon (1970) - -
Educational games are essentially a method of
packaging concepts. Games are intrinsically.

motivating because the form is characterized by

. several dramatic that are i

of the subject or issues dealt with. When a .
student listens to a lecture, participates in a
discussion, or reads a textbook chapter, we assume

his interest in the subject or at'least his /,
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motivation to perform well in class. This premise
Ha# e PO notably valid for success ful
teaching and learning. When a student participites

_in and learns froma gane, we merely assune that he
shares'certain basic human traits. No particular
interest in the subject of a game is necessary
for-involvement in it. For the player, the object
‘of a game is winning. Learning is 3 by=product,
bk, mibivhsion: for fhrtier s.nudy of the topic
frequently results. :
ri ' Games require active participation. -Players
manipulate colorful tokens, negotiate, bargain,
debate, and make decisions. In short, they make
things happen. They are the causes of events,
sather than creatures of the school enviroment.
This is perhabs the essential characteristic that
makes games motivating. The events caused by

players in a game are not less real because they
; i

occur in a hyp ical world. gain a

feeling of control over their enviroment, Again,
‘the feeling of control is no less real because it-
_is exercised over a hypothetical world. Nof does

the of chance in a game or
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even unfair rules (rules that give greater

. advantage to one team Of players over ‘another)

weaken a feeling of control over the outcome of
he game, Effectiveness and control aré not
ynonymous with suécgss and winning. ‘% player
who nakes a poor decision in a game nevertheless
perceives his impact on -the game environment.
(ppo19-200 - . '
Educational gares provide fresh opportunities

for 'the others'. In a game, there is no guarantee
that the 'best' students will win, There isno
monopolizing "of activity by the 'best', since |
everypody participates at the sane time. While |
the systen behind the conventional operation of a
classroom has .been successfully -internalized by~ the
leaders, no such systen operates in a game. A
combination of good decisions and good. luck is
requited to win a)gam. The rewards do.not depend
on sonforaity to a ‘teichas's rule 6 procedure;
worls: Lhire ong right way of arriving at one right
answer. Unorthodox, imaginative solutions are just
.as good and sometimes better than coriventional

_dctivities, are often subordinate in game




N situations; social skills'are soretimes more
g . . impértant in games than they are in the more
asul ‘classroo sotivieien, Also; gases arenot
. ‘graded in the wiy that other.activities are; =
" whils ‘this may present problems for the teacher ,
it removes inhibitions for the students. Ganes
also of fer more leadership roles than are noimliy
available in other classroon activities: studerlcg
Guickly perceive these differences, and can devote
their attention to ‘the ;ctivicy at hand without

worrying about the cues and signals, the penalties

. and rewards that usually demand attention. Iitis

only a game, \nhd they cannot lose nuch. (pp. 25—

il 26)

Noel (1971)- ' .

- odr experience thus far encourages us to believe
that network gaming” and simulation has great.
potential-in several aspects of instruction: the
opportunity for an instructor to incorporate ‘into "
a course complex exercises without having to
assune the heavy administrative burden such _

‘exercises entail; the ability to focus on‘ inter-

national relations and foreign policies of a
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particular nation or subset of nations, wi thout
having to form locally the number of nation-teams

neceSsary for an entire game; high student

_moti ion and i by the intexr-
campus aspect of the games; and a cost-per-studgnt
that prosises to decline as éur ixparisice
increaes and as harivare :nd communications comts
continue to decrease, (Cited. in Greemblat & Duke,
1975, p. 181)

Adams (1973)

Meaningful learning dan come “bout by participating
inan instructional eaviromwment (usually role-
Pliying various kinds of pessible events) . The
_learning'that takes place in such a iuuntion]
might be called ‘active * learning. In this context
the -)cudent» learns from an experience by hooking it
onto structures that he has participated in rather

than simply read, discussed, or listened to. When

information is assimilated in this way, it can be

recalled more vividly and applied in similaf
sSituations or used to support already existing

igeas JThe assimi lation of ideas in an actual
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leaming way is highly egfecuvg....sunla'uon

ganés, which are a kind of structured play, sees
to be a very :beffective way for a child to come
téftems with reality. In part, this x; becaise

gaming. itself came into.existence to fill a

‘child's and sometimes an adult's need to deal
with, to make some sense out of, and to synthesize

.his experiences--that is, to discover ideas,

definitions and relationships. (pp.. 6-7)
-

Livingston and Stoll (1973). -

What do students learn by playing simulation

games? What educational objectives can you
teama‘bly expect a simulation game to accomplish?
Many extravagant claims have been made in answer

to these questions, but in our opinion, there are,
some important types of educational objectives
that simulation games actually achieve. Simulation
games can increase the 'll‘:udut's knowledge of terms
and concepts, of specific facts, and of structures
and relationships. They can help the student
develop certain intellectual and social skills.

And they can change the student's attitudes toward

the things which are sinulated in the game. (p. 8)
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Cassel (19 74)

Instructional gaming and simulation may be used
effectively in many different aspects of academic
pursuit in the traditional classroom situation.

Often - the of suwh a imposes

structuring involving sound management procedures
ngt typically present in the traditional class—

xoom, i.

. opportunity for participants to, ..

emloy modes of 'their own particular choosing for

goal attainment;.as opposed to assigned modes by
‘the teacher (the most usual mode being listening

toa lecture). (p. 103)

Shears and _Boven (1374) »

g -
Gams fit the life style of children, and they
engage children in learning experiences. These
learning experiences di £.fer fxon those usually

required of them at school, since ordinarily

. childreh are free to engage in games .for their

un priyate reasons. Furthermore, games can
absorb the participants for extended periods
without their seeming to be aware of the passage:
of time. ALl these obse rvations point to the
Fact that for children ganmes are fun....We do
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rot suggest that games should be used exclusively
a8 the teaching method, but games offer variety
for the classroomand allow children to gain
perspective on their real world events. ...Games

" ad children playing games consti tute pctenci/‘a(ny
powerful eduational tools. (p. IX-X)

Cohien and Bradley (1978) ' o !
In a study of 183 pupils from fifth-and sixth—grade

classes using a sinulation game, the following conclusion
vas made: . R i

In sum, this research.indicates that the type of

sinilation used in the study is valumble ‘for
___classroom instr&xccior‘x, especially in s6€ial studies.

np skills and concepts. Simulation provides an 3

enjoyable change of pace from traditiona]jmethcds

of instruction and is effective in promoting

retention of basic knowledge . Simulation should
7ot be the only mettod of instruction, but it

should be incorporated into the vtotal curricul um.

(p. 252)

-




stolovi

ch (1978)

Minigames and microgames are powerful instructional
tools in the educator's repertoire. Learners enjoy
them, participate easily, and--wonder of wonders-—
learn from them as well. Mini- and microgames are
nonthreaténing. They are shai

w |

rlirtua.lly no materials. Their ruleé can easily be

t and require

"Fssimua:ed. Minigames ‘and microgames are no
: pinaCea. They are simply good, useful
; . instructional devices. . After all, this article
began with a tiny microgane. If you have read
this far, it must have had some effect! (p. 20)

orlick (1979

Play and games have great potentialifor helping

children to learn about themselves, about others,
* and " about ‘how to cope comstructively with the
world. The play world is the child's natural
medium for personal growth and positive learning.
The littlest people are the most playful players.
They are the nasters of this mgic realm. They
play the most and are most influenced by play.
Their play is both real and unreal, serious

business and sheer fun. It is everythihg and




Becker (1980) -

nothing . Qi: the final analysis, it simifies
nothing less than how they will be in this world.
Play is a place of being and doing rather
than a place. of seeing.and viewing. Long before
there were schools, there‘avwas play. Long after
Schools cetse to'exist, there wiil still be play.
As_amediwm for positive social learning, play is
| ideal becase it is natural, active, and highly
motivating for most children. Plaers are ) :
.continuously in the piocess of acﬁx}g, reacting,
feeling, and experiencing. Play; when approached
in asensitive and +thought £ul way, is abeautiful 1

medium for bringing people together. (p. 157)

E@ucational research his shom that indictive
approaches are superior, although only slightly,
to .deductive’ approachés. Ganing is excellently
suited £or inductive teaching and training,

allowing for a deductive input in the later

)

stages of the cmunicatiOn process. (p. 19)
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Cowan (1983) = X
The longer I teach, the more corivinced I becone 5
that those who really learn and who develop in

. ability are aware Of what they are déing. I
don*t know which comes. firsc——gwannau of pro--
i 5 cess or improved.ability in that process; indeed
: " I suspect that they are related of) er than @ .

cause and effect. But I haye seey many §tudents

improve” rapidly following a period spent by them
s in thirking about how they think. And so I . S
presune to ask you, as I ask myself, -why

reflection on”process, as .a learning experience,

should be res .to undergr. Why do
we not exploit that route to deeper underst‘nndi.ng’
and improved ability--as designers of games and

2 simulations? .(p. 47) | . X =
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CFiticisms of Games

In a reviewof claims and evidence concerning the
value of ‘ganes , Greenblat (1973) stated there'is a lack
of eviderice to dstermine whether games meet their
pedagogical pronise. Studies of. cognitive ieaxning show,
no difference over traditional methds or ifferences.in
favor of ganes that are not’statistically significant.
Others agzeed; with this conclusion (Thofelli wd” craves,
1964; cherryholnes, 1966; Wentworth,”1970; Boocock,
1971; reenlat, 1982). .

_Plerfy (1977) agreed with Boocock and Schild (issg)

that the credibility of many studies were lessened oy

*  because the research in the field was carried out by

game esigners . Several researchers Eelt there were
VdsEiciencies in the inslrumentation used to messure )
independent vaTisdbles in games (Fletcher, 1971; Boocock,
1971; Wentworth md Lewis, 1973) . Mother problem vas :
very little infomation was known canée}‘n%qq the gemesis
_of tests used to measuie'the deperndent variables
(pierfy, 197M)-- E .
In reviewing twenty-two studies which compared
simulation games with other types. of classroon ' A

instruction, Pierfy (1977) made sevsral cbservations.,




Most games research hds been done in school settings
using intact clasgroom groups which leads to the
possibility of many biases. Possibility of pretest
biases often existed and often classes were nof taught
by the same teachers. Research studies have also
suffered because the same instrument was used for the
pretest and post-test. Problems also azose because of
the Hawthorne effect, and many dehriefing exercises
(Bostgame discussions) were included before testing in
some designs and after testing in other studies, thus
not giving consistent results. Descriptions of
teaching techniques received by the control classes
were often inadequate. ior

Games have. definite limitations. They can be
time consuming, Ervld sometimes SDO divfficult for ‘t.hE
students using them which discourages players (Beals,
1971). High noise levels and physical movement may
fnterfere with a high Gegree of learning (Newhouse,
1974).

Carlson (1967) stressed thé nature of games makes

them w].nenble to abuse, particularly by inexperienced

. or lazy tepchers h
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CHAPTER III . g -

s

DEVELOPMENT OF A GAME FOR
. WORLD HISTORY 3201

Introdtction N

This chapter describes the course World History'
3201, the design of the board, equipment used, the

object of the game, start of play, continuaticn of’

play, and winning the game. .

‘World History 3201 S
The general aim of World History 3201 is to have
stud.ents understand the modern world aga;:nsc' the back-
qrou{lxd of the 19¢th century when such ideological forces
as imperialism, nationalism, industrialism, democracy,
and socialism became  prominent. The text, Twentieth
Century World, is divided.into four units consisting of
the world ‘and western dominance, national rivalries and _
World War ‘I, challenges to democracy and World War 11,
.and the contempm}ary world. !
The course description for this course states the
* aims. of this course help fulfill the following aims of
education: * .
§ 70 acquaint upils with the prix;ciples of democracy

-

60 . N
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and to provide opportunities for the practice of
these principlis; €o help pupils mature mentally
and emotionally; to ‘ensure that all pupils master
e, FimARSTEAL ERTTTe S Leatning, s the: Line
of their abilities; to provide opportunities for'
the davelopment of pupila’ abilities to think

‘.. critically; to help puZus understantl; appreciate)

" and benefit from what is good and valuable in

histor: &rature, science, and the arts; to help:

pupils appreciate their privileges and responsi-
bilities as members of families and the wider
community, and so. live in harmony with others.
(Departpent of Education, ‘overmsit (GF NewEounds

land and Labrador, 1982, pp. 4-5)

Design.of the Board

The game is named Your Knowledge. This ga;n;e
attempts to capitalize on the renewed popularity of
games brought about by Trivial Pursuit, Super Quiz, and
Monopoly., The board is hexagonally shaped. The board
doss not have any markings' £o specifically identify«
world history. This will enable teachers of any subject
to use the board .if they desire to develop questions and

possible -answers..




62

The board consjsts of three different colors for
the three categories of questions, plus some blocks will
be designated as ROLL AGAIN. Each of these colored
blocks is sealed to a fuux‘xdat'ion board, and then
laminated to create the game board. The hexagon centre

is also a different color.







ngment . "
Your Knowledge consists of one playing board, oné
dié, question and.answer cards, six player tokens and

36 scoring circles.

Object of the Game )
‘The winner is the player who first returns to the
‘hexagonal hub andcorrectly answers a question in a
category chosen by che other players. Before i
' attemptipg a game winning questipn, a player must land

in each of the three category headquutezs\ twice and

correctly answer a question thus collecting six

scoring circles.

Start of Play

Every player selects a token. Players roll (’_hEV " ’ v
die, with the player rolling the highest number moving
first. If two or more players tie, they roll again.

The player with first turn rolls the die again
and, st;rting from the hub, moves the token the
indicated number of spaces in any direction. The first . Y
move for each player ends either in a category head-
quarters at the end of a spoke, if the die roll is'5, i
or in the category space, if the die roll is 1 through 4. 3

‘. .




When a token lands in a category.space or head-
quarters, the player is asked a questiod in that dolor
coded. category.

The question, next to the appropriate color dot,
is taken from the first card in the box and is read by
afother playér. Answers are on the opposite side of
each card. A

If the player correctly-answers the gueéstion, the
turn continues with another roll of the die.. If the
player answers incorrectly, the turn passes to the left.

A move may include a change of direction with eac}{

die roll or at an i ion, but ing -

making a 180 degree change of direction within a move -
is not allowed. A player must always move the number

of spaces shown on the die.

Con uation of Play
""Play continies, with cards placed in the rear of

the box from which they are drawn after each question. _ -

When a category headquarters requirement is met,
the appropriate scoring circle is given to the player.
1f the player answers incorrectly, the token must 13:‘;&
the headquarters-on the next turn and later re-enter it

for the gayer to attempt another question for credit.
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A playet landing.in one of the 12 ROLL AGAIN
spaces continues the turn by rolling the die again.

‘When a token lands in the hub before the'player
has et the six headquarters requirements to be able
to win the game, the hub is treated as a wild-card
space and. the player choosés. the category for the
subs‘eq\z!nt:question.

Any number of tokens.may occupy the same space.

Winning the Game

After a player has correctly answered a- question
in all category headquarters, fhe player's token must
make its way to the hub to attempt to win. the game.

@ Vhen the token lands in the hub,.opposing players
saliast ‘theleatagaiy o final question, by simple
agreement or a vote, and the next card then is drawn.

If the question is answered correctly, the game is
won. If it is answered mwng’auy, the player must
leave the hub on the net turn and re-enter it for
another question.

Because a correct answer always means another roll
of the die, a player may meet the game-winning require-
ki) i EHE PLrat tuEn, . 16 ENLE happens, any player

who hhs not yet had a turn is permitted a chance to
[
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answer his/her question correctly and create a tie.

The rules contain no provisions about how long a
player may take to answer a question or about how
precise an answer must be. Players decide what
constitutes a reasonable time in which to produce an
answer. ' similarly, they decide how exact an answer
must be--whether, for example, all,or a portion of

the components of an answer must be provided.




CHAPTER IV

. RESEARCH METHODOLOGY

Introduction :
S ‘

This chapter presents an overview of the pmceduxes
used in this study. These include: (1) Population

(2) sample (3) (4) T on v

(5) validity (6) Analysis Ptocedura @ Hypet_heses

(8) Lln\ltation! of the study‘

Pugulat’.on
The popuhtion for the purpose of this study ~—

consisted of two classes Of students enrolled in World
History 3201 in one :l:hool under the c.nau-sonaus:a
Connaigre Roman Catholic School Board during the
1983-1984 school year. Students were males and. femsles
averaging sixteen years of age.
ample

" The sample consisted of two classes (60 students)

-taught by the same teacher and receiving the same’

instruction. The teacher considered students in each
class to be of the same academic ability. Students in
one class were assigned to the treatment group and the
other class was assignkd to the control group. '
'{'he particular school used for this study was in

68
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the Gander area. This school was chosen because of the
willingness of the world history teacher to cooperate.
originally, it vas hoped ‘the study could’take place in
the St. Joha's area.. However, because of the laténess
of the school year_," this was not possible.” This year
Government of Newft;;.mdland and Labrador Public .
Examinations were moyed aheadand this’ lessened
instruction time.

Students -selected had £inished the world history

course in terms of teachers having taught it, but had

" not yet started review. for the final exams:

Procedure ‘e
All students were given a teacher-made pretest.

One class received the treatment while, the other served

as a non-treatment group. Both groups were post-tested

and the treatment group also received an attitudinal

test concerning the game. -
Ingtrumentation B

In order to measure academic achievement, teacher-
‘made tests were used. Both the pretest and post-test
consisted of four essay questions and questions were

taken from Public Examinations as administered by the
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Department of Education. 'Questions were selected and
assigned to either pretest or post-test groups from a
po'ol of public exam o ‘detaraninad by examining
Public Examinations 'questions used -over seven years’
_Both game items and test questions were determined
on the basis of Bloom's taxonomy. The first three
questidns of the pretest and post-test were taken’ £5om
,Section A of the Department of Education Public
Examinations. - These included questions on the lower
levels of Blobm's taxonomy.. The fourth questidn on
the pretest and post-test was a higher level quéstion,
coming from the evaluation level of the Cognitive
Domain. i i
The test items were taken from Section A and
. Section' B of the Department of Education Public
Examihations in World History. For the seven year
pe;ioé bating Semined, 411 qiestions i thess sestiens
were given numbers. Three numbers were drawn from the
pool of Section A questions with thé§corresponding
‘questions being assigned to the pretest. Post-test
questions were selécted in the same x:\a.nner. The
fourth qnes:i;n‘ of the pretest and post-test was drawn

from Section B of Public Exahinations. The reason
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three questions were assigned from Section A and one
question from Section B is because:of the nature of .
mark ‘allocation in Public Examinations.. Section C of

. the Public Examinations were concerned with current
evén:s ‘and not included in the pretest and post-test
.or ‘the game. "Section A in Public Examinations was
usually valued at 52%-Of the ‘total examination, Section”
B was valued at 28% and Section C was valued at 20%.
In'the pretest’ and post-test each of thie oaE questions
were equal value of 25%. ‘The first three questions in
the érecesc and post-test have a total value of 75% which
is-the approximate value éf q‘uestions‘ on World History
Public Examinations which are on the lower levels of
Bloom’s taxonomy.
The breakdown of pretest and post-test questions

into levels of Bloom's taxonomy follow

C Table 1

Pretest Ttems Categorized According
t6 Bloom's Taxonomy

What role did Commodore Perry play in opening up

relations for Japan? (Knowledge level)

Explain the significance of.the Nazi-Soviet

Non-Aggression Pact. (Comprehension level)




The Communi&t Revolution of-1949 greatly changed
the old institutions and ways of life of.the.

Ehinese ‘people; Briefly describel tra changes

that took place undez ‘the new Communist covemment‘

. in the 19'50'5 and 1960's. _(Kncwledge level) ‘

Bnefly evaluate the Unlted Nations from the

point of view of its sutcessés and failures.

" (Evaluation level)

Table 2

Post-test Items Categorized Accnrdmg
to Bloom's Taxonnmy

. Explain why the Opium War broke out in 1899.

(Knowledge level) 5 “|

Explain the significance of Hitler's invasion of
Russia in 1941. (Comprehension level)

P =
The Balkans have Been described as "The Powder

Keg ‘of Europe". Discuss the statement, briefly
explaining how this led to a World War.

(Comprehension level)
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4. Following World War II,’the wartime allies became
peacetifie rivals. Why? Support your answer with
examples. (Evaluation level)

The tests vere markad by the researcher. The
criteria for detemining the accept,af}e answers-were
autablialisnrana. ths edaene B vsuponenE  HaLe) EarpaTed
to this criteria and given appropriate marks. The
crrk e ar eI e discussed with the’,
students' teacher who agreed that thése criteria were
acceptable. The criteria used for questions in the’

pretest ‘and post-test follow:

Table 3

Criteria For Marking the Pretest

1. ' In 1853 clhe American’ Government sent Commodore
" A Matthew Perry and a squadron of four ships to ask
the Japanese to open their ports and trade with
the outside world. He left and returned in
Fabiasy WOSE WichuaRy prassnts for the Japanese. °
. The Japanese were impressed by the gifts and by
nPerry's dignity and show of force. They agreed
* . to the Treaty of Kanagawa in 1854 and later in

1858 signed andther treaty.
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2. " The Nazi-soviet Non-Aggression Pact was signifitant
to Russia’and‘ Germany. Stalin-distrusted Hitler :
"and this pact gave the.Soviet Union time to build
up its military strengéhi. . Hitler's motive was to
secure his eastern flank from Russian attack when

Germany would be at war with Poland. o

J “3. Mao reformed land ownership, Lovered; rents, and
# established schools for peasants.. Communist .
leaders estéh»lishéd agricultural collectives of -
- several hundred farm families. The Communists

also set out to destroy Chinese family unity and

‘ ancestor ties in order to promote a communist

identity.

€ 4 The ‘United Nations haé succeeded in helping’ stop
some wars such as the one between India and
Pakistan and has prevented others. from spreading.
It has provided a forum where countries can )
release tensions peacefully, helped settle
disputes like the Indonesians and the Dutch and
provided facilities for disarmament and nuclear

" contro1ffalks. United Nations' agencies have -

alfo met some success in economics, health, and

education. &




75
Vo - ;
In March, 1964 the United Nations sent a peace-
keeping force to stop fighting between Greek and . - -

Turkish factions in Cyprus. A cease-fire agreement

was reached in August, 1964. Ty g
In the war between North and South Korea, ' the '

South was supported by the United Nations. -Both the ' . |

" communist world and ﬁes:ern nations claimed victories.

In’ the 1970's, tensions continued between Israel and

Arab states athough the United Nations sponsored a

cease-fire in the 1963-1970 conflict. The United

. Nations was not able to bring the v;'ar between North

and South Vietnam to a speedy end. .-

Table 4

Criteria For Marking the Post-test

The. Manchu refused to allow the British to

establish regular comerce with China. The
Ehglish £a® 1ndia Company had been importing
opium in exchange for Chinese tea and tilk. This
—practise was illegal but not enforced. The war o
started after negotiations failed when a %
Cantonest official seized quantities of the

drug and destroyed it.
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Hitler had underestimated the severity of the

Russian winter which brought the German army to ‘a

, standstill. Also Russian troops burned everything

that the Germans could use as the Russians
retreated. Hitler could not £orce the Russians to

surrender.

Rivalries of .European nations complicated by
strong nationalistic tendencies made the Balkans
ready for an .explosion. \

By 1914 Ser

idn-pustrian relations were

approaching a breaking point. These relations

. -involved Austria and Russia who were members of

-

rival alliances.' The interaction of these

opposing systems led to a world war.

The "Cold War" described the hostile relations

between the Soviets and Western nati, This

arose after the end of WorldWar II as wartine
collaboratjon broke down.

Both the Soviets and Weétex;a nations reacted
by forming differsnt organizatiofs and hostility

toward each other.




_ The North American Treaty ozqanizazxon was
: an ;llx.ance ofWestern nations’ who agresd to
* defend one another if attacked. Between 1947 and
1953 the Cold War reached its frigid extreme.
The formation of the Cominform by the U.S.S.R.,
the division of Gexmany, ‘the Beriin blockade, and
the coup d'état in Czechslovakia led to increased
tension. : :
An attz_tudxnal test was used to examine what i
S EaiHALA BORE, o) NAIBEULENS gl s oW
enjoyable students said it »’:a;s, and whether they said
sy, WoHld Tecimend RS faia: 1 stucienJ's reviewing
l
Validity |
In order to establish the content validily of th

for World History 3201.

pretest.and post-test, the tests were constricted fro
. . R
#. Public Exaningtions as adniiistered by the Department

of Education. Each test item had appeared on Public

- Examinations in the past, with seyeral items occurring

on more than one nccasion. The pretest and post-test

‘were repxesentative of Public Examinations in World

History 1201 gy
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Analysis Procedure
The analysis of students' responses to the tests

was conducted with respect to the test's scores and an
analysis of an attitudinal test for the.grouwp receiving
the treatment. The test data is analyzed by computing
raw scores, means, standard deviations, percentage
scores and estimates 6f standaxd errors, and an - analysis

of covariance.

Hypotheses % i
. The following ‘research hypotheses were used in

this study:

1. Therewill be a significant lrrasaite bewaen
the means of the scores of students using the game, <
"Your Knovledge', and the means of scores of non-user :
students. o ’

2. A significant number of students using the
gane, "Your Knowledge", will £ind it enjoyable For
Seviewing world Blwtory. ) k
© ., 3. A significant number of students using the -
gane, "Your Knowledge', will £ind it helpful in review-
ing vorld histozﬁ\. K
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Linitatios ° g i

This study dealt vith only a small sample OF,
Stulents enrolled in World iistory 3201 in ‘only one
School. The results, therefore, will not be
generalizble beyond this school,

Tt mst b noted a difference existed in the degree -
of difficulty between the pretest and post~test as ssen
by studlents._ Although every e £fort was used to make the
£wo tests parallel with regrd to the degree of
Aifficulty, the drop in the post-test scores by the
non-treatment group may indicate the fests vere not
parillel in difficulty. The pretest and post-test - .
consisted of four items. Because of the small number
Of items, the chance of variation in students' scores
was incressed. A larger degree of chance of variation
in scorests asociated with each item.




CHAPTER V

DESCRIPTION OF PROCEDURES FOLLOWED

Introduction

This chapter describes the conditions under which
stu¥ehts played the game, "Your Knowlédge', the
testing conditions and the evaluation of pretests and

post-tests.
\

Playing the Game ‘ 3 .;
AL students vere enthusiastic about playing after
they were inttoduced. to the game and became familiar
with the rules. Thirty-five students 'plajed in five
groups of six and one group of five. In one group, the
students played as teams of two sStudents with three
teams playing each other. Although students were
competing, great cooperatiori was observed with students
helping each other by offeringhints, clues, and adyice.
The atmosphere was positive» with students tﬁ)%ing‘ r:i:sks
and receiving immediate feediback. The te’achekr rena xked
on the high level of student enthusiasm, and involvement

revealed much stimilation by students.

80
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- Testing . £, 3 5

The testfng and gane—playing took place over Five
class periods . One period was @ssigned to both pretest
and pst-test, #hile actual gme-playing occupied '
approximately three class® periodls. After plawing the
game students completed the qestionnaire. During the
folloving cllss period they attempted the post-test.
The control grow did the pretest and in'the following

class completed the post-test.

Evaluation
Pretests for the control growp and treatment groups
vexe coded for identification and then mixed together to

avoid any bias in correcting. ‘After all tests vere

coxrected, they vere then sorted and designated to the
2 K :

appropri ate group,
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CHAPTER VI -
ANALYSIS OF RESULTS
Introduction

The study was undertaken to determine if}playihg
‘the game "Your Knowledge" produced .valid results for
the sample in . guestion and to determine students'
attitudes conceming the gam in several aress. In

order to facilitate full treatment of the data

available, an analysis of' covariance was used and an .
analysis of the test to determine attitudes. Th the

- ' analysis of covariance the lgrel of significance was

stated a prioriat P<.05.

Because Of the losses due to mortality, the total
number of subjects included in the analysis of data
was reduced from sixty to Forty—two.

The treatment group lost ten students and the
non-treatment group lost seven students due to mortality.
For test marks to be considered in the non—treatment
grow;, @tolitahad torhuve viitisalboth the rreteat

3 a‘nd post-test. . The non-treatment group consisted of
two class periods on different days while the treatment’
"group consisted of five class periods of forty-five

y o 82 \ y “ % )
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minutes each over a three day period. Three
consecutive periods were used on one day for game
playing. For test marks to be considered in the
treatment group, students had to have written both the
pretest and pla‘at—test. aAn analysis of the attitudinal .
test'which was administered after thres consecutive

" periods of game playing included thirty-five students .

Hypothesis 1

This hypothesis stated that there would be
significant differencs between the means of students
using the game "Your Knowledge" and the non-users.
This hypothesis was accepted. Significant differences
were found showing there was a .000 chance of obtaining
a F statistic of 21.839 by chance assuning the means
wsrevsguale;:, Witk Hhe: meune Buing motegut; the
chance factor became higher.

The means of the treatment q;:oup were 33% in the
"pretest and. 42% in the post-test while the non-treatment
group had a prétest score of 29.38 and a post-test '
score of 20.63. The folloving tabies give information

concerning the-pretest and post-test. ¢
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3 Table S
‘Treatment Group Results - Pretest
- Relative Adjusted cum
‘absolute Freg Freq Freq N
* . Freg . (em (ecT) (pCT)
o = -
P S 3.8 3.8
1 3.8™ 7.7
1 *3.8" 11.5
1 3.8 15.4
2 7.7 23.1
= 3 1.5 34.6 :
2 7.7 42.3 .
1 3.8 46.2
Y 1504 615
B ) 3.8 65.4/
Ay 3.8 69.2
L 3.8 73.1
w E 3.8 ! 76.9
1 3.8 . B80.8
1 3.8 84.6
1 3.8 88.5
2 4 7.7 96.2
% 3.8 100.9.
26 100.0
N HEy
Mean * ~ 33.808 STD ERR 4.029 Median 32.500
Mode 33.000 STD DEV  20.543 - Variance 422.002
Kurtosis -1.152 Skewness 0.290 Range 65.000

Minimum 3.000 Maximum 68.000
Valid Cases 26 Missing Cases 0
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" rable s % :
Treatment Group Results - Post-test ~
Relative AQjusted cum. .
Absolute Freq Freq Freq
® Freq ecT) (pT) (pcT)
2 2.7 7.7 7.7
1 3.8 =308 1.5 :
i |38 3.8 1154
L 3.8 3.8 19.2 .
2 77, 7.7 26.9
2 7.1 .7 34.6
& 3.8, 3.8 38.5
1 3.8 3.8 2.3
3 11.5 1.5 53.8
2 Ry % 5T, 61.5
1 “3.8 3.8 65.4
2 P . 0.7 73.1
1 3.8 6.9
4 . 15.4 92.3
2 1.7 100.0
% 100.0
dean ©2:000 STD R ~ 4:843  Median _33.333
¥ode 70.000 STDDEV ~ 24.697  Variance 609.920

Kurtosis -1.384
Minimum 10.000

Valid Cases 26°

Skewness - 0.339
Maxinum 85.000

Missing Cases 0

_Range 75.000 . -

=
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Table 7 .
Non-Treatment Group Resilts - Pretest (
o ) ’ ;
o Relative Adjusted cum “
Abso lute . Preq . Freq Freq
3 Freq (ecT) ©(een (¢4
1 o D
| 0. 3 . 188 .
| 10 2 313
20. I 375
23, 1 ‘a3
X 25 V1 _50.0
- 28 1 56.3
30. 2 68.8
= 33 1 75.0 , i .
55. 1 - 813" -
63. 1 "87.5 :
68. FEE 93.8
7s. e ; 100.0
. Tomn 16 4 100.0- g )
Mean 29.375 S0 ERR _6.077 Median, - 26. 000"
Mode 0.000 STD DEV 24,309 . Variace (530.917 ¥

Kurtosis -0.629 Skewness 0.614 Range - - 75. 000 %
- Minimum  '0.000 Maximum  75.000 R SRR

“Walid Cases 16 MissingCases 0
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| ; = N Table 8 o5
. Non-Treatment Group Results - Post-test e &
. N Relative ’ Adjun:ed - cum
. " Absolute " Freq ¢ Freg Freq
s Freq (ecT) . (eemy (ec)
8 . 1 6.3 6.3
A 1215 18.8
8. 2 12.5 31.3
10. 2 12.5 1308
130 2 12.5 ‘56.3
20. 1 ] 6.3 62.5 2 '
25. 2 " 1205 75.0
300 1 6.3 81.3
8. 2 125 93.8
s8. ol 6.3 100.0
) TOTAL 16 100.0 E
Mean 20.625 STD ERR . 4.320 Median  13.000
Mode 7. 17.281 % Variance 298.650
Kurtosis.  0.107 1.079 . Range 58.000
. <poo 58.000
valid Cases |16 Missing Cases 0 S
. +
]
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mean score in the post—test than they~did in the pretest.

in the

group ‘received lower

“In a dfscussion with the students' teacher) the teacher '
said the students in the non-treatment gx:oup‘ found the
post-test more difficult than the pretest. The teacher.
_also mentioned the treatment group said the post-test
was less difficult than-the pretest. Students in the..
treatment group encountered the post-test questions and
answers whi‘le_ playing the'game. This :evilw by playing
the game explains the increase of the mea.n‘uf the

treatment group in the post-test.

it
Table 9

M\alysi.s of Covariance of Ferformed Reaults
in Pretests and Post-tests,

; Significance
Source at Ms F of Level F
|
Covariates 1 . 15821.933 - 114.169 0.00
-Pretest”. 1  15821.933 ' 114.169 0.00
CA

Main Effects 1 3026.470 21.839 0.00

Group 1 3026.470 21.839 0.00
Explained 2 9424.201 68,004 0.00
Residual 39 138.583

Total | a1 591.540




j Bypothesis 2 1 e
oo e “This hypothesis stated a significant humber of .
students using the game "Your Knowledge" would f£ind it
: ) enjoyable for reviewing world history. The significance
level was set a priori at 80% of students -responding
: favourably who used the game, .This hypothesis was
" acceptsd. The overall reaction from students was that
this game was. enjoyable . Twenty-thx]‘ae percent of s N

students found this game was very erjjoyable and 77% of :

‘students said it was enjoyable. No respondents said it
was either dull or not enjoyable. Tablé 10 presents

- attitudinal test results.

Table 10 i

Student Questionnaire

Please place an X near the most appropriate answer.

1. Did you find the game:
very enjoyable 23% enjoyable 77%
= © nct-enjoyable’ - dull
4 !
2. As an approach to reviewing history, was the game:
very helpful 778 ' . helpful 23

not helpful, i, useless




. 5903 ‘ %
3. If this game were available for students, ,wauld-vyou:'
use it for réviewing “100%
not use it for reviewing

4. Would you recomnend this game -to friends for
reviewing world history?

Yes 100% No 5

Hypothesis 3 * ok o il ‘

This hypothesis stated a siqxu.iicant nanhet of
stidents using the game “Your Knowledge" would find it
helpful in reviewing world history. This hypothesis
was accepted. Three items on.the Attitudinal Test weze
used to assess this hypothesis with signififance levels
stated as eighty parcanﬁ of students responding
favorably. then asked if they found this game helpful
as an approach to reviewing world ‘history, seventy-sever
percent said the game was very helpful and twenty-three
found the game helpful. No respondents .said the game
was not helpful or useless. One hundred percent of
students gaid if the game were nvailable for students
that they would use it for revieuing. One hundred
percent said that ‘they, would recommend this game to

friends for reviewing world history.
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s CHAPTER VII

_SUMMARY, DISCUSSION, CONCLUSIONS,"
AND RECOMMENDATIONS

Introduction . o . “ 5

This chapter ptﬂlent! a sumary, a ﬂLsculﬁiOﬂ of
the results in light of the;major quuuan.lacued, the,

concluulans drawn from the results OS the study, .the

xmpucatians for 8 and some ions for
future ‘research, | T . ‘
Summary o . « ’

The purposes of the .;\;'dy vere to determine i5 .
p;ayi‘nq the game "Your Knowledge' produced valid results
£or tiie amnple in questicn aqd to deteimine students®
attitudes concerning”the game in several areas. To do
this, the experimenter posed these questions: Does
playing the q;m for the purpose of reviewing lead to an
increase in student perfolmance? Will students using

the game “Your Knowledge" find it enjoyable for

reviewing world history? Will students using the game

"Your Knowledge' £ind it helpful in reviewing world
hiatoryyl‘\o investigate these questions, teacher-nade
tests and an a:ti:udsnu test were admmueeud to 60

9
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; z/ 92
_Studentg enrolled in Korld History 3’20[. One g’ruup of
these students playdd the game. "Youb Knowlédge" while

_ the other group did not. 's'tudenu were assigned to
treatment or control groups on. the basis of vhich class
they werdin. Both classés were taught by the sane
teacher and students in both classes vere ‘considered to

be’'the same a.bi].ity 1evel. The data‘’ wete collected and

anaiyzed using a one factor analysis of covariance and

. educators.’ (Abt, 1966; Coleman; 1967; Coleman and

an,nttitudinal test. The results were reported ,in

Chapter Six. . c

Discussion of Results ’

The analysis 1ndlcar_ed that there vas a slgnifu:ant

d).ifzrence between the means of students usinq the game

.and the non-ugers.. Ulingvthxs game fot reviewing helped

students acquire kriowledge which was previously
encountered and forgotten or was new: for some individuals.
|

This finding is consistent with the views of many ~

SHear8\and Bowen, 1974; Cohen and Bradley,- 1978;
s, Becker;, 1980; Cowan, 1983) L

indicated that a significant

|

i
i
H
3
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- . e
found lt enjoyahle tox: x viewing wotld histoxy In i

fact, all students who ‘playéd the qun\e enjoyed doing so.

- Although some of these students- did not inc:ease their

perfomﬁce score;, the pmcess itself was donsidered
worthwhile. This also is consssee(rt with the views' of
many ' people involved witlr games. (Am:, 1966- Bruner,
1966. Coleman, 1966 Coleman and Boocock, 1?66 Gcrdon,
1970; Cohen, and Eradley, 19787 Stqlovitch, 1978)

The analysis also 1ndicated that students‘ using

. the game found it helpful in reviewing world history.

All students said the game was helpful, would use it if

the game 'was.available for reviewing, and would

recommend | this game to friends for reviewing. . Students'
at'tlitudesrtaward the game and-an increase in mean scores

indicated that.the gax‘ne was helpful. |

Conclusions

. The conclusions reached in this study are

_to the performance of World History 3201 students within'’

one school invthe Gander area.. Generalization beyond
v §
this is inappropriate. |

The ‘conclusions of this investigation are ai

follows:

Dot



. s T

. 1. 'The game "Your Knowledge" helped students
increase their performance s_goxet on tests. Vovaull, the

_meansiof: sfadents using this gmme wire significantly
higher.

)

2., Students who use this game £ind it’an enjoyable-

approach to studying world history.’ Increased motivatién -

occars and social i anicati

among students. L
3. Students who use this game consider it helpful

in reviewing world history. Students rate this game as

helpful and 2 1ly by using
this game. .

/ & <

Recommendations TS /

As a result of' this study, :h-'gullwinq
recomndations ‘are siade.for fibther-ressarch. i
npplicat.ion. - :

1. A similar study should be conducted with a
larger lax:nple consisting of schools flron all across the
province. g . h T

- 2. Future studies should randonly assign students
to treatment or control groups.

3. Teachers should be made aware that games such as’

"four Knowledge" are only one of many learning strategies.

|
|
.
!
i
i
i
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Appendix A

The Pretest

This test consists of four guestions. Students

are required to do' all questions. Your answer should .~

be ‘brief and time should be budgeted to ensure all

questions are attempted. (40 minutes)

1.

Briefly evaluate the United uuciorl from the pol.nt

What role did Commodore Pezx:y play in opening up ) 4
relations for’ Japan? v

Explain the significance of the Nazi-Soviet-non- = .

aggression pact.

" The Communist Revolution of 1949 greatly changed

the old institutions and ways of life of the Chinese
people. Briefly describe the changes that took -
Place under the new Communist Government in the

1950's and 1960's. - £ i . i

of view of it§ successes and Euilums.
\

| st e




Appendix B R

i The Post-test

This test consists of four questions. Students
i . are required to do all questions. Your answer should -
be brief and time should be budgeted to ensure all |

questions are attempted. (40 minutes)

1¢ "Explain why the Opium War broke out in 1539.(

\

2. Explain the significance of Hitler's invasion'of

Russia in 1941.

\

;‘
3.° The Balkans have been described as "The Powder Keg
of Europe". Discuss the statement, briefly

explaining how this 1€d to a World War.

: \) 4. Following World War II, the wartime allies became
peacetime rivals. Why? Support your answer with

examples.

(SRR Y
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Please place an X near the most appropriate answer.

1.

Appendix C
Student Quéstionnaire .
Name

. "

Did you find the game: - -

very enjoyable enjoyable
not enjoyable g dull

As ‘an approach to reviewing history, was the game:

very helpful hglpful

not helpful uséless

If this game were available for students, would|ybu:

use it for reviewing
not use it for reviewing "
Would you recommend this game to friends for

reviewing world history?

Yes

R

i
[.
i

N
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Appendix D

T-test for Post-tests for . °

B a Treatment and Control Groups,
Noi of . Standard . Standard % < F  2-Tail

* variable Cases  Mean' Deviation Error § value . Prob.
“Treatment Group 26 42.0000 24.697 4.843 2.04  0.153

Control Group 16  20.6250 17.281 4.320 «

\ ; = s
. T «
Pooled Variance Estimate Separate Variance Estimate
i T Degrees of ' 2-Tail T Degrees of 2-Tail s

. value reed Prob. value Freedom = Prob. -
303 40 0.004 3.29 39.22 .002 ®
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E Appendix E
| ; . .
! . Analysis of Variance. for Post-tests
l 47 . for Treatment and Control Groups ‘
! s
|
i : : " significance
a Source . dE - MS . ‘of Level F
i Main Effects 1%/ as2s.593 0 9176 . .- 0.004 -
s Group 1\ 4525.393  -9.176 © 0,004
. Explained f1 4525.393 90176 | o.004
Residual 40 - 493,194 oL T T
© ey motal - a 591,540 b’
. ; S
’ ) A, .
3 & N 5
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same ‘color questions nts material 1 in

. Appendix F e

-Questions and Answers for the Game

The game consists of three groups of ‘different

colored questions; red, blue, and green. Each of thé

. . 3
one-third of the student's text.

Red .Color-Coded Questions and :Ansvers

-'1.

* Answer: In the 1870's laws were ena

Explain three social refums that were enacted m
Britain after 1870. -

e
Rousing and public health; in the 1890™\ infants'
welfare centers were set up to provide frag mi
to poor mothers;- in 1802 the Education Act.
a system of primary.and secondary education; in
1905 sweatshops were outlawed; and in 1911 the
_Natxonal Ins‘_x:ance Act was passed.

What. were the resul(‘.! of the Btltish administration

in India?

Ansver: Bricieh ad.m.tnistxatian had mixed zesuus-
the s bcentinent came" under one authority;
improvements occurred. in safety for individuals,

. medical facilities, miles of railroad, telegraph

lines, plus irrigation. However, the population

with living declining with a |
dspnndency on:agriculturé for subsistence, and also
problems with education .and identity.




i
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3. How did the advance of democpacy bring ahout
changes in the Laxssez-tu}g attitude of the 19th
century?

Aniswer: The laissez-faire attitude was replaced by
a welfare state attitude. 'Politicians became more
“ sensitive to social needs and ecgnomic reform.  The
- . state came to be thought of :as having -
respensibility for the welfa/xe of its citizens.

/. .
© 4 During the 19th and'early 20th centuries, Asia
became & targét for Western.imperialism. Compare
the:effects this had on China and .Japan.

. Answer: 'China becjme completely carved up ‘and

E divided into spherés of influence by Western

. nations. ' It was reduced to a helpless nation.
Japan undertook a modernization program after
contact with the West and turned itself into a
prosperous nation following Western models.

5. < How did "dollar diplomacy” characterize the early .
20th century? . B

Answer: “The coordinated efforts of government and
business is called.dollar diplomacy. . Governments -
worked closely with business interests to.obtain .
3 favorable terms for investors. An example would
be the Roosevelt Cn:cllary in. 1904 which justified
. the U.S.'s intervention in Central America and the
Ccaribbean.’

6. With an example, explain the term arbitration. S

Answer: Arbitration is the settlement of -a dispute
Between parties by/ the decision of a judge.
Disputes between countries concerning questions of .
international law among League of Nations members
were to be settléd through arbitration.
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H‘any scientific advances were made m/uu- century
Europe. Discuss the ccnui.buunn of three eminent
scientists of that penod.

Answer: Justus von L;\.eb],g ducovexad that the

chemrcal compositiy of the soil had a direct

| bearing on plant 13fe. Heinrich Hertz in 1855
| proved the existence of radio waves. Wilhelm

| Roentgen in 1895 discovered X rays. |Pierre and

X Marie Curie in 1898 isolated the elefient radium. -

\
|What was the purpose of the United States proposal
|in 1899 of an-"Open Door" policy in.China?

Answer: The Open Door Policy in 1899 proposed’ that
nations having exclusive spheres of influence should
permit businessmen of all nations to compete on
equal terms. The U.S. was worried that exclusive
spheres would shut out American trade.

| s
Describe the actions of Europeans in Africa during
their vigorous 19th century imperialism that might
justify a strong resentment by African nations
toward the Western White World.

Answer: Although imperialism brought benefits, it
also brought . Many Africans were

from their tribal and village societies, taxed
heavily, and compélled into forced labor. In places
like the Congo Free State, brutal punishment such as
execution, whipping, and torture were common.

Western Civilization dominated all other
civilizations of the world in the fifty years
before 191 lain five factors which
contributed to \'eltexn Dominance.

Answer: The strength of the West was based on a
Tong period of geheral peace, the growth of
‘population, a system of effective government,

rapid advance in industrialization, the creation
of a world market, advances in science and medicine,
and political and social advances.

¥ & S
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1. Why was the Opium War fought between Britain and o
China? ; : I
. Answer: ‘The Manchu refused to allow the British to - 2
establish regular commerce With China. .Thé Englxsh 2 n
East India Company had been importing opium in :
_exchange for Chinese tea and silk.] This practice i
was illegal but not enforced. The war started aftez .
negotiations failed when a Cantonese official sei’zed
quantities of the dr\xq and destroyed it. i

12, Was the Treaqy of Verbailies just? ST

Ansuer: * Consider the causeb of World War I and’the -
countries involved. semm‘,' and her allies had~to .

assume full responsil r the war. However,
i several other countries'were \xesponsxble for the

war starting.

\ ¢
13. why was World War different from any previous.war?

|
Answe World War I was fought\on.land; on and
under water'and in the air. It was'fought by huge
mechanized armies with the use of néw, technology

in many different areas. The scale.of the war,,
amount of destruction, and loss of lives were ;

enormous. \

14. Why was the formation of auxa‘ncesXa threat to the -
 peace of Europe before World War I

Fnswers, Alliancés made a small dispute turn. into
Targe Qisputes by drawing in more countries. A
small d;spute between Austria and Serbia expanded
into a world'war. \
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How'did Roosevelt's New Deal try to 251varproktEis
of the depression in the United States

Answer: This conSisted of relief for the needy,
Tecovery for business, and basic reforms for- the

- nation's economic system. The New Deal helped

improve business and reduce unemployment by
creating jobs and putting people back to work.

What were the basic ideas of Classiral Liberalism?

Answer: ‘These were beliefs that ‘each individual is
a_free human being; that government should be

muced fn power and based on majority rule and

that government had no right to interfere in the

nay&é operation of the economic and social

8sys

Describe the specific- incident which led to the
1.

_outbreak of World War

Answer: ' Archduke Francis Ferdinand, heir to.the
Hapsburg throne, was assassinated at Sarajevo by a
young Bosnian. Austria sent an ultimatum to Serbia.
Not satisfied with the Serbian response, Austria-, -

_ Hungary declared war on Serbia on July 28, 1914.

Describe two important develapments made in
medicine in the 19th and early 20th century.,

Answer: W.T.G. Mouton used ether as an anesthetic.
Sir James Simpson discovered chloroform.. Pasteur
developed a vaccine to ‘prevent anthrax and later®
successfully innoculated for rabies. Joseph Lister
used a mild carbolic acid for sterilizing.:

What is a sphere of influence? GJ.v/e an example.

Answer: A sphere-of influence is a specific area
where a foreign nation has special economic
interests. _Sections of controlled China were
divided by European nations in the 1890's.
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Describe the type of social legislation that was®
introduced into.Germany during the '1870'

Answer: German legislation aimed at the problems
of -sickness, accident, and incapacity in old age.
Laws dealing with these were passed in 1883, 1884,
and 1889.. Eventually' free'medical and hospital

/

Explaxn the_four -factors which contributed to the
lack .of progress of the Latin American Repub:ucs

‘ _in the 19th century.

23.

24.

Answer:  Factors which 'Hindered progress in Latin
America were political instability, social 'unrest,
illiteracy, poverey; and classanf reclal aivisions

\How did the Meiji Restoration affect Japan?

- Answer: This transformed Japan into a powerful

modern state. Feudalism was abolished, a new

constitution was adopted, and an intensive program

of industrialization began. Japan changed from a
rural to {ndustrial econcmy with refoms, in
education and. law. .

What factors caused the United States to develop
into a great industrial nation during the 19th
dentury?

Answer' ~ These. were: rich natural resources, coupled

|with inventions and technxques “for converting them
linto finished for tation;
‘huge markets; tariff pxote:txon and low taxes; a
large: labor supply provided by mmgrancs, and its
geographical isplation.

Why were the Balkans called "the pouder keg of
Europe"?

snswer: Rivelries of European nations complicatéd.
by strong nationalistic tendencies made the Balkan
ready for an explosion.
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.Berlin in ‘1

Explain’ the events that bxuuqht on the,Sepay
Rebellion.

Answez. This was a mutiny of native Indians against
the British, In 1857 a rumor spread among the sepoys
that the neW rifle cartridges were greased with bee

and pork fat. Both Hindus and Moslems were uutraged
and ‘rose in mutiny.

What was ‘the ‘Pan-Slavism movement?

Answer: < In the mid“1800's the desire ‘of the Slavs
For freedom found expression in Pan-Slavism, a
nationalistic movement to.unify the Slavic people.

Why did the pawex‘s of Eux‘ope call the congress of

“/
Answer: They hoped to résist Russian expansion:
Great Britain was alarmed 3t the Russian gains wh:u:h
brought Russia close to the Suez Canal. Th
Austrian’ emperor, Francis Joseph, was concerned with
Russian encroachments in the Balkans G

What. brought .on the Russo-Japanese War (1904-1905)7?
o

Answer:  Nedotiations between Japan and Russia over
Korea and Manchuria broke down in 1904. Fighting
began when Japan, without a formal declaration of
war, attacked the Russian fleet at Port Arthur.

|

Describe two important developments made in
communjcation in the 19th and early 20th centuries.

Answer: In 1832 Samuel Morse made the first electric
telegraph. Alexander Graham Bell patented the
tefephone in 1876 and' Guglielmo Marconi developed a
wu‘eless‘ telegraph in 1898.
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How did the saza;evo Incident contribute to the .
outbreak of World War I? ¢

Answer: This started a war between Serbia and " .
-Bustria which led to World War L because of

alliances. s

Name three axplarers and state how each contributed
to the opening-up Of Africa.

" Answer: Thede explfrers. were: David Livingstone :

whose reports on the slave trade speeded up its
abolition in East Africa; Henry Stanley who with. | .
Leopold II of Belgium founded the International
Congo Assgiiatxon which led to the Creation of the
‘Belgian Cohgo;. and Cecil Rhodés who was instrumental
in acquiring Rhodesia for Britain.|

How d:Ld Britain acquire controlling J.nterest in- the
Suez Canal? z

Answer: In 1869,.a French company under Ferdinand
de Lessups finished building -the Suez Canal. In
1875 the Turkish Governor of Egypt sold his stock
in the canal company to the British government.
Britain made Egypt a protectorate in 1882 when
internal disorders occurred. e

Explaln the t:hree main' ideas which were ‘the "basis
for Darwin's. theory of evolution.

Answer: These were the struggle for existence, the
Survival of the fittest, and natural selection.

Describe| briefly four forces at -work in Europe in

the late 19th and early 20th centuries tha i
concnbuced to the outbreak of World War' 1. e
Answer: These were nationalism, imperialism,

militarism, alliances, extremists glorified war,

fear and suspicion, and the Balkan Crisis.
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35. Explain the consequences that the Opium War had on
China. Fa T B "
Answer: The Opium War endéd with the Treaty of * -

Nanking by which the Chinese ceded Hong Xong to the
British, and paid damages for the opium cargoes
they had destroyed. The Chinese were forced to open’
five port cities to trade which signalled the real
opening of China to Western nations.

i

: 36. “What are two contributions made by Buropeans to, ® gl
African socigty’ — p X
Answer: < Europeans brought about thé abo-lxtion of
slavery and tribal warfare: European help t o, 4
voa invaluable in :fighting disease.and illiteracy and : -
in building.cities, railroads, and industries.

37. What was the purpose of Wilson's Fourteen Points?

Answer: These were a statement of the war aims and ~

peace terms of the United States. . Some were open
o ¥ covenants of peace, openly arrived at; absolute o "
dom of navigation upon the seas; reduction of, T i
n' and restoration of
um; and creation of a League of ‘Nations.

38. Explain the Greater Serbia movement.

Answer: -Slavs who had previously been controlled
by Turkish rule and received their freedom wanted
to free other Slavs under foreign control to create
. a’' Greater Serbxa

39. How did nat1onallsm contribute to the outbreak of
World War.

Answer: Nationalism helped cause World War I by

arousing the patriotic feelings of thoge who for y
years had been ruled by others. Also in the Balkans

many people demandéd . the right to belong to their

own nations. - . e,
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What do we mean when we say that Europe was split
_into two armed camps? B i
Answer: The major powers of Europe were divided
into rival alliances. One was the Triple Entente
consisting of France, Great Britain, and Russia.
The other was the Triple Alliance consisting of
Gemany, Austria, and Ituly.

How did mxlitarlsm contribute to the outbx‘elk of
world War

Answer: Mili tinn encouraged countriies to build
their fighting forces. Countries often act
braver when possessing a strong military Soree and
their people were not as teotful ap they would " -

.have been if they were unarm

/. ¥¥Blue Color-Coded Questions and Answers

42.

.43,

What effect did the Russian Revolution of November,

1917 have on Russia?

Answer: The revolution brought the Bolsheviks to
power who hoped to establish o dictatorship of the

a strict Marxist - °
Brogten. Al private proporty was abolishsd and
strategic industries, the banking system, railroads,
and shipping were placed under government ownership.
In March 1918 Lenin made peace with the Central
Powers.

Explain briefly two failures encountered by the
League of Nations after World War I

Answer: League mediation was fruitle: 3
dispute between Poland and Lithuania. The League
vas powerless in the Corfu incident, a dispute
between Italy and Greece.
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Explain the "New Economic Polxcy" introduced in
1921 by the Commnists in Russia

Answer: ‘To ease the strain of long years of hard-
ship and privation and to restore the Russian
economy {o its prewar levels, the New Economic .
Policy (NEP) was introduced-in 1921. Small business
was ‘epcouraged with the stateretaining ownership o
basic industries. Except for a tax on surplus
grain, peasants could cultivate their farms and
dispose of grain as they saw fit.

Coment on the significance of Hitler tivading
Russia in:1941.

Answer: Hitler had underestimated the severity of
the Russian winter which brought the German army. to
a standstill. Also Russian troops burned everything-
that the Germans could fise as the Russians retreated.

Hitler could not force/the Russians to surrender.

What steps did the United States take to aid the
allies prior to the Pearl Harbor attack?

Answer: - In’exchange for fifty destroyers, the
ritish gave the United States military bases in
lewfoundland and the West Indies. In the United
States, - the ‘draft was instituted and the Lend-Lease..

Act was passed. United States sea and air patrols

were established for both North and South Atlantic.

Why did the United States pursue a policy of
isolation after World War I?

Answer: The United States did not want to get
Caught in any entangling alliances.

Why did France fall to the Nazis so easily during
World War II?

Answer: France placed its defensive effort in the
Maginot Line. They were otherwise militarily
unprepared to defend their country.
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List the terms of the Treaty of versailles. that
ended World War I. 2

‘
Answer: Some wer:. Germany was to give up a
Considerable part of her land: and overseas colonies;
Gemany's army and navy were to be'limited in size
and the air force was to cease to exist; Alsace and
Lorraine were to be given back to France; 'a League
of Nations was to be established, Germany and her
allies -were to accept responsibility fof the war;
the Rhineland: area was to be .demilitarized.

List four factors which led to the overthrow of- the
Government Of Czar Nicholas II of Russia in

Answer: .Several factors yeray Russia logt a war
with Japan; the Czarist system grew more reactionary
With more persecutions and terror; thers was peasant
unrest. because of low wages, lohg hours, and péox

. working conditions; plus there were food ai

gonsuner good shortagés; and Russia bacane. inveived
in World War.

Name three things done by Lenin to make Russia more
Communistic after he took control in 1917.

Answer: Lenin abolished all private property a

placed strategic industrzes, railroads, and Ehippinq

under hip. H rthodox RS
Church, and allowed the peasants to farm che land. E

they had already confiscated.

i
What were Hitler's ideas regarding race? .

Answer: According to the Fuhrer, Germans were
Aryans and were the master race, or superirace; all
other people, but particularly Jews and Slavs, were,
inferior., Jews were to be eliminatéd and' Slavs were
to be made into slaves.
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How did the aims of the l:oun:x:).ea repzesent;ad by
"The Big Three" differ after World War I?

Answer: David Lloyd George (Englind) was detemlnad .

_Great Britain should take over the German colonies,
that the German navy be- destroyed, and Germany pay.
the cost of the war; Clemenceau (France) wanted to
prevent a resurgence of German strength; Wilson
(U.S.A.) wanted to be guided by his Fourteen Points.

What factors caused the United s:a:e,s to join World
War I on the side of the ‘allies?

Answer: .British propaganda for the aly&ed cavse
helped tu:ﬁ sentiment in the United States toward’
the allied cause. The immediate causes were the
German submarine campa).qn ‘and’ the zimmermann
telegram.

How was "blitzkrieg" used successfully by Hitler in
the early stages of World War

Answer: Blitzkrieg dependéd-upon thé speed of
mechanized armies following the infiltration of
£ifth columnists. - German panzer divisions destroyed
everything in their paths and planes bombed
civilians and military alike. .

i . : :

What ‘measures were taken by Hitler to mke Gemany
feady for war?

Answer: Strict food-rationing laws were put into
Sffect to make Germany self-sufficient. Imports
had to be paid for chiefly in products.not needed

« for warfare. The highway system of Autobahnen was,

constructed to permit rapid movement of troops,’ and
" an enormous stockpile of munitions was accumulated.

What, were fxfth columnxsts? E

Answex‘. These: were German undercover agel
Created fear and dissention among intended vxctims
, as part of Hitler's blitzkrieg.
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58. What factors led to the failiure of the League of
Nations?

Answer: The rule of unanimity on important “decisions
tended to block action; the League had no standing
military force of its own; the League could recommend
-the use of military force, but members were. not N

obligated to supply amms.

Y : 59. " What is the slqnificance of the Maginot line durl.nq )
3 - World'War I s ey

E Answer: The French felt the Maginot Line, the =

| entranched fortifications, should have protected »* &

| a‘ﬂ""" against Germany.: The French were easily ° i g
defe] :

Magil

Eted because they had so much confidence in the
e ;

ot Line that they were otherwise militarily
pared to defend theif country.

60. Describe é{e three main parts of ‘the Leigue of
: Nations. * 4

Answer: The Assembly consisted of representatives
. oF all menmber nations of the League. The Council
Ls * - ' consisted of representatives of the principal -
i powers plus representatives of four other member "
v nations. The pemanent Secretariat was to do the L
% " 'secretarial dally dutxes of the League. . J

' 61. Explain the term, "Brovisional Government" as applied
fr to Russia. :

Answer: The Provisional Government was set up after
. the abdicating of Czar Nicholas. It removed all
* restrictions on civil liberties, but ‘planned to
continue the war.. It also postponed a program to {
distribute land to peasants. This Provisional
a Government was overthrown by the Bolsheviks

| X

. . . | 5 U o
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62. Explain the dlffe!ence between the occupied and
‘urioccupied zones in Frince after France fell to
thegazis in 1940. ;

i : : .7, Answims ‘Océupied Frante included morthern /France

and the Atlantic coastline and was governed by

. .- Germany. Unoccupied France was administered by i :

- Marchal Pétain at Vichy. The Nazis, however, -
.k actually controlled Pétain's Vichy government.

63. Explain the three purposes of. the. League of Nations.

Answér: The League had three chief functions: to }
prevent war; to carry out the provisions of the |
. peace treaties; and to assist in thF improvement of

' . socxal and economic condxtxq‘s.

64. How did the Treaty of Versailles contribute” to the . B |
> .. rise of the Nazis in Geymany? . !

3 . " . Answdr: ‘The Treaty of Versailles dld not solve'the. ' |
problems of World-War I.. By its treatment of ;
£ . Germany it created bad feelings and fostered

resentment. This complicated with economic and aE .
social conditions set the stage for the Nazis. . by

- 65. Why was Russia treated uke a defeated nation after’ -
& Vor1d War 17 e

Ansver: After the Bolsheviks took power, they ended
Russia's involvement in the var.. The rémaining
members of the allies wanted to punish Ruauia for,
this..

66. VWhy id Stalin propose a policy -of collectwe
security during the 1930's?

Answer: A fear of Germany and Japan convinced i
Stalin he mst seek the good will of the democxaue&

of western Europe. Therefore, he tried to cooperate )
with them against the militaristic dictatorships. S

B gl md s ?
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what caused Italy to declare war on Germany du.ring
World War II

Mnswer: * After  the allies invaded Sicily, Mussolini
was forced out of office and a new government signed
an armistice surrendering unconditionally. On
October 13 the new government under Marshal-Pietro
Badoglio declared var on Germany.,

"Explain .the qunxfxcance of % Japanese bombing of -
jPearl Harbor in 1941

Answer: This brouqht the United Star_es into the war.
By December 11, 1941, the United States had declared
war upon all of -the Axis Powers.

. Explain how Stalin gained control .of the Russian
" Govexnnent.

Mswer: Staliri used his post as party secretary to
place his ‘supporters in key positions.! Stalin's
policy of building socialism in a single country was

by the ] over
Trotsky's policy of a simultaneous. world revolution.

Explain four conditions that favoured peace in
Euzope before World War I. -

Answe These were economic interdependence among
natlon!, philanthropist urged peace,.international
organizations promoted understanding, peace move:
ments vere oiganized, and the use of arbitration in
international disputes.

Explain the term, "Bloody Suriday” in Russian history.

Answer: On January 22, 1905 a large procession of .
workers bearing a petition to the Czar was fired on
by troops in St. Petersburg. Several hundred K
unarmed workers were killed.” This -aroused fierce
_hostility against the. government.
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What was the purpose £or introducing'a Five-Year
Plan in Russia? 3 )

Mewer: The ohjectives were: to blinminate the -
capitalist elements that existed during the New
Economic Policy and expand nationalized industry:
increase industrialization and agricultural
production; and increase the mumber of plasants:
working-on collectivé farms.

From: 1938 to 1942, Germany, under Hitler, acquired
control of practically all of Europe. How was this
accomplished?

Answer:  The policy of appeasement . gave Hitler
Czechoslovakia, and Germany, séized-Austria. German
blitzkrieg brought early Wrrender from Poland,
Norway, Denmark, Belgium and. France.

Explain the polivy of appeasement .toward Hitler" ag

it was folloved by the allies during the years
imediately before the outbreak of World War IT.

answer: Appeasement was the policy of temporarily
avoiding war by giving in-to Hitler.. As a result
of the pact drawn up at Munich, the ‘major powers
[Great Britain, .France, and Italy) agreed to cede
the Sudetenland ko Germany. .

Once in power, how did the Nazis apply their race

- policy?,

Answer: The Nazis began & pzoqra'm to eliminate Jews

From German' national life. In 1935, the Nuremberg
Laws deprived Jews of citizenship rights. Inter-
marriage of Jews and gentiles. was prohibited.

Jewish businesses and proféssional services were -
boycotted, and-Jews were put in concentration camps.
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. 76. What was Hitler's real putpose in initiating the
Nazi-Soviet pact in 19

e © Bnswer: Hitler's real motive vas to secure his
eastern flank from Russian attack when Germany
would be at war with.Poland.

77. Why were the Polish Corridor and the Danzig trouble |
g spots prior to World War II?

Apswer: ' On March 23, 1939, Hitler demanded that '
Danzig be ceded to Germany. -Danzig, the port city n
of the Polish Corridor, was an independent city
under the prgtection of the League .of Nations. i
England and Prance warned Hitler they would come to
the aid of Poland if necessary.

|

|
, . : | p
78.. How did FasuLam differ from Cormunising -

Answer: Both suppressed opposing ponncal paxtles,
practiced rigorous censorship, denied ciyil
liberties, .and assumed absolute'control of the -

R people. Fascism permitted private ownership of

. property,and capital; communism advocated state
‘ownership.

Green Color-Coded Questions and Ansh)érs : v B

79. How does the term apartheid apply to Africa?

) Of racds. In practice, apartheid placed the black
- majoritly in virtual bondage to the white minority.
Blacks were dem.ed all political rlghts.

- Answer éﬂ Apartheid was a policy’ of strict separation
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Explam the term "non-violent resistance“ as, it

applled to India's effort to ohta;n independence.

Answer: Advocating non-violence disobedience,
Ghandi launched several campaigns aqa).nst British
authority. ‘He advocated an economic boycott of
British-made goods, and claimed the only way to

get freedom was through a peaceful approach. .

What factors led to a thaw in the Cold War in the
early 1960's? .

Answer: One was the massive scoékpne of nuclear
ons and the realization that their use would.
mean destruction. The second was the loosening of.”
the -alliance systems in Edastern and Western Europe.
The third was.the rift between the U.S.S.R. and
China.

Why dxd the wartime allxes of! World War IT become
peacetxme rivals?

Answ‘ r: | Fear, mistrust. and “imperialism led to the
Cold War.” Relations befween the ‘Soviet Union on

one .side and Britain ‘and the United States on’ the
other side came into headlonq collision. Democratic
nations were threatened by the communist practices
aid communists felt threatened by the democratic

" nations.

How -did the programs of Dr. Salvador'Allende affect
Ch].le in. the 1970

Answe Programs of nationalizing industry and
confiscating land had a disruptive effect on Chile.
chile was beset with food shortages, runavay
inflation, strikes, and mounting disorders. In.
1973 the military seized power.

4
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. ' 84. After World War II, the United States embarked upon
\ . a period of economic expansion and .prosperity never
known in its history. What.were some big issues in
the United States during this period? §

A . Answer: At the close of World War II, the public
. demanded that the United States convert to a peace-
time basis as quickly as possible, The G.I. Bill
granted funds to servicemen for education, business
. enterprises, and specified needs. Unions .resorted

to large scale strikes because of wage controls.
Also, many investigations vere madefte remove
communists or their er: rom g

! jobs. - o P s

Mao Tse-tung was determined to ‘transform China into
a strict Marxxst nation. Explain-how he achieved
‘his goal. .

ed schools for peasants., Commnist

sdt out to destroy Chinese fam:.ly unity and dncestor
ti s in order to promote a’communist identity.

Explain how 'the creation of the European Economic
Community (Common Market) in 1958 contributed to
the economic well-being of Europe.

Answer : \The Common Market was -an organization of

Western European nations organized to eliminate:

~ tariffs among its members. This created prosperity
by increasing trade. §

'#7. Give an dccount of India's dijvision into three
countries betueen the years of 1947 and 1971
|

AnsWer:’ On August 15, 1947, Tndia was aivided irto
. TWo sovereign dominions, India and Pakistan. In '
1909 India became a Federal Republic consisting of
mostly Hindus. Pakistan, mostly Moslem, became a
Republic in 1956. - Later during a civil war in 1971,
; the eastern wing of Pakistan proclaimed ‘itself the,
> : * independent state of Bangladesh. )
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88. (Explain the meaning of the term "Cold War".

-90.

“Answer: This term described thé hostile relations
between the Soviets and Western nations.  This arose
after the end of World War II as wartime |
collaboration broke down.

Explain the pirpose of thi‘_ Great Prolétarian Cultural

Revolutlon in China.

. Answer: Mao Tse-tung feared China was moving away

rom the revolutionary spirit of true Leninist
Communism. He instituted a purge of intellectuals
who had supposedly become lukewaim in their devotion
to Communist ideology.

wWhy were the Communists successful in gaining comtrol
of the govermment of China in 19497

Andwer: 'Mao Tse—tung’ had won ' the support of the :
peasant masses, and received weapons from the U.S.S.R.
Many Nationalist leaders were corrupt selling weapons
which .ended up in Communist hands. The Communists
defeated the Natlonal1sts.

How successful was. the United Nations in dealing
with the conflict in Cyprus?

Mswer: -In late 1963 Turkey became involved in a°
dispute with Greece over the xights of the Turkish
minority on the Greek-dominated independent island
of Cyprus. In March'1964, the United Nations sent
a peace-keeping force to stop fighting between
Greek and-Turkish factions. A cease-fire agreement
was reached -in August, 1964.

How has being a next door neighbor of the United
States caused concerns for Canada in the post—World
II era?

Answer: There.is a danger 6f Canadian culture bean
Americanized and Canada's economy becoming too
dependent on the United States.
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The United Nations was established ‘in 1945 "to save
succeeding generations from the scourge of war".
How successful has the United Nations been as a
peace keeper in three trouble spots in the world
since World War II? .
Answer: It has suéceeded in helpinq stop some wars
such as the one between India and Pakistan and has
prevented others from spreading. It has provided a
forum where countries can release tensions peacefully,
helped settle'disputes like the Indonesians and the
Dutch and provided facilities for disarmament and .
nuclear control talks. . United Nations' agencies

- have also met some success in economics, health, and *

education.

Why did relations between the United States and

Communist China begin to improve in the early
1970's? s
Answer? China was worried about a possible attack
by the Soviet Union. The Chinese felt friendlier.
relations with Western nations would strengthen
their. position.

"What events in the late 1940's led Westé:\atinns

to establish NATO?

Answer: The North American Treaty Organization was
an alliance of Western nations who agreed to defend
one another ifVattacked. Between 1947 and 1953 the
Cold War reach its frigid extreme.. The formation
of the Cominform by the U.S.S.R., the division of
Germany, the Berlin.blockade, and the coup d'état
in Czechoslovakia led to the |formation of NATO.

Explain the: Truman Doctrine.

Answer: This became the basis of an American policy
to contain Communism. It was a pcu.cy of supplying

‘military aid to Greece and Turkey.

i
il

|




97.

99.

100.

a & ) + 129

How successful was the United Nations in dealing-
with the Korean Conflict?

Answer: .on July 27, 1953, an armigtice wis signed
with l(orea remaining divided into- two parts. North .
Korea was under the domination of the Communists,
and the ‘Republic of Korea in South Korea was
supported by the United Nations. Both the. Communist
world and Western nations claimed victories. -

How did the seven-year occupation of Japan 'by the
_Allied Powers change the history of that nation?

Answer: The occupation authorities dissolved the
Japanese imperial army and navy, banne
ultranationalist organizations, and purged
education of its-military elements.  They adcpted
e-a new constxtutwn and mstxtuted land reforms. "

Briefly describe the events which led to the Korean
Conflict. ;

Answer: At the conclusion of World War II, Russian
roops occupied North Korea and American troops
occupied®South Korea supervising the Surrender of
Japanese troops. All of Korea was supposed to
become independent but North Korea remained-under
Russian domination.' On June 25, 1950, Russian-
trained North Korean troops invaded Scuth Korea
and troops from the United Nations came to help
the: South.

How were Arab-Israeli tensions made more dangerous
in the 1960's by the présence of the United States
and the Soviet Union?

Answer: The United States sugported Israel and the
Soviet Union supported the Arab countried. By
supplying and supporting these countries, the
possibility of war became a threat.
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101. bhy were racial tensions severe.in the Union of
) outh Africa in the 1960's?

Of the 14% million people there, the key
positions were controlled by whites although they
only eonsisted of 3 million people. The non-whites .
vers held down through apartheid.

Answe:

102. 'How successful was the United Nat).ons in dealing mth
the Middle East?

Answer: The United Nations sent dn. Emergency Force
o patrol the borders between Israel and Egypt in
1956. By 1969-1970 an undeclared war was raging -
between Israel and Arab states. The United Nations
sponsored a cease-fire. However, in the 1970's -
tensions continued between Arab states and Israel.

103." Science and technology changéd people's environment i
in the 20th century. What were some of the areas in
: which changes tock place? ;

Answer: New theories revolutionized physics. (The
Law of Photoelectric Effect, The Theory of
E Relativity, application of nuclear energy).
. Scientists made breakthrough in chemistry and
. biology. (Developments in bacteriology, micro-
+ ~biology, biochemistry, curative medicines,
vaccines, transplants). Technology advanced
rapidly. (Automobiles, instantaneous communication,
\  automation). The Space Age began.

104, Explain several factors which contributed t¢ the . . ¢ .
collapse of colonialism after World War II. g

i . Answer: Impérial powers felt that colonies were as %
/) . - much a burden as a benefit; pressure of colonial
people for independence; imperial powers thought ofs
themselves as tutors and trustees rather than,
conquerors and rulers, and World wn II emphasized
freedom and nationalism.
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In China, why was Mao' Tse-tung so easily able to
defeat “the' Nationalist Government of Chlanq Kai-
‘shek?

Answer: The Nationalist leaders were corrupt.
Mao Tse-tung had the support of the peasant masses,
and had received former Japanese weapons from the
Soviet Unionl X

How, did nationalism affect. Indonesi@ in the 1960's?:

Answer: After getting independence from the Dutch
In 1949, Indonesia experienced many difficulties.

. The population grew, the economy stagnated,. exports

declined, inflation increased and there were food
shortages. Revolts broke out. Sukarno kept his
people in a continuous state of emotional
nationalism, haranguing huge audiences.with a
torrent -of slogans and epithets. This enabled him:
to keep power until a military regime took over im
1967

Why did a quarrel develop between the U.S. S.R.
and China, in the 1960's?

-~
Answer: Chind denounced Russia for bétraying real
communism and thought the Soviets 'should be more %
antl-Amer:.can. Also China wanted more military and
economic aid from Russia which Russia refused and
the Soviets recalled all their technical advisors :

_from China in the early 1960's.

Explain the purpose of the Marshall Plan.

Answer: The Marshall Plan was a program of economic’

given to Europeanlcountrxes by the United States
to help them rebuild their economies after World
War II. It was an attempt to contain communism.
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How did Chiang Kai-shek try to develop China after
he succeeded Sun Yat-sen as leader?

Answer: In 1928, Chiang Kai-shek captured the

government at Peking and united China. Chiang
built factories, railroads, and new hiqh\ﬂy!.. A
vigorous educational program was set in motion to
teach millions to read.

How did Red Guards aid the cause oE Mao Tse-tung

in the Great' Ptoletarlan Cultural Ravolution?

Answer: Red Guards. were teenagers .arganized into
vigilante groups to help purge-lukewarm communists
from Chinese society. They attacked teachers and
professors, party officials, elderly people and '

anyone who held old customs, and old ideas.
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