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ABSTRACT 

Linking educational theories with an empirical 

study, using an art related simulation-game, vas the Intent 

of this thesis. These educational theories Involved 

retention of content matter, student motivation, 

slmulatlon-gamlng and art education. The Importance of the 

project vas directly related to the advantages of 

slmulatlon-gamlng. Research has suggested that students 

have been more motivated to learn, enjoy learning more and 

retain more content matter as simulation-games have been 

brought Into the classroom. Empirical data vas collected 

as a simulation- game entitled "Investigation Simulation" 

vas enacted vlth sixth grade students. A sequence of 

surveys vas given to measure knovledge, enjoyment and 

retention. These consisted of a pre-test, a post-test 

and a delayed post-test. The results suggested 

1. > Students participating In the simulation-game vere 

more actively Involved In learning, 2. ) their retention 

of content matter vas raised. 
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CHAPTER I 

Introduction 

Wondering how one learns has long been a question of 

educators. The methods used to teach children are 

continually changing. New Ideas eliminate old methods 

while expanding Into new pedlgogy. One In particular, 

simulation-game usage, has been presented In this paper. 

In an experiment by Letson (1981), HcGulre, Solomon 

and Bashook (1976), students were given the chance to apply 

practical, factual and conceptual knowledge to reality 

mirroring situations. Chosen for this study was the 

"Investigation Simulation." This simulation-game put 

students directly Into the personas of Pablo Picasso, an 

African tribal artist or a museum art historian. The role-

play helped to simulate that there are aspects of an 

artwork which must be analyzed when attempting to trace an 

artistic movement, an artistic style or a particular 

artist. The participants were asked to compare these 

aspects through the eyes of the role they were assigned to 

play. Through the simulation-game structure Hazelton and 

Mahurn (1986), exposed students to the aspects of 

competition, cooperation, consequences of decision making 

and goal direction. The students were able to work 

together In a realistic setting. Because the simulation-

game Involved a team process, social Interactions were 
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Involved. Personality traits along with other Interaction 

factors Intensified the reality of the roles. The results 

could have been beneficial, terminal or any point 

Inbetween. This, In turn, positively affected student 

motivation (Cunningham, 1984; Letson, 1981; HcGulre et al. 

1976). Interest and active participation vas heightened 

when students were alloved to Interject their own Ideas 

about the dynamics of a situation rather than merely 

listen. Solving problems became more enjoyable with the 

Injection of realism and relevance (Suzl, 1988). 

Crulckshank and Telfer (1980) extended the notion of 

student perceived relevance to the enhancement of learning 

and thinking skills. Katter (1988) concurred, connecting 

the by-products of simulation-game advantages with the 

retention of subject matter. 

Little research has been done Involving the effects of 

simulation-games on motivation and retention with early-

adolescent students. Research has been especially sparce 

with regard to simulation-games and art Instruction. This 

study examined heightened motivation and enhanced retention 

of information with sixth grade students as a result of 

simulation-game enactment in the discipline-based art 

classroom. 

The subjects of the study were sixth grade students in 

a southwest city. Two groups, experimental and control. 
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were used. Both groups had just completed a unit on 

primitive African art and mask making. The control group 

compared Pablo Picasso's cubist style vlth primitive 

African art through a direct instructional approach called 

aesthetic scanning. Aesthetic scanning is an analysis of 

an artwork by individually defining its components (i.e. 

structure, technical elements and expressive qualities). 

The experimental group was taught the same content 

information through the use of a pilot simulation-game 

entitled "Investigation Simulation." The final goal was 

to identify the creator of a particular sculpture. To do 

this, the participants were required to look at various 

components of the artwork. With this method, students were 

also required to look at the artwork's components to 

determine its origin. 

This research was performed in an attempt to measure: 

1. > the ability of simulation-games to relay discipline-

based art Information; 2.) student involvement resulting 

from simulation-games; 3.) the consequent retention of art 

information through simulation games. Measurement focused 

on retention of information. This was accomplished through 

the use of a teacher formulated survey. The same test was 

used three times, as a pre-test, post-test and delayed 

post-test. 
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Terma 

The following terms are presented to maintain clarity 

throughout the body of this research. Those defined 

include simulation-game, motivation, retention and 

discipline-based art education. 

Simulation, games and simulation-aames 

The two leading groups in educational games and 

simulations have provided these definitions to aid in 

understanding simulations, games and simulation-games. 

ISAGA (International Simulation and Gaming Association) and 

SAG5ET (Society for Advancement of Gaming and Simulation in 

Education and Training). 

A Simulation is a working representation of 
reality, it may be an abstracted, simplified 
or accelerated model of the process. It 
allows students to explore systems where 
reality is too expensive, complex, dangerous, 
fast or slow. 

A game Is played when one or more players 
compete or cooperate for payoffs according 
to a set of rules. 

A Simulation-Game combines the features of 
a game (competition, cooperation, rules, 
players) with those of a simulation (incorporating 
the critical features of reality). (Jones, 1986, 
p. 49) 

Motivation 

Wlodklowskl (1985) defined motivation as "those 

processes that can arouse and instigate behavior, continue 

to allow behavior to persist and lead to choosing or 
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preferring a particular behavior," (Klrkhorn, 1988. p. 21). 

The two types of motivation, Intrinsic and extrinsic have 

also become Important to define. Intrinsic motivation has 

been derived from elements In the activity Itself (I.e. 

the class clown who tries to make classmates laugh to gain 

attention). Rewards or motivation have also been 

considered Intrinsic If the origin for the behavior 

experienced during the activity was Internal to the person 

exhibiting the behavior (Gage and Berliner, 1984; Calder 

and Staw, 1975). Extrinsic motivators lie outside of the 

activity. They are unrelated to the Internal workings of 

the event or self (I.e. being paid an allowance for doing 

household chores). 

Retention 

Knowledge or cognition has come to mean the nature or 

process of conceptualization and registration of 

Information In one's mind (Gage and Berliner, 1984; 

Phillips, 1975). This study has touched upon cognitive 

processing of Information which has Involved memory and 

recall. Memory, according to Jung, was the ability to 

access the conscious and unconscious minds, creating links 

(referred to as schemata) which allow the owner of this 

Information to tap Into a linking network between the Inner 

and outer worlds (Oullford, 1975; Phillips, 1975; Storr, 

1972). This reemergence of Information, once more Into the 
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conscious mind, has constituted recall. Retention, like 

"long term memory, has a store capacity which has been 

considered unlimited. Nothing has ever been lost because 

of forgetting, though Information may not be retrieved 

because of a failure In search for the Information," (Gage 

and Berliner, 1984, p. 301). 

Discipline-based art education 

Dlsclpllne-based art education (DBAE) has become an 

educational theory and practice. "The term discipline In 

this context refers to fields of study that are marked by 

recognized communities of scholars or practitioners, 

established conceptual structure and accepted methods of 

Inquiry," (Clark, Day and Greer, 1987, p. 130). The fields 

of study refer to four disciplines of art: aesthetics, 

history, criticism and production. With DBAE art has been 

an Integral subject, taught In general education for Its 

own Intrinsic qualities. In accordance with other content 

areas, the curriculum should have been written, 

sequentially organized and evaluated through appropriate 

discipline related methods. 

Hypotheses 

A great deal of research has been done In the fields 

of slmulatlon-gamlng, retention and motivation. In order 

to maintain a focus, the following null hypotheses were 

formed. 
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HO Simulation-games relay content Information 
no more effectively than traditionally 
dlsclpllne-based methods. 

HQ Student Involvement or tlme-on-task vlll not 
Improve under the simulation-game format. 

HO Simulation-games vlll not aid In the retention 
of content Information. 

Analysis of the data gathered during the experiment 

revolved around learned and retained content matter. 

T-tests were used to compare the two groups as well as the 

pre- and post-surveys. Student perceived Involvement and 

enjoyment was shown by graphing the distribution of 

responses pertaining to those areas. 

Limitations 

In order to be objective, all results should be viewed 

with the following In mind. 

1. The scope of the study Included only fifty sixth 
grade students. The original sample size was 
seventy-five, but due to a testing error, one 
class was deleted. In addition, due to student 
absences, not all fifty test scores were usable. 

2. Both the control and experimental groups attended 
the same school. Cross group discussions outside 
of the classroom may have contaminated the study. 

3. The teacher Involved In this simulation-game 
had no simulation-game experience prior to 
this experiment. 

4. The results were analyzed after a one-time 
experiment. More samples would add to the 
validity of the study. 

5. The sample population was taken from an upper-
middle class socioeconomic group. 
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6. The student sample groups vere not 
proportionately representative of the ethnic 
population distribution of the city involved. 

7. The simulation-game used in the study was a pilot. 
It was not tested for validity or reliability. 

8. The data gathering device was a questionnaire 
written by the author of the simulation-game used 
in the study. It was not tested for validity 
or reliability. 

9. Both groups heard the same audio material. This 
Included the "Interview with Jean Perrot" 
(Appendix B). This wrongly introduced the control 
group to some of the simulation-game aspects. 



CHAPTER II 

Review of Literature 

Having examined current writings on games, 

simulations, motivation and art education, the following 

discussion evolved around the advantages and limitations 

of simulation-game usage In art Instruction. It was 

necessary to singularly discuss these writings, as 

virtually no research has been done to connect them. A 

key advantage, motivation designed Into lesson plans 

resulting In retention of Information, was the primary 

focus of this research. 

Simulation-Games 

Advantages 

Games and simulations have offered a great deal to 

education. Along with variety, they have shown unique 

characteristics of their own (Suzl, 1988; Cunningham, 

1981). Suzl provided four major categories under which 

most of these characteristics have been placed. The 

categories were 1.) application of knowledge; 2.) 

heightened motivation; 3.) learning can be enjoyable; 4.) 

reinforcement of prior learning. In this paper, the first 

(application of knowledge), was paired with the fourth 

(reinforcement of prior learning), due to their dependence 

upon one another. The simulation-game format provided a 

learning laboratory where students experienced dfe<3lslon 
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making In a controlled atmosphere. The teacher may have 

Included pertinent Information while eliminating the 

excess. In this way, students could have participated In 

a realistic setting which has a focus directly In line with 

educational objectives. Often, participants have been 

given the chance to apply knowledge acquired from more 

traditional means of Instruction (Katter, 1988; Bunco and 

Bahleda, 1986; Cunningham, 1984; HcGulre, et al. 197&). 

The simulation-game enactment has allowed the student to 

use their own skills while building new ones. 

Heightened motivation, the second category, has 

operated hand In hand with the prior categories. The 

Initial facet of this factor stemmed from feelings of 

realism. Students had an Intensified goal direction toward 

the Information presented, due to having gained a perceived 

relevance higher than that experienced through more 

traditional teaching methods. Secondly, players have 

assumed higher levels of responsibility for their own 

actions as they have become more Involved In the 

simulation-games. As the participants have become more 

Involved In the facets of slmulatlon-gamlng, they 

Internalize the goals and objectives of the simulation-

game. The reasons for using simulation-games In the 

classroom, became the student's reasons for continued 

Involvement. The students, with a new energy, have 
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applied personality and social factors to the setting of 

that particular simulation-game. They have become In 

control of themselves and their own learning. The 

teacher's role has thus moved from that of instructor to 

that of facilitator. As a result, students have been given 

the freedom to relate with other class members, to assume 

leadership roles, and to make decisions. Combining these 

results, games and simulations have provided a transfer 

mechanism for extrinsic motivation to become Intrinsic 

(Katter, 1988; Hazelton and Hahurn, 1986; Kryukov and 

Kryukova, 1986; Cunningham, 1984; Letson, 1981; 

Crulckshank and Telfer, 1980; HcGulre, et al 1976). As 

students understand Information, they are better able to 

file It In a retrievable area In their minds. 

To Illustrate this, take for example the prefix xeno. 

•ur hypothetical lesson goal Is to have students remember 

the prefix xeno and Its meaning. Some students may have 

become familiar with the prefix prior to this lesson, but 

most probably have not. As students see the word on the 

chalkboard, they might think *It looks like zero," or 

other similar thoughts in an attempt to comprehend. As 

the second part of the objective is to teach the meaning, 

the teacher will write the definition of xeno on the 

chalkboard. At this point, the students will be analyzing 

the prefix to find connections between the word and the 
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meaning, strange or foreign. Some students will memorize 

the word and the meaning and some will not. To meet our 

goal, let us go one step further. The creative teacher 

will elaborate content Information to enhance Interests by 

making comments like: "The word sounds like a word from an 

alien culture." Together the class and the teacher begin 

to make a whole Imaginary culture, the Xenolds. Keeping In 

mind that xeno Is a prefix, all words describing aspects of 

the culture vlll begin with the word xeno. The culture may 

have xenophones, xenomoblles, xenomalls and so forth. 

At the end of the simulation, the teacher can 

reinforce the word by stating aliens are called aliens 

because the word also means strange or foreign. The 

Xenolds are foreign or strange as the prefix xeno means 

foreign or strange. The simulation has now become a 

mnenomlc system for the student's memory recall. 

Through this example, the students have become 

familiar with the prefix and Its meaning. The simulation 

was enjoyable and gave students a method with which to 

access xeno In their memory files. This Is because the 

Information makes sense through the story line. A linking 

network developed In the minds of the students. 

Thirdly, through the use of simulation-games students 

have discovered that learning can be enjoyable. Students 

have been challenged with board games, role-play. 
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Investigations, or any number of exciting options (Katter, 

1988; Hazelton and Hahurn, 1986; Crulckshank and Telfer, 

1980; McGulre, et al. 197&). 

Standardization of task has been suggested as an 

additional category. Here, benefits have existed In the 

amount of control that can be administered with respect to 

time, place and nature of the problem (including the level 

of difficulty, challenge and complexity). Criterion-based 

evaluation and realistic feedback within a practical time 

frame have also proven to be obvious benefits (Hazelton and 

Hahurn, 1986; Letson, 1981; Crulckshank and Telfer, 1980; 

McGuire, et al. 1976). 

Limitations 

As with any methodology, care must have been taken to 

ward off overuse and improper use of simulation-gaming. 

Overuse has eventually produced diminished returns. While 

games and simulations have been designed as an 

embellishment to the curriculum, they were never meant to 

take It over. Furthermore, care must have been taken to 

match the student's abilities with game strategies. 

Students must have developed an adequate background in 

order to succeed in simulation-games. Heeding warnings of 

simplification of issues or procedures sufficient to meet 

student understandings has lead to greater successes. 

Improper usage has also lessened the value of 



22 

simulation-games. Some Information may have been better 

suited to other educational styles. For example, factual 

matter may have been taught more clearly and quickly 

through direct instruction. 

Cost has been another limitation. In some cases, the 

cost has been high in either time for development or 

dollars for purchase. 

Lastly, no proof has been shown which indicates that 

students learn to a greater degree with simulation-games 

than with any other teaching method, nor has it been shown 

that attitudes or interests toward the subject change as a 

result of this teaching format <Letson, 1981; Crulckshank 

and Telfer, 1980; McGulre, et al. 1976). 

Conflicting opinions 

There have been conflicting views on the abilities of 

simulations to convey information effectively in several 

categories which affected this research. Mainly these have 

dealt with the teaching and evaluation of art, verbal and 

written skills. HcGuire, et al. (1976) along with DeVries 

and Slavin (1979) stated that simulations are not optimal 

tools for teaching art. They conflict with Hazelton and 

Hahurn (1986) in regard to the adequacy of simulation usage 

for teaching verbal and written skills. The particular 

simulation-game used in the present research project 

teaches art content and relies upon a written analysis for 
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In-class evaluation. Cunningham (1984) suggested that 

problems and deficiencies with simulation-game evaluation 

may reside In an Inability to conventionally measure 

learning and, also, that teachers and students may question 

the usefulness of role-play, Impressions and experiences. 

Recently, however, art educators have begun to point out 

the benefits that games and simulations may offer to the 

art curriculum (Suzl, 1988; Katter, 1988). 

Motivation for Retention; 

Designing the classroom 

Moore (1987) stated that planning, based upon need, 

Is the key to classrooms which are conducive to motivating 

students to learn. Toward this goal, Keller (1988) offered 

four key targets for designing the learning environment: 

first, get the student's attention; second, make the 

material relevant to personal goals and motives; third, 

consider student confidence levels; and fourth, consider 

student satisfaction with the experience Itself. 

Several motivational strategies have become Important 

to remember when dealing with slmulatlon-gamlng. 

1. Malouf (1988), stressed that variation in 
classroom teaching styles would stimulate both 
perception and inquiry. Thus, optimum teaching 
and learning result from the combination of 
several teaching models. 

2. Goal orientation (Keller, 1988) has presented 
success opportunities which have encouraged 
participants to apply, synthesize and evaluate 
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information as content of a lesson becomes 
relevant. 

3. Hoore (1987) has addressed the personal relevance 
factor In that It has enhanced the affective 
experience for the student. Personal control and 
confidence building have been challenged through 
the use of role-play, simulations and questioning 
techniques. 

Since some of the advantages of simulation-gaming, such as 

variety, heightened goal orientation and heightened student 

perceived relevance to the information being taught, it has 

been noted that these advantages are directly related to 

the prior motivational strategies. 

Researching retention, Weinstein (1982) found that 

students must have given meaning to the information they 

were learning. As students establish a network with which 

to recall learned information which was perceived as being 

relevant to the student, this information could be stored 

and be available for students future use. 

Konopak (1988), Cryer (1986) and Golden (1988) 

emphasize learning and network building through the 

actual content delivery method. As the "xeno" example 

demonstrated, different deliveries of information may have 

a variety of successes. Elaboration of content matter has 

also been a key to network building. Each time there was 

an extension of the prefix xeno, it became easier to 

understand. Learning strategies were greatly aided through 

elaboration of content matter. Combining content delivery 
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and group procesees helped students acquire a deeper 

understanding of the material to be learned. 

Suprlslngly little research has been done specifically 

addressing enhanced retention resulting from slmulatlon-

gamlng. Looking solely for a positive corolatlon between 

enhanced retention and simulation gaming^ Pate and Hateja 

(1979) combined sixteen studies; all Included post- and 

delayed post-tests. These tests, although given In a 

variety of grade levels as well as subject areas, 

positively reinforced the Pate and Hateja theory: 

Retention was consistently higher for those subjects 

exposed to simulation-gaming. 

The Art Classroom and Simulation-Games 

DBAE has directed art education from each of four 

content areas: art history, criticism, production and 

aesthetics. Clark, et al. (1987) characterized a 

discipline-based program as one having sequentially 

organized written curricula which utilizes art works and 

has comparable concern for each discipline. Thus, a 

theoretical lesson would have included time allotted for 

each entity. In reality, the curriculum focus may have 

changed from lesson to lesson, but balance will have been 

maintained throughout the curriculum. 

Incorporating art history, criticism and aesthetics 

in an active and exciting manner has been difficult even 



for accomplished art teachers. Focusing attention, 

motivating students and directing content matter has 

presented a challenge. Suzl (1968) and Katter (1988) found 

games and simulations to be a sound method for relaying 

Information vlth optimal results. 

Summary 

Enhancement of student motivation has been an 

advantage of slmulatlon-gamlng that cannot be overlooked. 

Perceived relevance, active Involvement, student control 

and an enjoyable yet challenging experience have combined 

to cause heightened Intrinsic motivation. Social 

motivations, with their aspects of role-play, competition 

and cooperation have comprised effective Intrinsic and 

extrinsic enhancements. 

Retention of Information has been shown to be a 

positive result of games and simulations. This has been 

largely due to the method's motivational advantages. 

Finally, although there have been limitations put on 

simulation-game usage in the past, current thinking has 

suggested that the technique fits well into an art program. 

Many organizational requirements of DBAE can be filled 

through the use of game and simulation techniques. 



27 

CHAPTER 111 

Methods & Procedures 

The purpose of this study was to measure the effects 

of simulation-game participation upon retention within the 

art curriculum. A simulation-game activity was distributed 

to the experimental group made up of fifty sixth grade 

students. during this activity, students analyzed two 

sculptures by Pablo Picasso, each entitled "Woman's Head." 

Twenty-five students comprised the control group. They 

participated In an aesthetic scan of the same sculpture. 

Enactment of Simulation-Game 

and Aesthetic Scanning 

Analyzing the properties, sensory, formal, technical 

and expressive, constituted the educational rationale for 

these lessons. This was accomplished using two methods 

which were later compared through pre- and post-survey 

analysis. One method was a traditional dlsclpllne-based 

art lesson called aesthetic scanning. The other method, 

given to the experimental group, was the simulation-game 

approach. 

The objectives were basically the same for each 

group of students (Appendices A, C); both Incorporated 

analytical processes. Through classroom discussion 

(control group), or audio-visual material followed by the 

"Investigation Simulation Press Packet," (experimental 
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group), the elements of line, form, shape, rhythm, unity, 

mood and medium were Interpreted with respect to the 

cultural Influences within which the artists worked. 

Incorporating the artistic principles, materials and 

style of primitive African art works with that of Picasso's 

were the desired results of the scanning and simulation-

game. The control group was asked to take a step beyond 

the aesthetic scanning procedure. They were to look at the 

"Woman's Head" sculpture and describe the similarities 

between It and primitive art. . The simulation-game 

participants were asked to look at the same sculpture 

through the eyes of an assigned viewpoint. Each team In 

the experimental group was to describe characteristics 

common to their assigned viewpoint. 

Evaluation criteria required that each group provide 

a short written synopsis of the "Woman's Head" sculpture by 

Pablo Picasso, based on the aesthetic scanning properties. 

The control group was to scan the piece, supporting their 

written argument by noting at least three similarities 

between the Picasso sculpture and the general principles 

applied by primitive African artists. They were also to 

note one difference. 

The experimental group's goal was met upon the 

production of a written argument stating their assigned 

viewpoint. They were to support their conclusion using 
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at least three reasons which did not conflict with the 

information provided in the transcripts. They were also to 

provide one reason why the sculpture could have been 

created by the opposing artist in the simulation-game. 

Both groups were allowed to utilize outside material to 

aid their arguments. 

The control group was launched on their task of an 

aesthetic scan as they were exposed to two Picasso 

sculptures both titled "Woman's Head," 1962-1964, and the 

audio-visual material. Performing an aesthetic scan of 

these sculptures was their task. An aesthetic scan has 

been a procedure regularly used in discipline-based 

curricula. Sensory, formal, technical and expressive 

properties were analyzed as individual portions of the 

sculptures and how those properties related to form the 

entire artwork. In this case, an oral analysis was held, 

followed by a division of the class into small groups; each 

group to present a written scanning of the sculptures 

pertaining to the sculptural style of Picasso and primitive 

African works. 

The experimental group began the simulation-game by 

viewing the audio visual material. The class was divided 

into groups of three to four students each. Each group was 

given several press packets and a viewpoint from which to 

write their conclusion. Analyzing the origin of one of the 
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two "Woman's Head" sculptures vas the task^ The 

simulation-game essentially lead the students through a 

scanning of the piece In an attempt to clarify Its origin. 

As stated In the goals and objectives of the lessons, 

It vas desired that specific Information be learned by the 

students. The Information vas, of course, more broad than 

the test Included. The follovlng tvo paragraphs have been 

supplied to direct the reader as to the aim and origin of 

the activity survey questions. 

The survey used for data collection vas a simple ten 

question test. Questions three, four and six through ten 

reflected the follovlng specific scanning properties. 

Questions three and six referred to sensory properties. 

Question four, seven and ten referred to expressive 

properties. Questions tvo, five and nine vere considered, 

by the researcher, too broad to fit Into these categories. 

The relationship of the survey questions to the 

disciplines of art are as follovs. Questions tvo, three 

and four applied to the aesthetic domain. Questions six, 

seven and ten applied to both the cultural and historical 

domains, vhlle question eight applied to production. 

Materials 

The materials used consisted of the simulation-game 

vhlch included audio-visual materials, teacher's manual and 

a testing sequence (Appendlcles A-E). The audio-visual 



materials Included slides and a tape recording. The slides 

have been substituted by a list of those used In the order 

of use, as has the tape, by a written transcript. 

Mechanical equipment Included a tape player and slide 

projector. 

Organization and collection of research 

The experiment was conducted over a five week period. 

Immediately following a unit on primitive mask-making. 

The groups received one art lesson weekly, on Tuesday. 

Information collection began with the control and 

experimental groups taking the Pre-Actlvlty Survey #1. 

Day one of the simulation-game took place In the 

art classroom. To write their findings, the teams were 

taken to the school library. Once In the library, students 

were able to use other reference material If they so chose, 

however, this was not a requirement. 

Upon the completion of each group's task, the first 

post-survey was taken. This test differed from the pre-

survey and second post-survey by the addition of three 

questions. The second post-survey was taken two weeks 

after the first post-survey. 

Originally, the group Included seventy five students. 

Fifty of these students were In the experimental group. 

Due to an error on the part of a substitute teacher, one 

experimental group of twenty-five students was not given 
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the first post-aurvey. This group vas dlscluded from any 

further aralysls. 

This experiment vaa not Intended to compare an 

aesthetic scan with thla or any almulatlon-game, but rather 

to compare a direct Instructional model with a simulation-

game. Both are methods which can be used regularly In an 

art classroom. The aesthetic scan Is a more traditional 

educational model which Is efficient when teaching students 

to look at and analyze a work of art. 
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CHAPTER IV 

Analysis of Data 

The factors to be measured vere learning of art 

content, student Involvement and retention of information 

resulting from the simulation-game participation. A series 

of pre- and post-surveys vere used for the collection of 

raw data. A t-test for paired observations was chosen to 

process the data dealing with learned Information and 

retention. The distribution of student perceived 

Involvement and enjoyment vas graphed for visual analysis. 

Data Scoring 

Before examining the data and Its specific usage, It 

has become necessary to explain certain scoring factors, 

as well as which test questions vere used to support the 

Investigations. As test questions vere the same for all 

surveys, the follovlng Information applied to each testing 

or measurement procedure. Question one vas dlsgarded In 

this study as It Is asked of the student's familiarity with 

the artist Pablo Picasso and could not be objectively 

scored. Questions tvo through ten vere used as the 

measurement of content information learned and retained. 

Questions eleven through thirteen, present only on Post-

Activity Survey #1, applied to the factor of student 

perceived Involvement vlth the activity that that 
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particular student participated In. Questions one 

through five were to be answered yes, no or not sure. The 

admittance of the 'not sure' category clouded the scoring 

somewhat. Without the category, however, the subject had 

a 5(d'/. chance of altering the true scores by guessing the 

correct answer. If, Indeed, the students were not sure of 

the answer, selecting this category removed the need to 

guess the answers. All not sure answers were scored as 

Incorrect responses. Question nine was marked correct 

If the student answered either number four or five. 

Question ten, likewise, was considered correct If the 

subjects chose answers one or two. 

The Data and the Hypotheses 

HO dealt with the ability of simulation-games to 

teach content Information when guaged against a traditional 

DBAE lesson. The Initial scoring revealed control group 

scores to have been consistently higher on post-surveys 

(Figure 4.1). They scored a mean of S.&£7 (Appendix F) 

on post-survey #1 and 6.0 on post-survey #2. The 

pre-survey scores were essentially the same for both 

groups. Experimental mean test scores were 4.783 and 

4.913 for the first and second post-surveys. Although the 

ability of simulation-games In teaching has not been 

dlsproven, the null hypoothesls theory results supported 

the hypothesis that simulation-games no more effectively 
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relay content Information than do traditional educational 

means. 

Figure 4.1. Student scores from the Pre-Activity Survey, 

Post-Activity Survey #1 and Post-Activity Survey #2 plotted 

for comparison. 
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Improving student involvement, enjoyment and time-on-

task was the topic of HO . Data gathered from questions 

12, 13 and 14 on Post-Activity Survey #1, vas graphed 

(Figures 4.2 - 4.4) and analyzed. The student responses 

indicated that they perceived themselves to be more 

actively involved in an enjoyable time-on-task acctivity 

when in the simulation-game atmosphere. Results of the 

null hypothesis Inquiry caused rejection of HO . Thus, the 

alternative hypothesis, that active learning will improve 

under the simulation-game format, vas accepted. 

The following graphs reflect the distribution of 

responses for two groups of students. The control group 

consisted of 21 students while the final number of the 
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experimental group was 23. Students were asked to respond 

to Inquiries about their own perception of their 

Involvement, tlme-on-task and enjoyment with this 

simulation-game procedure. They indicated their level of 

agreement using these groupings: 1 > Strongly Disagree, 

2 = Disagree, 3 = Neutral, 4 = Agree, 5 - Strongly Agree. 

Figure 4.2. Student perceived Involvement, as represented 

through subject answers to survey statement eleven: "I felt 

involved in this activity. " 
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The statement "I felt Involved in this activity," 

(Figure 4.2) revealed eleven control group members (CGH) 
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either felt Involved or very Involved with the taek, while 

the experimental group members (EGH) registered thirteen. 

Those In disagreement with the statement, however, tolled 

nine for the EGH. The obvious advantage Is that only two 

class members felt unlnvolved. 

Figure 4.3. Student perceived tlme-on-task as represented 

through subject answers to survey statement twelve: 

"Working with the goal of a written viewpoint took up most 

of the group's and my time." 
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Figure 4.3, depicts student responses to the statement 

"Working with the goal of a written viewpoint took most of 
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the group's and my time." These responses showed three CGH 

answering In both agreeing and strongly agreeing categories 

while EGH totals were five and seven respectively. The 

ECG overwhelmingly bellved their time to be better spent at 

tlme-on-task than the CGH. 

Figure 4.4. Student perceived ejoyment with the goal when 

presented in this simulation-game format as represented 

through subject answers to survey statement thirteen: 

"I enjoyed the assignment." 
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"I enjoyed the task," was the statement represented by 

figure 4.4. Here ten students responded that they strongly 

agreed from the EGH while 4 responded to the same category 
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from the CGH. Those strongly disagreeing numbered 3 E6H 

and & CGH. Although the mld-dlstrlbutlon numbers somewhat 

average out, the extreme numbers are deflnately In favor of 

the simulation-game enactment. 

HO vas tested using a two step process (Appendix G). 

The first association compared the mean of the differences 

between the first and second post-surveys for both control 

and experimental groups. The second step likened the 

differences of the two groups to measure retention of art 

content, given a t-value of -1.53 and degrees of freedom 

equal to 41, within a 93X confidence level. Experimental 

group mean scores of 4.783 for the first post-survey rose 

to 4.913 In the second. Students often showed score 

Improvements over a prolonged period of time whereas the 

control group scores decreased as Indicated through Pate 

and Hateja's study <1979). 
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CHAPTER V 

Summary and Conclusion 

This study examined heightened motivation and enhanced 

retention of Information with sixth grade students as a 

result of simulation-game enactment In a dlsclpllne-based 

art classroom. An experiment^ using sixth grade students, 

was conducted. The control group also analyzed the 

components of an artwork (shapes, style, materials, 

dynamics) through a method called an aesthetic scan. The 

experimental group also analyzed the components of this 

sculpture. They participated In a role-play simulation 

wherein they became Picasso, an African artist or a museum 

art historian. 

Analysis of the study results brought at least three 

Important observations to light. Students In the 

experimental group enjoyed the experience more, felt they 

spent more tlme-on-task and retained more of the knowledge 

they originally learned, than did students who participated 

In the control group. 

Specific references cited In this text have discussed 

the value of enjoyment. Play, social Interaction, 

competition and cooperation have all combined to fulfill 

personal motivation for the student. Further literature 

stated that these factors are essential to active 

participation by the student. Also, active Involvement Is 
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desirable In the classroom vhen learning Is to occur. 

The second observation was directly Influenced by the 

first. The students In the experimental group perceived 

themselves to be more actively Involved in the assigned 

activity than did the control group. While this has always 

been desirable to educators, it has not always been a 

priority of students. However, both the literature and 

this study gave evidence suggesting that, as a child takes 

a more active role In the classroom, the external motivator 

of work toward the assigned task becomes an intrinsic 

motivator as the student experiences heightened 

Involvement. Challenged students become driven by 

elements in the event itself. Thus, students have 

spent more time-on-task with this type of simulation 

activity. 

The third observation spoke about the nature of 

information retention. Students have been shown to retain 

more content after having experienced active participation. 

The simulation-game has been shown to fall into the 

methodology of active participation. This study 

demonstrated an Increase in retention of knowledge. As 

students enacted this hands-on event, they gained insights 

into the relevance of the Information taught. 

Katter, (1988) found understanding classroom Information 

in a reality mirroring situation allowed students to file 
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It In their memory with a greater opportunity for recall, 

simply because the Information made sense to the student 

during the learning experience. 

An event which could not have been Ignored was that 

the control group Initially learned more than the test 

group. Their test scores were consistently higher. 

This could have been attributed to several factors. First, 

the simulation-game process for both students and teacher 

may have been a contributing factor. Also, the teacher 

Involved was extremely skilled In teaching the aesthetic 

scanning process. Lastly, as both groups heard the audio 

material which Included the "Interview with Jean Perrot," 

the control group was contaminated when momentarily exposed 

to a portion of the simulation-game process. 

Implications of this study are varied. Further 

studying of classroom enjoyment methodologies has been 

merited. Seperate entitles such as student body 

empowerment, teacher facilitation and motivation, would be 

beneficial If explored as a unified topic. Previous 

research In this area Is almost nonexistent. The Inclusion 

of Art as the content area is encouraged. Education would 

enhanced through the further study of retention and 

cognition linked with specific teaching methodologies. 

Lastly is the question of why the control group had higher 

test scores originally, with less retention when compared 
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vlth the experimental group. The reenactment of this study 

would be pertinent In creating reliability and validity. 

As both the "Investigation Simulation" and the testing 

model were pilots, further studies may clarify their good 

qualities as well as their bad. 
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APPENDIX A 

Svttlngt TMoh*r'a Manual for 

"Invaatlgation Slnulatlon* 

THE 
SETTING 

Taaohar'a Manual for InvMtlgatlon Slaulatlon 
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THE SETTING 1 

THE SETTING: Manual for teaching the 
"Investigation Simulation.* 

MATERIALS 
STUDENTS: TEACHER: 

The Setting Packet 
The Press Packet 
Audio-Visual Material 

Press Packet 
Paper, lined 
Pen or pencil 

MODE/MEDIA: Simulation Game: written analysis of an 
Investigation Into a sculpture. 

STYLE: To be used In conjuntlon vlth a unit on Picasso, 
Cubism, Abstract Art, or Primitive African Art. 

SUBJECT: "Woman's Head," Picasso. 

Age Level: Grades Six through Nine. 

EMPHASIS/OBJECTIVE: Children address questions about 
Cubism, Picasso and a sculpture by Picasso entitled 
"Woman's Head." Analysis will Include factors such as: 

- Cubist Characteristics 
- Picasso's Style 
- Concerns, such as authenticity, and characteristics of 

artistic styles 
- Characterlsltcs of Primitive Art 

The exercise is designed to aid students in synthesizing 
information from the aesthetic and historical domains. The 
children must look at form, color, and composition, as veil 
as the painter Picasso, the Cubist movement and primitive 
African art. 

GOAL: To arrive at a conclusion, based on information 
gathered during the news interview and through press 
releases about the authenticity of the sculpture. This 
will be attained upon the production of a press release 
stating the student's opinions and reasons backing their 
opinions. Students may Include any facts that are not 
present in the visual or printed material, but they may 
not contradict stated facts. 

VOCABULARY: 
Primitive African Art Sculpture Primitive Pablo Picasso 
Museum of Modern Art Cube Realism Cubism/Cubist 
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THE SETTING 2 

MEDIA SKILLSt Intvgrat* InforMatlon to produo* m prmmm 
This !• to b» sat up In thr»* paragraphs. 

Paragraph 1. Intro - what la tha aaalgnad atand on tha 
Issue, which sculptura did tha studant choosa to discuss? 
Paragraph 2. Foundation - what doaa thia group concluda 
and liat tha raaaona. 
Paragraph 3. Conclusion. Studants atata tha aaaignad 
opinion aa wall as thair own. 

VISUALS: Slida praaantation on prinitiva and Cubiat art. 

PREPARATION FOR TEACHER; Raad "Tha Satting,• tha Manual 
for tha aimulation, aa wall as tha "Prass Packat* tha 
simulation matarial. 

PROCESS FOR SIMULATION ENACTMENTi 

1. Split children into groups of 3-4 studanta aach. 
2. View tha alida praaantation. 
3. Raad, with tha atudanta, tha praas ralaasaa on 

Primitive Art, Picaaso and Cubiam. 
4. Aaaign role-play viewpoints to each group. 
5. Explain the task to the children. Thia information, 

on the firat page of the preas packet, is stated in 
the "Guide for Authentication Inveatigation." 

OPTIONALt Rewrite/reviae. Becauae this structure or 
organization and writing will moat likely be new to the art 
students revising the first draft will be beneficial. 
Passing this draft to another group to be read for baaics 
such aa clarity (doaa it make sense this way?), apelling, 
and complete aentencea will aid both groupa. 

EVALUATION CRITERIA: 

1. A conclusion must be reached. 
2. This conclusion must be supported by at leaat 3 reasons 

which do not conflict with information offered in the 
Press Packet. The atudenta are free to include any 
other eventa or information they feel may apply to 
their preas releaae. 

3. The atructure liated in Media Skills must be followed. 

Becauae grading a aimulation may aeem difficult for both 
teacher and atudent, this classification ia available to 
aaaiat. A numerical weight muat be added to the code. 
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CODE DESCRIPTION OF ITEM 
Critical or Very Important to select at this 
state of the problem. (Essential to do, 
knov, select.) 

* Helpful at this state of the problem, but 
more routine or less critical than those 
classified as (Facilitating.> 

(d Optional at this stage of the problem. 
Extremely unlikely to be helpful, but 
representing no cost, risk, or time loss. 
(Noncontrlbutory. ) 

Inappropriate at this stage of this problem, 
though less risky or harmful than those 
classlfed as (Impending.) 

Very harmful or unjustifiably costly to 
select at this stage of this problem. 
(Essential to avoid.) 

DEBRIEFING DISCUSSION: The debriefing discussion is as 
Important to the ending of a simulation as preparation is 
to the beginning. This discussion is HIGHLY recommended. 

1. Have each group read their ovn conlusions, to be 
referred to as a press release to the class. 

2. Look for the criteria, specifically th9 supporting 
reasons for the conclusion. The entire class should 
be encouraged to participate in asking and answering 
questions such as: 

- What are the supporting reasons? 
- Are they substantiated? 
- Do they conflict with information in the Press 
Packet? 

Other questions may address the specifics of 
Individual press releases, as each one will be quite 
different from the next. 

TIME ALLOTMENT; Two (2) to three (3) school periods. 

1. This evaluation scale was developed by HcGuire, Solomon 
and Bashook in their book Construction and Use of 
Written Simulations, p. 207. 
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APPENDIX B 

Investigation Simulation 

Investigation 
Simulation 

This Is your PRESS PACKET. It Includes: 

Photographs of the Sculptures to be Investigated. 
Guide for Authentication. 
Interview Transcript. 
Primitive African Art, Picasso and Cubism 
Information sheets. 
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GUIDE FOR AUTHENTICATION IHVESTIBATIQN 

GOAL: To arrive at a conclusion based on Information 
gathered during the nevs Interview and through press 
releases about the authenticity of the sculpture, 
"Woman's Head." You may choose which sculpture you will 
use In your argument. This goal will be attained upon 

completion of your group's press release. 

You are the authorities who are using any Information 
released to judge the authenticity of the piece. You will: 

1. Split Into groups of 3 to 4 persons each. 

2. Discuss the Information among yourselves and 
as a group come to a conclusion about the work's 
authenticity. This conclusion. In written form, 
will be your press release. 

3. You will have to look Into the sculpture and the 
style Itself. The following questions will help 
you In bringing the Information together. You may 
need to look at more Information such as library 
books to discover for yourself Picasso's style. 
The following questions may help you to organize 
your response. 

4. You may use other facts you have learned. You may 
not contradict any facts stated In the written or 
visual materials. 
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I: In today's headlines, controversy ovek" tvo sculptures 
entitled "Women's Head," understood to have been created 
between 19&2 and 19&4, by Pablo Picasso. An African tribe 
now claims that they designed the pieces. With us Is Jean 
Perot to tell us about the origin of the dispute. 

JP: The artistic styles of Pablo Picasso and primitive 
African art are actually quite similar. Picasso, In fact, 
was Influenced heavily after viewing a museum exhibit of 
primitive African art In 1907. 

I: Explain what comparisons can be made. 

JP: Many African artists see nature In terms of shapes. 
The most effective shapes are basic, simple and flat. The 
eyes may be circles or the mouth rectangular. Important 
features have been exaggerated. Take for example, an Image 
of a hunter. The legs may appear very long and thin to 
symbolize the Importance of running. Both artists often 
use geometric shapes and varying textures. 

I: What about the materials the artworks are made with, 
are they Important? 

JP: Yes, as far as materials are concerned, nature both 
limits and directs primitive art. If trees are available, 
the shape and size will be limited to the size of the tree. 
Primitive artists continue to use natural materials In an 
effort to bring the work closer to nature. This gives It 
a stronger spiritual abllltly to Interact with the gods or 
powers that be. 

Picasso, on the other hand, may choose any combination of 
materials with which to construct his artwork. Also, 
Picasso created art for art's sake. His lifelong work was 
to paint and sculpt for the enjoyment of art. 

Let me show you the slide presentation I have prepared. 
This should lead you to a deeper feeling of the factors 
Involved. 
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TRANSCRIPT OF PRIMITIVE ART PRESEHTATIQN 

A large problem for those studying primitive art Is the 
near complete lack of Information concerning the origins 
development of styles. All of the styles appear to be 
equally ancient. 

Another problem Is deciding what primitive means. The 
thing that most often comes to mind are ancient peoples. 
The level cf civilization, however, Is what must be looked 
at. Some ancient people were very advanced. Those from 
the Isle of Crete, located In the Mediterranean Sea, had 
Indoor plumbing with hot and cold running water as early as 
1600 B.C., while some tribes are roaming the Earth today 
who have never seen civilization as we know it. An example 
of this are the Aborlglonal tribes. 

Primitive art styles are puzzllngly similar across a wide 
variety of cultures. All artworks vary somewhat from group 
to group. These differences may occur because of societal 
needs or the availability of materials geographically. The 
Images we have seen are from Africa, Asia, British 
Columbia, Alaska and the Americas; Central and South. They 
may be wooden, stone or brass. Decorations vary utilizing 
paint, beads and gems. One of the first things we must 
realize is that this art is not intended to serve aesthetic 
ends. The artist merely responds to the needs of the 
society. He produces the number of objects the community 
needs - no more, no less. Moreover, all of the objects 
have a function. They are used in religious or social 
rituals. When the artist la finished with the artwork, 
he returns to everyday tasks. It may be fishing, farming 
or another task, but no more time will be spent creating 
art until society again requires it. 
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TRANSCRIPT OF PICASSO AMD CUBISM PRESEMTATIQM 

Pablo plcasso lived to create art for art'e sake. As 
Picasso grew, he was trained In traditional realism which 
he mastered without a doubt. Eventually, his attention 
shifted to a more exaggerated style, using shapes and 
colors to push the feeling he was creating. In 1907, he 
visited a primitive African art exhibition at a local 
museum. From this point on, his work was affected by these 
Images. Some pieces are so heavily Influenced that they 
can barely be distinguished from African art, while others 
are more subtle. The purity and freedom of primitive art 
enthused Picasso and sparked a radical movement called 
cubism. 

From the outset, Picasso's Cubism was concerned with 
finding a new way of constructing solid forms within the 
flat two dimensional canvas. At first Picasso sought 
Inspiration In black African art as a new way of treating 
the human figure. Many of the paintings and drawings of 
1907-190S read like depictions of African or other 
primitive sculptures with massive simplified forms In 
dramatic contrast of light and dark. At other times 
Picasso employed a pattern of lines, more distantly 
derived from the decoration of African masks, flattening 
figures and still life subjects alike on the canvas. The 
turbulence of this period contrasts sharply with the 
Cubists years from 1909 onward when Picasso was able to 
channel his creative energy Into the detailed exploration 
of pictorial fv-3rm. It would be two more years before 
Picasso experimented with sculpture. The best way to 
understand Cubism Is to watch the language of form change 
and evolve through the years 1909-14. At no point did 
Picasso or his fellow Cubists aim to produce a non-
representational style. Throughout they were trying, 
Picasso above all, to find a way of constructing paintings 
which reflected the density of the real world and the 
presence of the human figure. 

By 1909 he began to break Individual forms Into smaller 
faceted shapes. The head became a particular focus for 
Picasso's Investigations, separating each facial feature 
Into Its own carefully modelled form. The paintings and 
drawings of 1909 are works which give rise to the word 
Cubism. Picasso was accused of dividing his pictures Into 
"little cubes." The faceted forme did provide a 
constructed, sculpted way of treating flgues, heads and 
still life objects within the flat, two dimensional canvas. 
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Cubism was a search for an uncomplicated way of showing 
forms. The Cubists were looking for a child-like purity. 
They wanted to get rid of details that were clogging up 
the paintings. Bold, simple, geometric shapes and flat 
surfaces were used. A new visual language was created by 
the Cubists, with an emphasis on LINE, SHAPE, COLOR, 
TEXTURE and VALUE. 
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APPENDIX C 

Lesson Plans for Aesthetic Scan 

OBJECTIVES: 

To identify and discuss shape, texture, line and space as 
it relates to both primitive African art and Picasso. 

To be able to Identify and discuss the mood and character 
of the "Woman's Head" sculptures as they relate to both 
primitive African art and Picasso. 

To be able to identify and discuss materials and 
craftsmanship consistent with both primitive African art 
and Picasso. 

To be able to identify and discuss the reasons a work vas 
created in the case of both primitive African art and 
Picasso. 

To demonstrate through classroom discussion and a final 
written analysis on understanding of similar and dissimilar 
characteristics of both primitive African art and Picasso's 
"Woman's Head" sculpture. Students will list at least 3 
similarities between the artistic styles as well as one 
difference. 

LESSON PLAN: 

Begin audio-visual material (same as used during 
simulation-game). Periodic stops may be made with 
discussion comparing the Picasso and the primitive African 
art slides. Choose an assortment from the following 
questions for these breaks. 

During the final scan, ask questions like: 

Sensory Properties 

In the primitive art style, do you notice consistent 
shapes? 

Are these shapes realistic or abstract? 

Is texture used? 

Why might Picasso use the same shapes given his artistic 
merit and ability? 
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le color nov more Important to Picasso than to the 
primtlve African artists, hov and vhy? 

Formal Properties 

Is the vork of the primitive African artists symmetrical? 
Conslsltently So? 

Shapes often appear to be similar from vork to work or 
vlthln the same piece. What purpose could this serve? 

Certain features are often exaggerated, becoming the 
dominant factor in the piece. An example of this are 
facial expressions or sizes of physical attributes. Why 
might this occur? Is this also the case in Picasso's vork? 
If so, vhy? 

ExpresBlve Properties 

What vas the purpose primitive African artists' vorks 
created to serve? Picasso's? 

Many artists express their feelings and ideas about their 
culture, society or events going on around them. The 
primitive artists accept their world in a very simple form. 
What are their values and vhy do they create their artwork? 
The Intent for both artists is different. How does this 
compare with Picasso? 

Technical Properties 

What medium was utilized? 

Did the medium differ between primitive African artists and 
Picasso? 

Where would each have found their materials? 

Is it Important that it's sculpture versus two-dimensional? 

WRITTEN SCAN 
Students form groups of three to four, to make a written 
analysis of one of th» "Woman's Head" sculpture. 
Comparisons revolve around similar and dlaslmllar 
characteristics of primitive African artists and Picasso. 
Student's list at least three similarities between the 
artistic styles, as well as at least one difference. 



APPENDIX D 

Testing Series 

PRE-ACTIVITY SURVEY 

CIRCLE THE RIGHT ANSWER: 
1. Have you ever heard of 

Pablo Picasso? 

2. Do Pablo Picasso and primitive 
African artists, like the ones you 
have been studying, have anything 
In common? 

3. Are shapes Important to both 
artists? 

4. Art for art's sake (aesthetics) Is 
Important to prl;Rltlve artists. 

5. Is Cubism an artistic style? 

yes no not sure 

»yes no not sure 

»yes no not sure 

yes •no 

•yes no 

not sure 

not sure 

MULTIPLE CHOICE: CIRCLE THE RIGHT ANSWER 
6. As Picasso began to work In the Cubist style, the 

following was Important to him: 
a. shape c. subject 
b. color •d. all of the above 

7. Primitive artwork Is created: 
a. to exactly Imitate nature 

•b. for social and religious rituals 
c. to entertain and enjoy 
d. all of the above 

a. Picasso, when creating artwork, works only In 
a. sculpture •C. Is not limited by medium (materials) 
b. wood d. all of the above 

SURVEY QUESTIONS: l«strongly disagree, 2>dlsagree, 
3=neutral, 4sagree, S^strongly agree 

9. Cubism acquired Its name because the subjects were 
turned Into many "little cubes." 

1 2 3 *4 *5 
10. Portraying reallsin, an exact Imitation of nature. Is 

Important to both Cubism and primitive art. 
•1 *2 3 4 S 

•The correct answers for all activity surveys. 
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POST ACTIVITY SURVEY #1 

CIRCLE THE RIGHT ANSWER: 

1. Have you ever heard of 
Pablo Picasso? 

2. Do Pablo Picasso and primitive 
African artists, like the ones you 
have been studying^ have anything 
In common? 

3. Are shapes Important to both 
artists? 

4. Art for art's sake (aesthetics) Is 
Important to primitive artists. 

5. Is Cubism an artistic style? 

MULTIPLE CHOICE: CIRCLE THE RIGHT ANSWER 

6. As Picasso began to work In the Cubist style, the 
following was Important to him: 
a. shape c. subject 
b. color d. all of the above 

7. Primitive artwork Is created: 
a. to exactly Imitate nature 
b. for social and religious rituals 
c. to entertain and enjoy 
d. all of the above 

8. Picasso, when creating artwork, works on!.y In 
a. sculpture C. Is not limited by medium (materials) 
b. wood d. all of the above 

SURVEY QUESTIONS: isstrongly disagree, 2sdlsagree, 
3»noutral, 4''agree, S«strongly agree 

9. Cubism acquired Its name because the subjects were 
turned Into many "little cubes." 

1 2 3 4 5 

10. Portraying realism, an exact Imitation of nature. Is 
Important to both Cubism and primitive art. 

1 2 3 4 5 

yes no 

yes no 

yes no 

yes no 

yes no 

not sure 

not sure 

not sure 

not sure 

not sure 
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••11. I felt involved in this activity. 
1 2 3 4 5 

••12. Working with the goal of a written viewpoint took 
up most of the group's and my time. 

1 2 3 4 5 

••13. I enjoyed the assignment. 
1 2 3 4 5 

•• Denotes student opinion required, all answers correct. 
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POST ACTIVITY SURVEY #2 

CIRCLE THE RIGHT ANSWER: 

1. Have you ever heard of 
Pablo Picaaao? 

2. Do Pablo Plcaaeo and primitive 
African artists, like the ones you 
have been studying, have anything 
in common? 

3. Are shapes Important to both 
artists? 

4. Art for art's sake (aesthetics) is 
Important to primitive artists. 

yes no not sure 

yes no not sure 

yes no not sure 

5. Is Cubism an artistic style? 

MULTIPLE CHOICE: CIRCLE THE RIGHT ANSWER 

yes 

yes 

no 

no 

not sure 

not sure 

6. As Picasso began to work in the Cubist style, the 
following was important to him: 
a> shape c. subject 
b. color d. all of the above 

7. Primitive ertvcrk is created: 
a. to exactly imitate nature 
b. for social and religious rituals 
c. to entertain and enjoy 
d. all of the above 

6. Picasso, when creating artwork, works only in 
a. sculpture C. is not limited by medium (materials) 
b. wood d. all of the above 

SURVEY QUESTIONS: 1-strongly disagree, 2sdisagree, 
3«neutral, A^agree, S'strongly agree 

9. Cubism acquired its name because the subjects were 
turned into many "little cubes." 

1 2 3 4 5 

10. Portraying realism, an exact imitation of nature. Is 
Important to both Cubism and primitive art. 

1 2 3 4 5 



63 

APPENDIX E 

Slide Presentation 

No. Title or Object Artist or Area Date 

1 2 Woman's Head 
Sculptures 

2 Spoon 

3 Inlaid Shield 

4 

5 

Picasso 

Dan Tribe, 
Liberia 

Solomon Islands 
Coast;New Guinea 

1962-64 

Masks Ivory Coast 

Carving,facial Easter Island 

2 Carvings, 
Facial 

Yav of Papua 
New Gunlea 

Carving,facial Do Society of 
Bobo, Upper Volta 

a Masks,2 faced Ivory Coast, Ekkpe 
Society of Eko, 
Nigeria 

9 Masks, human Lo Society of Senufo 
facial Ivory Coast and Yaka 

of Zaire 

10 Mask & trophy Lvalva of Zaire 
heads 

11 Pierrot & Dancer Picasso 1900 

12 Woman in Blue Picasso 1901 

13 Self-Portrait Picasso 1901 

14 One Man's Toast Picasso 1902 

Tribal Usage 

Food Ritual 

seuret 
rituals, 
beautiful 
women 

ceremonial 
paddles 

harvesting 
yam ceremony 

funerary & 
agricultural 

duality of 
nature and 
society, one 
male, one 
female 

ceremony 
starting 
heed hunt 

cermony 
starting 
head hunt 
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No. 

15 

16 

17 

18 

Title or Object Artlet or Area 

Han With an Iron Picasso 

Carvings, facial Seafaring people 
Ivory Coast, Zaire 

Self-Portrait Picasso 

5 assemblages Picasso 
a. Construction 
b. Figurine 
c. Woman in a Garden 
d. Head 
e. Head of a Woman 

19 Three Musicians Picasso 

20 Student With a Pipe Picasso 

Date/Tribal Usage 

1901 

h 

1907 

1930 

1921 

21 Carved Masks Alaska,Hev Britain 
Nev Guinea 

agressive 
cult of 
the dead 

22 Woman's Head Picasso 1946 
with Green Chair 

23 Still Life with Picasso 1945 
Skull 

24 4 paintings Picasso 1912 
a. Violin, Glasspipe 

and Inkstand 
b. The Craftsman 
c. Guitar 
d. Violin and Grapes 

25 Landscape of Picasso 1965 
Mougins 

26 Mandoline Player Picasso 1911 

27 2 paintings Picasso 1909 
a. Fruit Dish 
b. Woman with Fan 
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No. Title or Object 

28 2 paintings 
a. Carafe and ^ 

Candlestick 
b. Bottle^ Fan, 

Salt, Box and 
Melon 

29 Constructions 
and Paintings 

a. Wire Construction 
b. The Studio 
c. Head 
d. Painter and Model 

30 Jacqueline Picasso 1962 

31 Seated Woman Picasso 19&2 
with Yellov and 
Green Hat 

Artist or Area Date/Tribal Usage 

Picasso 19(2)9 

Picasso 1928 

32 2 Woman's Head Picasso 1962-&4 
Sculptures 



Table 2 Mean, Median and Standard Deviation Analyeie 

COHTMO CMC-TST CFOST I CPOST 2 CPOI-PftE CP02-PftC XPBMHTL 

20 
21 
23 
23 
24 
25 

3 
6 
4 
• 
4 
2 
5 
1 
3 
4 
t 
f 
3 
3 
2 
f 
« 
5 
3 

9 
a 
s 
• 
0 
3 
7 
4 
6 
e 
3 
6 
7 
T 
5 
6 
• 

e 
6 

3 
-2 
3 

*PPE TST *POST I XPOST 2 XPOI-PRE XP02-PRE CP02-P01 XP02 POI 

1 
2 
3 
4 
5 
6 
7 
6 
9 
10 
11 
12 
t3 
14 
15 
16 
17 
IS 
19 
20 
21 
22 
23 
24 
25 

6 
6 
5 
6 
4 
6 
4 
4 
2 
2 
1 
2 
• 
5 
4 
7 
6 
7 
6 
5 
5 
6 
3 

6 3 3 -1 

5 2 1 -1 

e 2 5 -2 

6 4 4 • 

4 2 2 -1 

6 5 5 1 

5 1 2 -2 

4 3 3 -2 

2 -1 -1 2 

2 -1 -1 O 

4 0 3 1 

4 0 2 "5 
» * • 1 

4 2 1 -1 

4 -2 -2 t 

6 4 3 1 

7 -1 0 • 

7 0 0 -2 

8 -2 O 1 
3 O -2 • 

2 3 0 0 

3 4 1 • 

6 2 5 -1 

7 1 0 •4 
• • • 0 

> 
•TP 

W 
X 
D 

Table 1 Rav Data Collected from the Survey Sequence 

cONTnot 
CP«e-TST 
CPOST f 
CPOST 2 
CPOI-PUfi 
cpo2-piie 
XPMiNTL 
XPRC TST 
XPOST I 
XPOST 2 
XPOi-PRC 
xp02-pfie 
CP02-P01 
XP02-P01 

N 
25 
21 
21 
2) 
21 
21 
2S 
23 
23 
23 
23 
23 
3) 
23 

O 
MEAN 

13.00 
3. 143 
6.667 
6.000 
3.524 
2.657 
13.00 
3.43S 
4.763 
4.913 
1.346 
1.476 

-0.667 
0.130 

MCOIAN 
13.00 
3.000 
7.000 
6.000 
3.000 
3.000 
13.00 
3.000 
5.000 
6.000 
2.000 
1.000 

-1.000 
0.000 

TAMCAM 
13.00 
3. 105 
6.737 
6. tOS 
3.474 
2.695 
13.00 
3.333 
4.010 
4.905 
1.333 
1.476 

-0.579 
0.143 

STPCV 
7.36 

1.621 
1.713 
t .737 
1.632 
2.104 
7.36 

2.171 
1.633 
1.6S7 
2.036 
2.150 
1.770 
1.667 

SCMEAN 
1.47 

0.3S4 
0.374 
0.376 
0.356 
0.459 

• .47 
0.453 
0.362 
0.367 
0.425 
0.446 
0.306 
0.3S2 

niN 
1.00 

1.000 
3.000 
2.000 
1.000 

-2.000 
t.OO 

1 .000 
1.000 
2.000 

•2.000 
-2.000 
-5.000 
-3.000 

ItAX 
25.OO 
6.000 
6.000 
6.000 
7.000 
7.000 
25.00 
6.000 
0.000 
0.000 
5.000 
9.000 
2.000 
3.000 

oi 
6.60 

1.500 
6.000 
4.500 
2.000 
1.500 
6.50 

2.000 
4.000 
4.000 
0.000 
0.000 

-2.000 
-f.000 

CONTROL or C » control group 
XPRMNTL or X = expcrimcnral group 
PRE-TST or PRE = pre-survcy 

POST I or POI s post-survey 11 
POST 2 or P02 « post-survey K 
® = incomplete testing seqMcricc 

03 
19.so 
4.000 
0.000 
7.000 
4.000 
il.soo 
19.50 
5.000 
0.000 
6.000 
3.000 
3.000 
1.000 
f .000 

(Jt 
a> 
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APPEHDIX G 

Table 3 

Results from Tvo Sample T-test Analysis 

MTB > TWOSAMPLE T FOR C5 VS C11. C6 VS C12. C14 VS CIS, C2 VS CB. FT 
MTB > C3 VS C9. C4 VS CIO 

TWOSAMPLE T FOR CPOI-PRE VS XP01-PRE 
N MEAN STDEV SE MEAN 

CPOI-PRE 21 3.52 1.63 0.356 
XP01-PRE 23 1.35 2.04 0.425 

95 PCT CI FOR MU CPOI-PRE - MU XPOI-PRE: (1.057, 3.295) 

TTEST MU CPOI-PRE • MU XPOI-PRE (VS NE)I TA 3.B3 PAO.0003 OFC 41 

TWOSAMPLE T FOR CP02-PRE VS XP02-PRE 
N MEAN STDEV SE MEAN 

CP02-PRE 21 2.B6 2.10 0.459 
XP02-PRE 23 1.4B 2.15 0.44B 

95 PCT CI FOR MU CP02-PRE -  MU XP02-PRE: (0.0B237, 2.675) 

TTEST MU CP02-PRE » MU XP02-PRE (VS NE): T« 2.15 P»0,03B 0F= 41 

TWOSAMPLE T FOR CP02-P01 VS XP02-P01 
N MEAN STDEV SE MEAN 

CP02-P01 21 -0.67 1.77 0.386 
XP02-P01 23 0.13 1.69 0.352 

95 PCT CI FOR MU CP02-P01 -  MU XP02-P01t (-1.B52. 0.25B2) 

TTEST MU CP02-P01 » MU XP02-P01 (VS NE): T« -1.53 Px0.13 DF= 41 

TWOSAMPLE T FOR CPRE-TST VS XPRE TST 
N MEAN STDEV SE MEAN 

CPRE-TST 21 3.14 1.62 0.354 
XPRE TST 23 3.43 2.17 0.453 

95 PCT CI FOR MU CPRE-TST -  MU XPRE TST: (-1.453. 0.8694) 

TTEST MU CPRE-TST *  MU XPRE TST (VS NE): T« -0.51 P«0.61 0F= 40 

TWOSAMPLE T FOR CPOST 1 VS XPOST 1 
N MEAN STDEV SE MEAN 

CPOST 1 21 6.67 1,71 0.374 
XPOST 1 23 4,7B 1,83 0,382 

95 PCT CI FOR MU CPOST 1 -  MU XPOST 1; (0.8042. 2.964) 

TTEST MU CPOST 1 B MU XPOST 1 (VS NE)i T« 3,52 P«0.0011 OF. 41 

TWOSAMPLE T FOR CPOST 2 VS XPOST 3 
N MEAN STDEV SE MEAN 

CPOST 2 21 6.00 1.73 0.37B 
XPOST 2 23 4.91 1,86 0,387 

95 PCT CI FOR MU CPOST 2 -  MU XPOST 2: (-0.005923, 2.1B0) 

TTEST MU CPOST 2 •  MU XPOST 2 (VS NE): T« 2.01 P«0.051 DF« 41 
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