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Awareness and Knowledge Utilization

Project Coordinator: Tom Deats

Summary

This project was designed to be a prototype of an "informa-
tion" or advertising campaign directed toward educators, promoting
various U.S, Office of Education information services and products
and the ways in which these might be useful to educators. for
purposes of this study, emphaéis was placed upon the Educational
Resources Information Center (ERIC) system, its services and
products. The major hypothesis of this study was that educatofs
woulé nét actively seek out "information" from such systems as
ERIC even fhough they were aware of the system and its services.
Vafious advertising and bromotional techniques were considered for
development and use in this study including direct mail, posters,
and the production of an 8mm animated film for use in a film loop
maéhine. The major hypothésis, primarily because of limited
testing, was neither confirmed nor denied by the results of this

study.

Rationale and Description of Study

From a study of the various newsletters, brochures, booklets,
etc., of the ERIC syétem clearinghouses and their related Regional
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Labs, Material Centers, and Research and Development Centers, it
was noted that many of those involved in the development and
dissemipaﬁién of educational research information assume that
increased awareness in the "target audience'" is closely related to
increased utilization. This often appears to be stated. as both
a necessary and sufficient condition for information and innovation
utilization.l It was to test the wiability of such assumptions
that this pilot study was developed.

| An implicit if not always explicit assumption behind such
views is that awareness of an "informatioﬁ” system can by and large
be equated with approval of such a system. For example, the low
levels of utilization of pafticular information systems are often
viewed as problems which could be "solved" iargely by simply
developing awareness of the system in the target audience (e.g.,
school teachers). The hypothesis of this study was that even if
they were "aware'" of the existence and servides and products of
ERIC, this awareness would not "significantly" increaée the utili-
zation of the system By educators.

In short, awareness of the ERIC system is not likely to be

a éufficient condition for utilization of that system. Indeed,
it might not even be a necessary condition if "awareness" is con-
éeived of only in terms of a highly rational cognizance.2 While
the necessafy condition for "aware-ess" of an educational data
system may be mass media promotional "messages," the sufficient
condition inheres in the importance of such a system to a particu-

lar epistemic community.
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Because so many attempts have been and continued to be made
to advertise such data systems as ERIC on the assumption that
awareness necessarily leads to utilization, this study was developed
to use similar methods (e.g., mass media) to question and test the
validity of such assumptions. Originally it was planned to direct
a multi-media campaign advertising ERIC to school teachers and other
educators; However, due to several factors, including the inability
to develop a_satisfactory'means or method of "measuring' utiliza-
tion which would rise above the level of merely fotalihg requests
for data, these varicus approaches were not fully developed or
exploited. Two direct mailings of a speciaily prepared.brochufe
about ERIC, an 8mm animated film for use in a film loop machine
were developed, along with several designs for posters. These

latter products were not field tested, however.

Direct Mail Campaign

Two different mailings of a brochure (see attached copies)
were made. The text of the brochures was based upon that developed
and utilized by the ERIC document reproduction service (EDRS)
contractor, ‘Leasco.

Thé first mailing was made in February to all public‘schooi
principals in the Iowa City school distfict (N-21). 1Included as
part of the bpochure was a coupon-like section which could be filled
out and returned by the recipient if he or she was interested in

obtaining additional information regarding the ERIC system. The
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returns of these information requests were used to "measure'" the
response to the mailing. .Of the 21 school principals who received
the brochure in this first mailing, 4 returhed slips requesting
additional information.

A second, riore extensive mailing was made on a state-wide
basis to .rincipals selected from a list containing all of the
state's high schools--public and private. In all, 281 brochures
were mailed to Iowa high school principals randomly selected from
the original list of more than 500. There were 2u sliﬁs returned
requesting additional information.

All requests for additional information were forwarded to
the LRIC system and a spot check among the principals requesting
information indicated that they had received literature regarding
the ERIC systém.

The low level of response to these two ﬁa;iings cannot
necessarily be interpreted as confirming the major hypothesis,
for the low response may only be an indication of the limited
appeal of such traditional mail campaigns or that many of these
educators were already "aware" of the ERIC system. The daéa does

not, on the other hand, deny the validity of the major hypothesis.

8mm Film Production

To a great extent the majority of the attempts to advertise
such "information" systems as ERIC have been limited to the print

media, such as brochures, newsletters, etc., and In some case<s,
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film strips with recordings. But such approaches tend to require,
in varying degreés, expenditures of time and effort on the part

of educators to acquire and utilize any data contained in them.
Therefore, it was thought that the development of an animated,
sound, color film packaged-in a film loop cartridge for use in a
projector in the faculty lounge of schools, main offices, class-
rooms, etc., might be a device which would not only be easy to use,
but would be accessible to every teacher in a school and would
enable the presentation of "information" about ERIC to break out
of the more static and linear printed formats.

A two-minute color animated film with sound utilizing quick
cuts‘of still photographs and "messages" about ERIC was made.
Production problems precluded field testing this film in an adequate
manner and thus no valid data on its "effectiveness" are available.
Ideally, however, several such film loops could be mass produced
and distributed on a wide basis much as printed materials are now
presented. Limitations of the present study did not, of course,
permit mass production. The film which was made for this study
can, however, serve as a prototype for the creation of other such

film loops.

Poster Designs

Several poster designs were developed for possible testing
through distribution by local media centers. The posters were

designed in such a way that the final product could range in size
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does not "match-up" with the views of education and teaching held

by many teachers. This, then, is a strategic difference in orien-
tation, and is by and large not "solvable" by tactical communication
programs such as advertising campaigns.

The "relevance" of the ERIC materials for many teachers ié
largely cdifferent from the relevance of the same materials for
those people who contribute to and operate the ERIC system. There
are numerous studies which clearly indicate that the mass media
do not greatly contribute to change or alteration of people's
opinions on matters considered significant and vital by those
individuals.3 Mass communication persuasion methods are most
likely, according to the empirical evidence, to reinforce existing
opinions of individuals rather than change them.LL

Any attempt to change a teacher's views of the ERIC system
and educational research data, or to merely "inform" teachers of
ERIC and similar systems, must deal with strategic factors--and
these cannot, for the most part, be "reached" through mass media
campaigns wherein the "messages" may differ greatly from the
existing communicational realities of the target audience. And

human communicational realities are created through people talking

to one anofher. What ERIC (for example) "is," and what its values
may be, are created not by mass-produced "messages," but only ‘in
and through conversations within specific epistemic communities.
Thus the necessary condition for "awareness" of ERIC may be some

promotional "messages," but the sufficient condition inheres in
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the importance and relevance of such "messages" for people in a
given epistemic community.

People are more likely to utilize those data and "information"
systems which appear to bg useful to them. Thus one can try to
"match" the "messages'" about ERIC (for example) with the existing
communicational realities of teachers, or attempt to alter the
stpategic communicational realities of teachers to "fit" the
existing "messages" about ERIC. The first might possibly be
accomplished through the use of mass media techniques and mass
produced "messages," but the latter task--that of altering strategic
communicational realities--can largély be accomplished over rela-
tively long periods of time (if at all) through the ways people
invent to talk about their world and their relationships to that
world.

Given the above, it appears that the most effective use of
mass media techniques and mass produced "messages" would be in
those areas wherein the '"messages' match or agree with the strategic
views of the audience rather than in attempts to alter or change
those strategic views. Mass media techniques are most likely to
be useful in "changing" relétively non~strategic or non-vital
viewpoints and thus could (and do) encourage change in fashions
and fads. Thus, educational '"information" dealing with non-
strategic fashionable teaching practices might possibly be rather
effectively "marketed" through mass media technology if sucb
"information" does not deal with thelvital questions of the "worth"

or "value" that such practices may have for education.
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from small desk top "models" to larger wall posters. The rationale
of these designs was that such posters could serve as an e€ffective
medium of "communication' within school systems. Four example,
posters could be distributed through local mediaz centers on a
demand basis, or simply included with materials such as films which
have been requested by schools. This portion of the pilot study
was not field tested primarily because no adequate "test" or
measurement of the "effect™ of such posters short of those which
would require gowernmental approval could be developed in the time

available.

Conclusions

One of the biggest and most difficult problems in this area
is the development of a satisfactory test instrument which will
give an indication of the "effectiveness" of promotional campaigns.
A3 noted earlier, from the communication point of view of this
s" .y, the sufficient condition for "informatioﬁ" utilization always
inheres in the salience of the "informétion" for a specific epistemic
community in time and location. The traditional approaches to
"testing® the impact'of "information" in or on an audience largely
fail to take into account the ways in which people in a given
epistemic community talk about what is important to them in that
community context.

For éxample, at present it appears that the ERIC system

people have a view of education and public school teaching which
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FINAL REPORT: PILOT STUDY #2

Development of Film Prototypes

Project Coordinator: Lee Thayer

For the past several vears, those of us associated in this
project have used and assessed the usefulness of most of the
available films on "communication," as "communication" relates
to the production, distribution, and consumption of information.
While many of these films are.useful in getting across certain
aspects of the process, most are not useful in getting acroés
other, equally fundamental, aspects of the process. For example?
the way in which "communication' is typically related to controlled
or mahipulated "change' distorts certain important aspects of the

way in which '"communication'" is related to non-controlled change.l

At the same time, we have long felt that alternative views
of the '"communication" process might be indirectly effective in
facilitating or enhancing the efforts both of those who produce,
distribute, and consume educational "knowledge," and those who
would help them to do so. On this basis, and to this end, we
undertook to make a short, inexpensive, animated prototype film
which we anticipated would present some basic dimensions of that
alternative in a meaningful way.

The first version of this film was developed, and reviewed aﬁd_

assessed (in limited use) in July, 1972. (The script is presented as
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Appendix A of this report; a copy of the film is also being made
available to NCEC as part of our final report on this project.)
On the basis of reactions to this first pretotype, we diagnosed
several shortcomings'and needed modifications. A second version
of the film was thus being developed.

In this second version, we believe this short film would

1Al

have value in the training of educational "extension agents," and
other specialists and consultants. The main idea of the film
(entitled "This Thing About People™) is that once a person has a
"workable reality" in his own mind about something or someone outside
of himself, that '"workable reality'" will stand in the way ot his
seeing a better alternative, or of considering a better alternative
offered to him. To the extent that the film is effective, we believe
that its use could help its users vicariously to experience one of
the central 'barriers" to innovation and further "knowledge' utili-
zation, and therefore to discuss in a systematic and rational way
what might or should be done about it in particular circumstances.

Thus the film could be used in the training of educational
extension agents, and could then be used by them in discussing human,
organizational, technical, and economic "barriers" to knowledge utili-
zation in specific school systems.

This second version of the film was completed in mid-January,
1973. Thus, though we have had little opportunity for systematic
assessment, feedback thus far suggests that the film could be quite
effective 1f properly used, and we recommend further development
of it, aléng with a user's guide, for possible use in several of NCEC's
programs.
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Notes and Referenqgi

lSee, e.g., Lee Thayer, "On Communication and Change:
Some Provocations," Systematics (Vol. 6, No. 3), December, 1968,
pp. 190-200. :

PS-12




Nl rnNwin n

"This Thing About People"

N\

Scene opens, long shot of main charac
walking across broad open space with
bright sun overbead, two or three wic
spaced trees casting shadows. MC swe
hot, mopping forehead. He is abvious
Stone-Age man in costume.

He walks through shadow of tree, stof
on the other side, scratches his heac

_ in wonder and walks on. Walks throug
shadow of next tree, gets on far side
scratches his head and backs into the
shadow. Obviously pleased by the coc
comfort of the shadow, lays down besi
rock and goes to sleep.

Shadow moves as time passes'and sun T
in sky, MC awakens hotter and more w

g o fortable than before. Gets up in fw
: - and goes over and starts kicking the
ndecipheral muttering. * trunk of the tree.

MC turns and walks toward camera, cot
[C: That's the way it all began. Things changes with every step or two from

iaven't changed much over the years. Stone-Age to Greek toga to Black Mid«
here's this something about people. Ages peasant garb to a fancy roccoco
'hey get a notion in their heads about the style to Elizabethan style and reache
ray things are or ought to be, and if it face-on the camera iz modern dress.
urns out the world doesn't fit their - Talks divectly into =amera. (Begins
iotions of the way the world is, they talking as he beginy walkiag toward
)egin to try to kick it into shape. camera. )

Oh, you don't see many people going
iround kicking trees any more-~-at least X
lot without steel-toed shoes or a
ulldozer. But it's still that way with
)reople. We still kick people around--

)r try to--when they don't behave the Hax}e him do things in his diffe:
ray we think they should. If the other costumes as he moves forward in this
juy doesn't fit our image of him, we monologue.

think there's something wrong with him.
As I say, there's this something
ibout people that makes us that way.
‘hat's probably why the way we think
ibout communication leads us into more
)wroblems than it solves. It wouldn't
1ave to be that way. If we understood
:his thing about people, we'd think
ibout communication differently, and
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Page 2

then lots of things would be quite
different.

Sometimes I have these fantasies
about how different things would be
if people really understood this
thing about people, and what it means
for the way we think about communication.

But let me show you what I mean.
For example, this is the way things went
at my house this morning:

' A _ Scene: Bed, wife getting up. Goes to
Wife: mutters. scale.

.~ Goes to mirror to comb her hair. Every
Wife: mutters. time she combs it down it twangs back.
a
: Goes to kitchen in slouch and grump,
Wife: Another lousy day. where MC is sitting at table.

] MC goes to window and looks out, sun
shining, birds singing, flowers and trees
in blossom, etc.

~ MC: It's a beautiful day. ?

“Wife: That's all right for you to saps
you're = man.

Appropriate beautiful day music.

PO

MC: What is that supposed to mean?

+~ Wife: Oh, just forget it, you wouldn't .

"‘ understand anyway.

. Two youngest kids come chasing and

{ Boy: You are, too! ' fighting each =ther through kitchen.

. Girl: I am not! :

Boy: You are so! .

i Girl: I am not, I am not! ,

3’ . They go off sceme as pitch andmace of
voices increase.

;  Wife: What do you want for breakfast—

| eggs or oatmeal?

MC: Oh, I guess I'll have eggs. D A

Wife: What's the matter, don't you like During all of-this, wife is slouching
.. ~my oatmeal any more? around, preparing eggs, banging pots
& and pans and

PRPSTORE

O
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Page 3

From off scene: voice of oldest
daughter: Motherrrrrrrrrrrrrrrrr!!

Wife: (shouts back) .What is it!
(grating voice)

Daughter shrieks: I'm totally and
utterly destroyed! My life is ruined!
I promised Andy I'd eat with him at the
cafeteria today and my pink blouse is
dirty!

Wife shrieks back: Well what'd ya want
me to do about it? If you weren't such
a slob, you'd have your stuff when you
needed it. :

Daughter's voice: (whining and crying) -

But Motherrrrrrrrrr! D

Wife: Stop being so dramatic and get bangs plate of eggs down in front of MC.
down here for breakfast. You're going

to be late for school.

Kitchen sounds, television sounds,
sounds of the two yorng childrer still
hasseling each other, and sounds of

elder daughter still anguishing in the Sc=nme fades out with shot of MC's expres-
background, and wife still muttering. , sizn over the platj of eggs.
MC: Well, that's tHlle way it was at my Scene: Same face“on of MC as before.

S,

house this morming. But, like I say,
it wouldn't have to be that way. I keep : , h
having this fantasy that if people ' i
understood this thing about people and o
thought about communication differently, ;
things would be a lot different. If-- ¢
well, let me show youwhat I mean....... : A

ﬁA (Same basic sequence of scenes as befqgre.)

Wife: mutters. .  Wife gets out'of bed, goes to scales,
Wife goes tz mirror, tries to comb ralr,
Wife: mutters. it-twangs back up, etc.
E Wife goes to kitchen where MC is I“ the
table. ‘

Wife: Another lousy day.
MC.goes to window looks out, s?’h. beautiful
MC: In what way?

Wife' Look at my hair, and look at that,

~gained three pounds in the last week.
PS-15.




MC: I guess that wow = .e enough to
make a person miserabl:z--if a person
thought those were the most important
things in his life this particular day.
I feel great today, and it's beautiful
outside.

Wife: That's easy enough for you;
you've got your teaching and people
appreciate what you do, and J.t s just
different with a man.

MC: It is? If you're miffed asbout the
way you look, that doesn't stop the sun
from shining. You look great to me.

Boy: What would you know about it,
you're sjust a dumb, stupid girl!

Girl: Well, your friend Cindy is a girl
and you don't think she's so dumb and

stupid! F

Boy: Well, she's different! )
Girl: So am I.
Wife: What do yom want for breakfast,

eggs or oatmeszl?

MC: You're the one who's having
trouble making the day measure up.
do you feel 1like?

What

Wife: Well, I can't see how a pan full

of mushy oatmeal is going to help the
way 1 feel very much. é

MC: Eggs it'll be then.

Daughter shrieks:’ Motherrrrrrr!.

Wife: Would you watch these eggs, dear,
I just have a hunch what her problem is,
and it isn't going to get any better by
long distance.

Sownds of TV in background, younger
children still talking.

E :

Page 4

MC puts h‘fs zrms around wife and nuzzles
her.

The two yoIger
through &= FieTore.

ildren come running

They go o=f as before, but muttering
in appar==y conwersational tones.

VN

Wife goes ~£=. Voices of moth=r and
daughter, =—mfeiligible, discmssing
somethimg off stzge. :

MC dishimz . tizx =ggs as scene fades.
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Page 5

Two younger children, clder daughter go
out back door with school books in hand.
MC with briefcase in hand, nuzzles wife

4 aiffectionately.
MC: See you soon, have a good day. ' '
Wife: It is kind of a pretty day. G Wife looks at sun, birds, etc. (same as
' before). Standing in doorway with back
V to audience.
MC: See what I mean? Like I say, Superimpose MC%e-on as before,

there's this thing about people, and if
we don't understand that we end up get—
ting ourselves in all kinds of communi-
cation troubles, and play all sorts of
silly communication games. Oh, I don't
mean that wars are silly, but maybe
they're unnecessary. The communication
games people play! ' The things they get
themselves into. Well, lemme show you
what I mean. I'm a teacher, see, and
the sorts of things we teachers get
into.... Well, lemme show you what I
mean. - This is the way it was at my
school this morning....

MC: First, there was this scene in Miss =
Reaufort's mathematics class.... _ :
o Scene of typical- classroom of junior
A‘ high kids doing the conventional things,
making the zonventional ruckus, etc.
Background of classroom noises and ' '
teacher talking over them, but unintel-~ .
ligible. . Miss Beaufort notices John, one of the
students, not paying attention.
Miss B: John, you're not paylng
attention.

John: mutters....
Miss B: What did you say? (sharply)

John: I said, who cares about this dumb
stuff anyway?!

Miss B: That'll be enough out of you,
young man or it's off to the pnnc:.pal'
i office. -

+  John: mutters something under his
breath. Fading into typical classroom _
noises with teacher droning on again. v

l MC: Then there wds this scene in my own Scene: Back to MC face-on.

cuyrent events clasS.... -
(%) PS-17
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,énd boyi

A\

Typical noises and ruckus.

ist student: Well, I don't think he's a
good president! I think he's made all
sorts of bum decisions. '

2nd student: Where do you get off with
that stuff? Everybody knows he's one of
the best presidents we ever had. Just
because he's had the toughest decisions
to make...... \

3rd student:

Well, according to Walter
Cronkite...... :

4th student: What does Walter Cronkite
know! That's no way to determine
whether, the president's foreign policy
is any gcod or not.

MC: How do you think we should decide,
Linda?

ard student: Geez. here it comes mnow!
We're really gonnz get the party line.

Sth student: Well, let 'er talk!

3rd student: She talks all the time and
never says_anything. '

MC: Then there was this scene in the

cafeteria..c...

1st boy: Hey, there's Rin Tin Grin!
Hi there, Tinsel Teeth!

3rd boy: Hey, shut your mouth, the
reflection is blinding me!

Girl: (almost in tears) You guys better
leave me alone or I'll report you!

A Page 6

Scene: Typical classrocm again.

T

Scene fades out with argument :increasing
in intensity =mnd MC trying to Eet things

organized.
MC face-on\é%i:n A
Scene: two or three boys :and cne girl

in cafeteria lime. Girl wears shiny
braces on teeth.

J

Seane fades out to continued teasing like
"just as long as you don't bite us," "take
off that armor plate and fight like a man,"
"yeah, stop hiding behind U.S. Steel," etc.
And agitated mear tearfrl responses of girl.
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¥Z: Well, those are just some of the
things that went on where I work this
rorning. Like I say, I keep haviug
these fantasies that if people really
understood this thing about people
and thought differently about communi-
cation, things wouldn't be that way.
For example........ But let me show
you what I mean.

N\

Miss B: (at end of class) John, will
you come to my office after class,
please?

Miss B: You didn't seem to be with us
in class today, John.

John: Yeah, I guess not. I really
don't dig math, you know.

Miss B: Yes, you've mentioned that

before. Your good friend Keith seems
to dig it.

John: Yeah, well, I can't know about
that. If he likes it, it's his business.

Miss B: But I've heard you say that math
is "dumb stuff" and why does anybody
like this "dumb stuff" anyway, haven't
I?

John: Yezh, I guess you have. But
that's true.

Miss B: Keith doesn't seem to think it's
true. So aren't you really saying some-
thing about yourself, and not  about
"ma-th"?

John: What d'ya mean by that?

Miss B: Well, if your friend Keith
likes math, and you don't like math,

but you like him, doesn't that mean that
you're not really saying anything about
math, but about the way in which differ-
ent people see things different ways,
and that different people like different
things? '

Yeazh, @ell, SO.-w?

MC front-on again.

A\

Page 7

Scene: First classroom scene again.

John not paying attention.

Scene: Miss B's office.
John across desk.

PS~ii9
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Lkth student:

Miss B: So, if you want to fritter your

“ time away daydreaming in math class,

you're doing it because you want to.

You can't blame it on that "dumb stuff,"
because your friend Keith and I aren't
buying that as &

John: Yeah, well, what difference does
that make?

Miss B: It doesn't make any &i=Ference

to me. What difference does I~ -make to
you?
John: What d'ya mean by that?

\Y{ )

MC: Then there was that scene inm my own
current events class.mmyou me=mamber?

1st student: Well, I don t thZk he's a
good president!

2nd student: Hew can you say t=at. How
do you arrive at that conclusicm?

ist student: Wwell, because he's made all
sorts of bad decisions.

3rd student:

Give me some examples of
what you mean. ‘

4th student: Well, according:=o> Walter
Cronkite.... '
5th student: Wait just a minuce!
There's a great deal of differsmnce
between what happened and what: Walter
Cronkite or any reporter says:zbou:r it.

Yes, I agree. Bur there is
no guarantee that what you say sbout it

. is any more true, is there?

5th student: Well, no, but it d=spends
upon what we‘re trying to accomziSsh.. If

‘we want to talk about what is ;zxdmg on,

Page 8

Scene fades o discussion continues.

Back to MC face--on.

Typical classroom again.

L

Scene fades out and in again with
discussion still going on.

PS-20



Page 9

5th student: Well, for example, we would
need to know who did what ané when. Not
orly that, : it seems to me that we
would have to establish our criteria in
advance. What wowld constitute a "good"
or a "bad" decisicn. Can we sit here

and decide that fcr all time? Maybe a

lot of other things will have to happen ‘
in history before we can say a decision

was '"good" or 'bad." It's always been
that way in history, hasn't it?
V ~ Scene fades out with continuing
discussion.
Then there was that third scene in the MC face-on.

cafeteria. I tell you, it seems to me
sometimes like we're never going to learm
this thing about people, like we're
never going to understand this communi-
cation business between people. If we
did, then it might have turned out some-
thing like it did in my fantasy, some-

thing like this.... A

Cafeteria scene again.
ist boy: Hey, there's Rin Tin Grin!
2nd boy: Yeah, hi there, Tinsel Teeth!

3rd boy: Hey, shut your mouth, the
reflection is blinding me!l

Girl: Yeah, well don't come too close,
the dentist said hot air will tarmish
them!

All laugh o Scene fades out.

V _ MC face-on dgain.
MC: See what I ¥ean? There just seems
to be that thing about people that we - .
can't get straight Scene of MC kicking tree again, but in
‘ modern clothes.
ind because we don't, we seem to get into
all kinds of communication problems.
MC again. °
And you know, I think there's something '
more to this than my fantasies about it.
I think things could really be a lot
different if we thought about communica-
tSon a little differently than we do.
Don't you?
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Page 10

Scene fades to black--or to credits at end.
X-feet of black here to shut down camera
for group discussion.

After discussion, MC again.
You know, I said a lot about this thing
about people, and about how we don't
urderstand communication very well, and
i#zhout the kinds of problems we create
Zrr ourselves because of this thing.
Bur I guess I didn't really explain very
weé. 1l what I meant. Let.me see if I can
do that now.
Pulls down a movie screen, make it flicker
Tike old-time projector.

In all that follows, MC is standing beside
the screen or walking in front of it, etc.,
talking over the same scemwes that played
previously, excepting his continuities.
(All scenes that follow ar= on this pulled
down screen.) Voice: AIT MC.

well, you remember how it all began.
(Pause) _
Like our ancestor here. He got it into (Scene A)
his head that it was the tree that was
.cooling him off.

That's where this thing about people
begins. We have to figure things out.
We've got to understand, to know. Like,
‘this fellow knew that it was the tree
that was cooling him off.

once he knew that, it got in the way of
amEmrstanding what was really going on.
:ap®, just like we do even today, if the
werid doesn't fit our understandings of
it, we start to take it out on the world.
He thought the tree wasn't doing what it
was supposed to be doing. So he tried
to kick the tree down. It didn't occur
—to Idm that it was his faulty understand-
ing=—not the tree--that was giving him
“trcmble,

It+*s—the same with people. You remember
‘howt&ings went at my house this morning:
“Thing= weren't the way she wanted them
to be: for my wife this morning. So for
her = was just another "lousy day."
Thern there was this little husband-wife
gam= we played. People get themselves
Jdntc. all kinds of trouble because they
usu=lly pretend they are talking about
thirgs "out there'--like whether it's a
1o%§v day or not.

ERIC

IToxt Provided by ERI

(Scene B)
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That "is" often trips us up. We can say
that "Things are thus-and-so." But we
can only mean "That is the way things
look to me right now." It's easy to
forget that--this thing about people.

But, if we all understood it, and didn't
forget it, like I said, things might be
different. It could have been like this:

in this case, I didn't pretend she was
talking about the day when she said
"another lousy day." I assumed she was
talking about the way she felt,

If someone else is depressed, that
doesn't stop the sun from shining--for
me.

It has always seemed to me kind of
crazy to get into a big argument over
whether the sun is shining or not, when
all you have to do is look out and see.
But this thing about people: people do
it, don't they?

Kids learn to hassle each other pretty

- early through this "is" business,

For example, when my son said to his
sister, "You are too a so-and-so," she
fell right into it. She had already
learned from watching other people that
she was supposed to believe that he was
talking about her. He wasn't. He was

" talking about only one tiny part of the

way he saw her at that moment. Or, maybe
he just wanted to play an ornery game

and she didn't know it was just a word
game.

I1f she had, it might have turned out
this way:

If all girls are dumb and stupid, how
come he likes Cindy, my daughter reasons.
Not bad. She calls his hand, and they
go off talking about what they really

"wanted to talk about. Amazing, isn't

it?

There's this thing about people: there's
no way of saying everything about any-
thing, so we have to do a lot of filling
in. . .

Like, when someone asks a question:

PS-23
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(Scene E)

(Scene C. May need to be replayed;
or use stop-time to delay)

(Scene F)



Does she really want to know whether
I want eggs or oatmeal for breakfast?--

Or is she just trying to fuss with me
because she can’t get along with herself
this morning? '

My eldest daughter's 15--and the way
teenage kids get hung-up about the most
trivial things! Boy, can they set off
an explosion if the fuse is already 1it.

So my wife, still upset with herself,
says "'Stop being the way you are." Like
stop walking the way you do or talking
the way you do, or looking the way you
do. That's impossible. But how often
do we get into it?

Maybe you have to-accept people for what
they are--for the way they are right at
that moment.

The way things are--the way people are--
is given, just like the tree. It doesn't
do much good to trxry to change the way

(Scene D)

(Scene G)

Page 12

things are.® Maybe it makes more sense %(Flashback to end of Scene A--kicking

to try to change the way we understand tree).

them--the way we see them.

It's the same everywhere, at home, at
work, at school, at play. Our troubles
with other people often stem from trying
to change them instead of taking them
for given and trying to better our own
understanding of what's going on.

Remember Miss Beaufort's math class?
She had it all figured out, didn't she?
That John was a trouble-maker, and that
the way to deal with trouble-makers is
to come down hard on them.

Well, she was overlooking one thing:
that the world is not necessarily the
woy she sees it. She was assuming that
the circumstances are given and that
people are changeable, when it's just
the other way around, isn't it?

! . *
For example, when she talks to him
privately, in my re-run of how it might
have been, she herself says that differ-
ent people see things in different ways,
and that different people like different
th{n:iq-( See what I mean? . PS-24
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(Scene H)'

(Scene K)

Back to Scene G.



IText Provided by ERIC

Like, we know these things about people,
but when one of us begins to pretend
that he isn't one of us--that his own
perceptions and likings and understand-
ings are not subject to error--then
trouble begins.

What she said to John was that he could
fritter away his time in class if he
wanted to, but he couldn't blame it on
the belicf that math was "dumb stuff."
Because that isn't in the nature of
math, but in the nature of people.

Usually, I behave just like a people.

I remamber my own current events class
this morning. It's easy to get into an
argument over whether someone is "good"
or "bad," or "right" or "wrong."

I was letting the kids make two unneces-
sary mistakes. First, we should all
have begun with the understanding that

~good and bad, right and wrong, are not

qualities of the person observed, but
ars evaluations made by those doing the
observing. Second, none of us should
make it so easy for himself or for
other people to forget that there are
two lavels of "reality" or whatever you
want to call it.

There is "what-is-going-ca': this
happened, or it did not. That happened,
or it did not, and so on. But there is
also 'what-it-means-to-humans'": Was
this thing that did or didn't happen
good or bad? What does it mean? And
meaniag, we often forget, is something
that exists only in people. It never
exists in events or in facts.

Well, that's this thing about people.
We often forget that when we start
talking to each other.

Like the scene in the cafeteria. The
boys were putting her on--just for fun.
She took it seriously. She thought

they were talking about her--she believed
that what they were saying was what she
was.

But she didn't have to. She could have
realized that there is no necessary
relationship between what people say

and the way things are.

Q .
: te could have realized that words are
ERICY

ten no more than playthings, and
joined right in the game. : PS-25

(Scene I)

(Scene L)

(Scene J)

(Scene M)
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Well, as I said, I think there's some-
thing more to this than my fantasies
agbout it. I think there's this thing
about people.

If we don't see it, if we aren't on
guard against it, if we just don't under-
stand it--then we get ourselves into all
kinds of difficulties. Some people call
them "communication problems."

I don't.

I think there's this thing about people.
We have to interpret what's going on.
Once we do, our interpretations get in
the way of understanding what's going on.
Like our friend here. '

It wouldn't have to be that way. If he
had understood this thing about people,
it would probably have turned out this
way.

Funny thing is: if the world doesn't
fit our conceptions of it, we think
there's something wrong with the world.
Maybe if we took the world as given and
ourselves as changeable, we'd do some
things differently today than we did
yesterday.

Maybe we wouldn't always be so sure that
what we know was what we need to know.

I dunno. What do you think? You've
people just like me,

Theme music

Page 1u

(Viewing screen fades to dark--flickers out)

(Replay Scene A on screen to point of
frustration over being hotter when shade
moves while asleep) MC beside screen as
before.

Highly speeded up movements as MC builds

a Rube Goldberg hammock linked to sun's
movements. As sun clicks movement across
sky, rig moves him in jerky movements along
with shade. Zoom in on his satisfied smile.

Film runs down and MC stands in front of
screen with projection machine still going,
but bulb only. ‘

(Replay Sceme A to frustration scene and
Scene N both speeded up, with theme music
in background--'"Broadway'"-~under credits
if played here, ‘or under

"The Beginning" pulled off by : -~ -r by
' "~ hand replacs .. .nd"
pulled off and :»pi. 2d by
*'The Beginning" unt.. fade

out.

Main screen, MC beside vaudeville sign, which says

More?
Write CASC

Room 300, Communications Center
The University of Iowa
Iowa City, Iowa 522u40

for 1 minute.
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FINAL REPORT: PILOT STUDY #3

Enrichment of Strategic Communication

Competencies: An Instructional Package

.Project Joordinator: Tom Deats

Summary

The aim of this pilot study was to develop a prototype of
an instructional package for classroom use which would improve not
only student but teacher communication competencies in the area of
informafion seeking and knowledge utilization. The instructional
package developed for this study focused on fundamental theories
and concepts of human commnnicafion Processes and inquiring behavior.
An important segmént of the package included a simulation exercise
wherein students played the roles of "teachers," "students," and
"knowledge brokers." A student workbook, a teachers' manual, an
audio tape, and visual demonstrations were developed and tested
(see attached).

The instructional package, entitled Inquiry, was tested in
the classroom for two weeks in an Iéwa community school. Three
seventh-grade ianguage arts teachers tested the package in three
different classes. Although the package can by and large be
rated a "success" in terms of the ways in which it enh-~ .. :

enabled teachers to inform students about various human communi-
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cation processes and forms of kuowledge and informat io ilization,

the simulation portion of the pacl.ige remained untes. ne
teachers said they did not understand it. One major of
the simulation was to enhance teachers' information . the

existence and use of U.S. Office of Education-sponso:
systems. Further testing of this package with the si- !
exercise should prove useful in developing student a: nep

communication competencies.

Rationale and Description of Study

The study was planned primarily to develop app:r* =z to
enriching teacher communication competencies at the stre __lc

level with a goal of enabling teachers in becoming Immrci..

inquiring systems. The rationale for this study was »ag: .pon the
assumption that for the most part the so-called com—uu. ‘tion pro-
blems in education related to information and knowli=:c: “li-

zation are strategic rather than tactical in nature. ' Zf. Research
Memorandum #5.) Past efforts to improve teacher communication
compétencies have for the most part focused only upon the tacti-
cal-skill-level and have failed to "get at" the strategic level.l
But a tactical communication competency is almost never adequate
to negate a strategic incompetency, although strategic competen-
cies may be developed which will enable persons to overcome exist-

ing tactinral incompetency .
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The deve: .went of thii: rparticula: ==trucctional packaz=

grew out of =z Ai.3atisfacti- = with existipgz "<ww o~ication" instruc-
tional pack=g: . nic. for £he most part do m " . with strategic
competencic: ut ¥ .cus on.imcrovement of vz skills (e.g.,
writing, spe:.imz iequence of —reésentzwioxm terials, etc.)

In addition, iz w¢. thought thes a ws=. .u: ructional package

was possible wo.:.- would simultzmeorn=..w mzzzzc—" teachers amc

students. For e —ie, in this packss=- +iiile =h~ students are
learning about various aspects of the bumen com=mnication pro-
cess, teach=r:, in order to "teach" the rack=ge must not only
learn about cvommunication processes bui sxistirs sources of educa-
tional. informs=ion. (Of the three teactwss wi:v -:sted this package
only one hac previously heard of the ERiT swix™m, but by the end
of the test period all three were "awarme ==~ ERIC system, even
though they #i& not actually '"teach" toe s:mulecion portién of the
package where:.. all of the material c: ERI. was presented. Thus

just by acquaiz—ing themselves with ti=merer=1l in the Inguiry

instructional z=rkage the teachers at lezs— mcame aware of the
existence of =xe ERIC system.)

If the classroom teacher is conceivec = as a pbimarvy
influence in ths. development and growth of the =zognitive abilities
(and disabilities) of chil=en in school, th=n -t e kinds of informa--
tion seeking hab®=s and competencies which = -=2d and espoused
by teachers wi l ‘more thar 1‘kely be reflect=3d iz the habits and

compete=ncies of the childrem they teach. Tk« miiiaria. "1 this
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package was developed and presented to teachers in “w=-ms  F G

"open systems" orientation, 7That is, most of the - arfal wx
develop=d so that it could be presented by the testmwsr—= ac. itate
c_assrcom discussion and to permit the individual tes~»» iz ¢ =ide
what, =ow, and whén varicus material should be cov=r=d == -xcl .i=d.

(See Sz=ction One of the attached Teaching Manual.

The material for the imstructional package w=z d« opred
for the junior high school level and was tested iz =m Ioow. 4 -
munity school (Farley, Iowa) by three language arts teaztn=r: 10
daily taught three sections of language arts. Eact wezomwr . .zd
the instructional package in one of their three sectzoms. - prox-
imately 75 students utilized the material in the instr-ucicnzl
package. The packages were used for two weeks near The ==i cf
the spring semester. Each teacher developed her own lesstx plams
to fit her particular interests, capabilities, and h=r smxtemts.
There were suggestions for class activities in the t=achimg ~=mwual.

Prior to the introduction of the new material ZImtm THhe class-
room, the teachers were briefed on the general conceptuwil theories
and assumptions behind the work and use of the packsze was f7.scussed
in some detail. During this orientation session the tzachers were
enthusiastic about the package and the uses to whick it -~ .:1d E=
put in their classes.

An extended "rap" session following the two weeks of ~=sting
was held with the teachers to "debrief'" them and to obtain their
opinions and reactions to the instructional pack#¢e aunt to cbtain.
~uggestions for possible improvements.
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Senzirally the'teachers thought the instructional package was
qgeful ané could, if utilized over a longer period of time pro-
vide Zmocrrent and needed informztion regarding human communica-
tion. Thaoe waé a consensus that much of the material might be
mr= cul==s! to freshman level in high school.

T== open-ended nature of the package confused the teacheré
to == deigree in that they admitted they were not used to having

o derelop thelr own standards of learning achievement. As one

k. par—icipating teachers put it, "I had trouble trying to

I

Sigur: out what they were learning . . . . I didn't know what I
was z-ming for." Another teacher said, "I have the impression

that what you were probably trying to do in here was to encourage
crearive thinking and original thinking. And I think that's good.
But at the same time I think the teacher has to aim for something
—you ¥mow—--even if it is just to have them [students] present
their —houghts on something--without dictating--keeping it sort
oF frs=, but at the same time knowing what you are aiming for in
that i=sson or :ithat 45 minute period."
The teachers admitted that perhaps they depend too much
T upon: lesson Dlans and curriculum guides develqped‘by others and
suggested that they would be interested in aiding in the develop-

ment of instructional packages. As one teacher said, "I think

§ mreiancad

maybe we're too used to [using prepared lesson plans] . . . which
isn'= necessarily, maybe, the best thing either. But I think
thrat if [the instructional package] had more suggestions in it, it
world have helped."
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Anotier agreed, adiing, "Yes. Acti=ti=r. I found, whkare

they [the stasfents] rather than just talking abzuo- something,
where they ==—uzlly saw or .did something, =his s where you se=m *:

get people »ezlly involved and maybe gettizg scme insizht from it.
The more ther participate the betfer." Th= inTerssticg poinf hers
is that the t=eachers apparently failed to see themwselves as parti-
cipants in the learning situation and in the development of the
material whi-h was presented in the classroom. Several times they
expressed pleasure with the instructional package and said the
material on informatiom seeking. questionimg, creacive thinking,

etc., was veimable for the studemts, but never did the partici-

pating teache=rs explicitly say they thought such activities were

good or necessary for teachers.

In reference to -the use of basal textbooks in the tezching
of reading., ane teacher nated, "Not that an excellent teacher
doesn't use it [basal reader text], but I think you really h=we to
be a super, super, good teacher to be able to tzke that baszl and
put it away and know exactly what gkills =re tzught in each grade
in reading, for instance, and then go your Jwn way . . . . I
think gocd teachers use it: I'm not sayimg *hey <don't, you kmow,
but I think you have to add to it. I dom'= thiai that is just
enough.”" The teachers do -2=ngage in '"creatiim=" work in develaping

their curricwulums, but by and large do not recognize that they

are doing so.
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" or exazmple , -1 discusszmg the zimrlzcon exercise wiw lip
stude == wers To play the roles of tezther: szeking informazine

the -ealthers had é¢&fTiculty in r=cognizims ===t *the process The

stus~mrts (as "teache-=") would := engmgsc T wWould be simiiagr -

the .. .7 -ss by whick =eachers =——=mpt =o d=termine what they
“hink - :Zsnts "need” o know. The fcllowing exchange took
tlace . the debriefing session:

Tezmcher: '"How are the teachers goimp to determine th€ pe.. 2s?"

_nvestigator: "How do ycm do tmat?™

Teacher: "That's my <izestion. You wmow .. . . I looK®d =y
this z=d4 thought . . . ."

Investigator: '"You meam you &= the —<eacher or the kidy who

gre plaving the role cof the teacher?™
leacher: "The kids who are pl=ying tine role of the tSyzher."

‘nvestigator: 'Okay. How do you Zo it as a teachar”

“eacher: "I test."”

7

Trvestigator: "'To fimd out what yvau whink the =TadesSs
need to know?!
Teaczay, "Yes. Wort with threr Sor awhile Tike vy 4C at

the beginnirg of —he school year."

Investigator: ™Probably what ~rouw waoilid hawe to do tb&= s

. . . they wmild probably ask you “hmt amsstion."

Teacher: '"Yes."

ZEnvestigatopt "That's probably the cmiy way you could angWer
z—thew@ay yma do ="

BL

saches= "Fas."

O

ERIC

Aruitoxt provided by Eic:



£1I cf the teachers azr==d tkat as they wsed the pac 3ge.
the zT.Zemts, who at Zirst Z£d not ezsily participate in gumstlon-
aswing s=ssions and ciscussion periads, Degan to Increase The mumbieT
of questioms they asked and In severzl cases began to helr and
work with cach other zs tezw: as they shared theilr pcints of
viaw with =ach other. The <:zacher= were struck by the unexpectsl
di=ficulty they kmad in the Zirst sassions of getting all studentz
te participate in discussiioms =nd juestion asking., Two of the
thmee teachers indicated thsy plamnned to use some of the "‘new"
inmuiring approaches in their cliasses in the future. All =f the
teachers implied, howewmr, that they were concermed that hen
students ™just discusse=3" or "merely thoughr @bout™ questions they
might nct really be lec'_‘*"ning what he= teachers (i.e., curriculum)
expectad them to learn.

As ome t=acher put it, "The :_=ss I wsed It [the instruc-
tional pazkagel] in thougt it was preTty goe=d. But I had —routle
trving to fligure out wimat they were smrmingz. I= was fun In class
but I comidn®t really understand myself what I was trying o
teach thez. so I don't know if they _=2&rned amytihing."

Another said thmt she thought that If simiilar smproaches
had@ been us=d "all the way wup from Zixst grade, i% would be
easier to Fit it, Mun it seems like siv many of the kids . . .
ashe we don't give tivem emmngh tims to just JFiscuss or just to
brimg cut these things. Anc some ct them you kmow——they—

thew didn't kmow what to say. It wazs so differesr from regular
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classroom instruction. We do have groups but then all of a zudden
you were opening it up. Like, don't be afraid to ta®k. And

you were trying to get it out of them. And it was hard for them."

Conclusions

 This approach appears to be a viable method for beginning
attempts at reaching strategic commumnication competencies in
teachers and students. The simulation exercise in this particular
package would have to be outlined to potential "users™ in more
Getail in terms of what the users could and would meed to bring
+o0 the exercise situations than was done during the Field teszing.

Despite some drawbacks in the material and in the fielc

testing, the package can be called at least a partial success in
that it introduced several ''new" approaches into classroom routines
and the participating teachers and students said they favored such
approaches. Further testing of this package would be desirable

with an expansion of the material and the simulaticn exercise.
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Notes and References

lSee, for example, those instructiomal packages developed by
the Northwest Regional Educational Laboratcry: Improving Teacher
Competencies Program, Improving ¥otor-Perceptual Skills, Coordinated

Helps in Language Development (CHILD), etc.
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FINAL REPORT: PILOT STUDY #44

Development of Educaticnal "Rews"

Audio Tape Cassettes

Project Coordinator: Stephen Martin

Summary

This project was designed to test the abbreviated hyPothesis
that: educators need and will use knowledge which ha$ "newS" value
to the degree that knowledge helps them maintain theiT individual

roles as knowledge disseminators and corroborators. Educators need

knowledge to talk about to others and need knowledge ©f what others
are talking about. Knowledge which has this utility will pe
"consumed" and/or disseminated. While the hypothesis could not be
said to be positively confirmed, pilot tests with teaChers, prin-
cipals, and administrators indicate that the "news" cOncept employed
in this project, as well as the means of packaging and the EZeneral
rationale, have potential. We found some evidence that educators

would like such a service, and that educators use what they like.

Rationale and Description of Study

This portion is divided logically into two majo? sections.
The first deals with the philosophy and assumptions which formed a

conceptual base in the development of audio and video "news" cassettes.

PS-37



The second section is a review of the actual development of the

prototype cassettes.

I. Assumptions

Any attempt to deal substantively with issues involving
knowledge dissemination and knowledge utilization is rather precar-
ious to say the least. Few other terms in popular use require so
much unpacking or are so "hallucinated" with assumptions which
simply do not fit the empirical world.

In the first place, a prevalent notion has it that knowledge
disseminated is knowledge used. Or, to say it another way, many
would have us believe that--if knowledge is made available--it will
be used. The facts indicate that it may well be used, or misused,
or disused, or abused, or ignored. The assumption simply does not

hold that there is any necessary relationship between the distribu-

3

ki
tion of knowledge and the ways in which it is used. What is

obvious, however, is the fact that knowledge which is used will be

disseminated. The point is worth being repeated: knowledge "ysed"

" is knowledge disseminated.

In the second place, another prevalent notion has it that

"knowledge needs" determine knowledge usage. The assumption is

that individuals "need" knowledge. Therefore, knowledge which

“#Indeed, it seems that the most prevalent "use' of knowledge

in our society is ignorance.
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appears necessary will be used. At the individual level, there

is validity Zu this idea. That we each possess (and satisfy)
knowledge needs is obvious. That we are generally knowledgeable
about the specifics of these needs is questionable. That we are
consistently capable of determining the knowledge néeds of others,
particularly those outside our epistemic community, is absurd--not
patently absurd, bﬁt absurd just the same. What does seem to hold

is the proposition that: knowledge "used" is knowledge needed.

In the third place, it is commonly suggested that the
utility of knowledge is somehow directly relited to its '"problem-
solving potential," i.e., the test of a "good" bit of knowledge--
it is often implied--is found in the corresponding bit of problem
which it eliminates. Clearly, this isn't so, at least not neces-
sarily. The argument against this assumption can be resolved on
commonsensical, empirical grounds. In this age of "exploding
knowledge," one would be hérd pressed to cite evidence of any
diminution in problems.

Although we may choose to believe otherwise, knowledge
rarely simplifies life processes by aiding in the solving of

problems. Quite the contrary, the use of knowledge tends to

complicate life and, hence, acts as a stimulant in the creation

of problems. Most teachers learn very quickly that most problem-

solving knowledge creates a sea of problems.
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The Knowledge Process: Fallacies

Before briefly discussing the propositions stated above
(underlined), one "supra-proposition" and three "fallacies of
knowledge," which have (or should have) particular import to
"knowledge ‘disseminators,”" are deducible from the foregoing

comments. To wit: knowledge needed is knowledge used is know-

ledge disseminated. The negative corollary is perhaps even more

illuminating: knowledge not needed is knowledge not used is
knowledge not disseminated. What does rot hold and, therefore,
is still more illuminating is the mistaken notion that the process
starts with dissemination and ends with need.

Three fallacies frequently obtained when the knowledge
process is not viewed as reflected in the '"principle'" above:

(1) The fallacy of dissemination. The assumption is that--if

certain knowledge is "made available" (i.e., disseminated)--it

will be used and used in prescribed ways. (2) The fallacy of use.

The assumption, in two parts, is that--if certain knowledge appears
"usable" (i.e., on the surface, it seems to have problem-solving
potential)--it will be used and used in prescribed ways or, if
certain individuals can be induced to use (not Eggg) knowledge

of a specific nature, they will continue and others will do

likewise. (3) The fallacy of need. The assumption here seems

to be that--if certain knowledge is deemed necessary (or needed)

by certain individuals (or institutions)--it will be deemed
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necessary by other individuals (e.g., teachers) or, if it isn't,
it ought to be and, therefore, somechow mysteriously will be.

While there is scattered "evidence" which appears to run
counter to what is suggested here, it seems perfectly evident
that everyday living 'proves'" these fallacies time and time again.
People 'need" the knowledge they ''use" and "use'" the knowledge
they '""need." If they do not need certain knowledge, it will not
be "disseminate-able." If they do, it will be disseminated by
use, rather than by "dissemination" or by disseminators in any

formal sense.

The Knowledge Process: Propositions

To repeat, the proposition central to any cogent view of
the knowledge process might be stated epigramatically as follows:
knowledge needed is knowledge used is knowledge disseminated. This
very telling maxim is deducible from a simple, albeit sensitive,
examination of the three propositions discussed below--and, in
turn, these three propositions are deducible from a simple, albeit
sensitive, examination of the empirical [read: '"real"] world in
which we all live.

1. Knowledge "used" is knowledge disseminated. The

problems of '"getting knowledge used" is one peculiar to knowledge
disseminators. Most knowledge that is "used" by most people in
any epistemic community falls into an entirely different category.

Or, to put the matter more squarely and more accurately, the
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problems faced by knowledge disseminators result from attempting
to disseminate knowledge which is not presently being used by
those to whom it would be disseminated.

Obviously so, one might say--elsewise knowledge disseminators
would be unnecessary. That is, one.might go on to say, if the
problem didn't exist in "getting knowledge used," questions of
knowledge dissemination (and utilization) would be obviated.
However, the point is thét knowledge dissemination is a problem
only for knowledge disseminators, not for 'real" people using
"real” knowledge. The facts indicate quite clearly that knowledge
which people consider useful is used by them and that knowledge
which is useful in getting large numbers of individuals '"through
the day" is disseminated quite effectively without the aid of
knowledge disseminators, per se. Hence, there is no reason to
suspect that knowledge which is not beiﬁg used by individuale
(e.g., teachefs) will necessarily be used by these same individuals
if the knowledge is merely distributed to them.

2. Knowledge "used" is knowledge needed. This follows

very closely from the first proposition. At the individual level,

it is questionable whether a person EggQE_ahy knowledge which he

(or she) is not presently using. On the other hand, if an individual
recognizes a '"need" for certain knowledge, that need alone repre-
sents a ''use" of the knowledge, regardless of whether the specific
knowledge is involved or not. In fact, it is often the case that

the "best" (i.e., most productive and stimulating) use of knowledge

PS-42



b aweieted

3

i
n
?
1

obtains when a knowledge need is recognized by an individual, but

" is not fulfilled or satisfied or solved.

Once a specific knowledge need is rocognized within a person,
one of two "useful" events will take place. Either the individual
will seek out knowledge which will have utility (i.e., "be usable')
in satisfying the need or the individual will discover (or recogﬁize)
utility in not obtaining the specific 'needed" knowledge.

For example, talking about problems is apparently oftentimes
more useful to people than is solving probl~ ms. The mistake,
then, is in assuming that since people talk ibout problems (i.e.,
problems in the classroom) they necessarily expect, desire, or
"need" knowledge which would '"solve" their '"problems." Or, to
put the matter more squarely and mére accurately, the problems
faced by knowledge disseminators result from attempting to dissem-
inate knowledge which is not presently being used and is not

presently ''meeded" by those to whom it would be disseminated.

3. Use of knowledge tends to complicate life and, hence,

acts as a stimulant in the creation of problems. It may well be

true that knowledge disseminators need to concentrate more on
packaging problems, rather than solutions. This is not to suggest
that people "need" additional specific problems. Most of us don't--
or; at least, we tend not to think of our "needs" in these terms.
But, on the other hand, neither do we always, or even often, "need"

additional specific distributed solutions. What most of us do

need is knowledge which we are able to use in maintaining our

individual roles as knowledge disseminators.

PS-43



We need knowledge to talk about to other.. a=: we need
knowledge of what otheré are talking about. Tils miversal 'need"
ceems to afford the most vulnerable spot of attacx by knowledge
disseminators. It isn't directly a matter of dissemination nor
use, nor need (as is generally conceived) and efforts in these
directions will merely create enough problems to keep knowledge
disseminators in business ad infinitum. It isn't directly a
matter of creating problems for others 6r offering “Trem solur—imms.
It is a matter of recognizing and uncerstanding e #ncwledg=
process at the individual level and the role wh™ =Zmman communica-

tions plays in that process.

II. EeveloEment

The major hypothesis of this study was that .ucators
need and will use knowledge which has ''mews'" value to the dagree
that they ‘can organize themselves around that kmow)sudge anc,
secondarily, which helps them maintain their individual roles as
knowledge disseminators.

That is, educators '"need" knowledge fo talk about to others
and '"need" some knowledge of what others are talking about.
Knowledge which helps satisfy this need will be "used" and dis-
seminated. What is meant here by the term use has to do with an
individual using information about something in his social
relationships--which is the earliest and still the most basic

function of human knowledge--and not so much the direct application
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of "knowledge'" to a problem situation, per se. The 'use" of
knowledge in the first sense precedes the second use. All know-
ledge which is taken;into—account must necessarily exert an
ordering or disordering effect within the individual, which is
typically to be accommodated through corroboration or disconfifma—
tion by others in one's own epistemic communities.

Assuming that disorder encouragés change and that change
is "the name of the game' for those concerned with knowledge .
dissemination, then the project.outlined here appears to have
considerable potential. It should be emphasized, though, that
the direction of change is difficult to predict and, hence, if
the '"real" objective is control, then intellecfual—communicational
disordering is not the preséription. |

In essence, we hypothesized: 1) that educators would be

- attracted to educational knowledge if it could be presented

[PRIREN

effectively as '"news," given all of the first-person and dramatic

impact of radio, TV, and newspaper '"news'; and 2) that, to the

[REELY
v

extent one or more educators in a given school were attracted to

¥ oveasmiatt
'

these news programs, the other teachers and administrators would

- ‘ have thereby a "need" to know what the one or two of their
colleégues now "knew." |

P Based'upon the preceding rationale, seven series of educa-
tional '"nmews" audio tape cassette programs were developed to test

{ these hypotheses. The series were intended as continuing categories

with additional programs to be developed in each series on some

[RS————
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interval basis. For this project, eleven prototype programs were
developed and experimented with. Each program is approximately

5-8 minutes in length. Each program is patterned on the educational
"news" concept of packaging knowledge which educators might find
helpful in talking to others and in knowing what others are talking
about. In this way, knowledge is ''disseminated" by much the same
formula and with comparable results as is political, sports, and
financial "news." The main utility of news--at any leve. and of
"any kind—has to do with the fact tha=t néws gives people someth:iing

to talk about.

Audio "News" Series

1. News On Books Educators Are Talking About
Program 1) Illich-Silberman
2. News On Special Topics Of Interest To Educators
Program 1) Communication in the Classroom
2) Public's Attitude Toward the Puﬁlic Schools
(Parts A g B)
3) Alternétive Educational- Programs
3. News Educators Are Talking About
Program 1) Roundup of News
4, ©News From Educational Research
Program 1) PRED Report #25--Improving Teaching

Effectiveness
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5. What's New In Iowa Schools
Program 1) University of Iowa Courses
2) Sabin Elementary School
Conversations With Edumaticmml Thinkers
Prc z—am 1) John Bremer
/.  Eaygcawors In The News
Zrog 2m 1) John Holt

These "r-ws'" cassette programs, wnich are appende:- +¢ thig
report, were nc roduced without :[diffimrlty. We first -xamined
and anzlyzed al .~ the audio cascette zrograms we could .opcBte~-
those for businss. executives, phrsicians, psychiatrists. salesmens
literary buffs, historians, and even teuchers. Based upcna thsir
market, we attempted —v assess thcse elements which might coMtripute
most directly to their "success."

Beyond the conm=mience of the cassette Itself, and tpe
advahtage of its privacy, we considered such factors as times
voice, first-person effects, absence of pemdantry, repetitioR, and
so on. We consicdered the privacy of the audio cassette to b€ a
key factor since people learn and accommodate new informatioR
"better" in private than in public. We also discovered that the
saturation of audio cassette players was such as to ensure the
technical efficacy of the medium if we could achieve the right
combination of other factors.

During the year, we experimented with many different

combinations of factors. We produced several prototypes * ofOYe
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achieving the combination which wé finally experimenzed with--
exemplified in those programs listed above.

Because it was after the regular school yezr v the time

~ we had produced prototypes we felt might be effective, we "teszec"
tham on an invited group of teachers, principals, and administrators
from the Iowa City and nearby school systems, and with other
availeble audiences less formally. On the basis of these coomera-
tive "tests" of our prototypes, we feel we ﬁave learnad what
conbination of factors—-including subject--would most likely be
effective. This cou’d best be developed in conjunction with =2
hearing of each program.

As to distribution: it was our conclusion that four
digtriburion schemes might be feasible, and worth testing:

1) direct personal subscription;

7V free distribution through exZsting resource égencies
such as Lowa's Regional Centers;

3) through school libraries, much as magazines are
éistributed, except the cassettes could easily be "recycled" and
thué redrzce costs; and/or

4) some combination of these.

Further exploration should be madé of these and other distribution
schemes, for distribution is and will remain--as with all subscription
services--a crucial factor.

We aiso concluded that a desirable next step would be that

of devising a national purview for the subject matter for this
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medium, and an organization scheme for the collection, editing,

and '"packaging" of educationalv"news” suitable to this particular--
and highly demanding--medium. An audio news cassette is not a
mere substitute or complement to the print media (although it

could be adapted to the second function), and, to be effective,
wouid need to be developed and facilitated in terms of its own

potentials and limitations.

Video "News' Cassettes

As a result of experimentation in producing similar news
programs on video tape, two tentative conclusions seem unawoidable:
1) Given future expansion in the availability of video
playback units and given the inherent possibilities of a medium
which combines visual and auditory "channels" and given the
1. ‘ enormous quantity of experiences Americans have with commercial
P television, video educational "news'" cassettes afford pot=ntially
even greater‘potential as a means of knowledge "dissemination."
2) Video programs should be conceived and developed
separately from audio "news" programs. That is, one should not
be patterned directly after the other--except in terms of the
general rationale--and one medium should not be considered to
obviate the use of the other.
: Lastly, it should be understood that formalized, institu-

tionalized knowledge disseminators represent the true knowledge

3 users and that educators can more usefully be viewed as knowledge

:
i
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disseminators. The question OL should be most concerned with,
therefore, is how can knowledge be used by OL in such a way that
educators will disseminate that knowledge.

As of this preliminary report, one viable and fairly
effective video tape news cassette has been produced, based upon
our'experience with earlier prototypes and with the audio news

cassettes, It is appended to this report.
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FINAL REPORT: PILCT STUDY #5

New Approach to Development of a

Magazine for Educators

Project Coordinator: Lee Thayer

This Pilot Study, more fully described in our Inteprim
Report (December, 1971), herewith reproduced as Appendix A to
this report, was, as explained in an earlier Progress Report #3
(30 April 1972) not carried through.

It involved the development of some alternativeé patterns
for the content and presentation of educational feseafch and

innovation "knowledge' either in existing magazines o¥ in gn

(PP

experimental prototype. Although it was not possible for uS to

undertake any empirical tests of these possible altermatives,

LR )

our continued surveillance of the research literature On the

Soeniradris
¢

communication patterns of practicing educators has lent additional

i support to our original hypotheses. As a result, we feel that

OO

there would be new and/or otherwise unexploited opportunities

in such an endeavor, and suggest that NCEC may wish t© undertake

some efforts in this direction in the future.
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APPENDIX A

Pilot Study #5

New Approach to Development of a

Magazine for Educators®

As discussed in previous documents in this project, we do
not believe that the key problems in "knowledge" utilization in
education are tactical communication problemé, calling for more
% data, different forms of data, the direct translation of data

from a print to a nonprint medium, etc. Rather, we believe that

Comne

the key problems--the long-range problems--are strategic communica-

tion problems.

Brasntun}

One very general hypothesis which develops from our
alternative conceptual perspective on the process is that educators'
competencies as ingquiring systems will be enhanced not so much by

- providing "solutions" to general "problems" (as decided by the

"knowledge" producers or the information-system designers), but

[

by increasing the alternative ways educators have of identifying
{ and ﬁaming the problems they want to deal with. At its core, this

is a very simple matter. Eskimos have some 17 different ways of

naming "snow." This gives them finer discriminations, and several

#Source: Interim Report dated December, 1971, pp. 47-48.
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alternative ways of orienting themselves to what we call "snoﬁ."
These alternatives, in effect, make them better "inquiring systems"
as far as snowfall is concerned. The same relationship, we have
reason to believe, holds for any human perception of what is going
on: the moré the perceiver's alternatives, the better he is as

an inquiring system, and the more sensitive and responsive, there-
fore, must be his "sources" of information.

Qur preliminary study suggests that there are several major
differences of this sort between most academic education journals
and, for example, engineering and trade journals. (The latter
also often personalize information where academic journals in
education often tend to "disembody" or to depersonalize informa-
tion ["knowiedge"].)

§ It seems to us that "problems" are one of the educator's
"stocks-in-trede," and that, therefore, there is a need for a
magazine (or at least a magazine department) which would add to
a teacher's problem-naming repertoire--and thus to his "stock-
in-trade." The development of a prototype magazine (or of proto-

: type departments within an existing magazihe) would permit us to
demonstrate two things:

1. That educators would "use" a magazine (or departments)
which would increase their repertoires of problem-naming, in much
the same way that.interpersonal conversations serve this purpose; and

2. That their "use" of such a medium would both enhance

;
|
t
i

their competence as inquiring systems and permit the indirect

"tpransfer" of new research and practice ideas, new "knowledge," etc.
9 ]
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We plan to develop and test prototypes with these th
exploratory hypotheses in mind. It is not clear at this moment
how best to assess the results, but assessments seem feasible,
and assessment techniques will be developed according to the
schedule below.

The results will demonstrate the feasibility of further
research and develoyprient of a medium that would seek the two ends

described above.
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FINAL REPORT: PILOT STUDY #6

Film Loops and Knowledge Utilization

Project Coordinator: Ed McLuskie

Summary of the Problem

The hypothesis for Pilot Study #6 was designed to speak to
the need for efficiency in the public schools as well as to "knowl-
édge utilization" in general; this need is implicit in notions of
standardization and order which in part characterize public schools.
A model of operative efficiency regarding knowledge utilization
would necessarily be found, it was contended in the proposal, in
a closed system. The training department of TWA offered such a
model. It was learned that, in this specific closed system, two
basic "information environments" existed--the formal and the informai.
The former consisted of explicit training sessions'of various sorts
(classroom exercises and instruction and training exercises on an
individual basis); the latter capitalized on the trainees' 'free
time" or "coffee break" environment, through quiz games (drawing on
material from instruction sessions) and through film loops contain-
ing "new" information (less related than the quizes to the formal °
environment). The film loop technique was also employed in the
actual work day of the pilot by TWA in pilot waiting rooms. Having
proved successful for TWA's closed system, this study asked whether

the informal environment of the public schools could also prove
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profitable for teachers. Asking this question demanded scrutiny of
the nature of the closedness or openness of the séhool's environ-
ment.

As noted in the Interim Report, a closed system is character-
ized by efficiency. The ideally closed system is a system which
does not allow any deviation from performance of tasks to a specified
end. That end (or those ends) is clearly‘defined, as are the means.
In the context of those predefined ends and means, the closed
system is an authoritarian system in that deviation from those
ends and means through, for example, toleration of "creativity,"
is not allowed. An efficient system is an ordered and orderly
system.

The ideally open systém, on the other hand, is characterized
by inefficiency-—freédom to the point of chaos. Here we find no
order, where individuals are freely "creating' to no prgdefined
common end or ends. Tasks are not clearly defined. Where the
results of tasks performed in the closed system are identifiable,
they are not in the open system, if we understand "system" to
denote connections of some kind--duties, means, ends, the individuals
involved. In a sense, then; the phrase "open system" is a contra-
diction in terms, for the ideally open system is no system at all.

It waé contended in the proposal that, "while notions of
creativity and freedom are not part of the airline enterprise (in
terms of how to perform the required task), they are considered

important in the education enterprise" (Interim Report, p. 50).
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Such notions would cause a system to be less closed than it would
be in their absence; this study was thus based in part on the
assumption that '"the education enterprise . . . is a relatively
open one . . ." (Interim Report, p. 51).

The larger question thus became, "Could a closed system

posture be transferred to an open system?" and was reflected in

the hypothesis: The posture embodied in a relatively closed

system can be successfully transplanted only to certain closed

aspects (in this case those completeable and determinate tasks)

of a relatively open system.

Rationale

The scope of this study was limited to the "new information"
aspect of the informal environment, where at TWA the fiim'loop
concept was employed. Strictly borrowing from TWA, a Fairchild
film loop machine was placed in the faculty lounge, counter-part
of the TWA training center coffee lounge, at West High School, Iowa
City, Iowa, for four days. West High School was chosen because
every faculty member is allowed one free hour during the work day.
Furthermore, the faculty lounge was chosen because it was the only
place in the school building to which faculty members could go
during that free time, since all classrooms were utilized each hour.
No other school was chosen due to time limitations; i.e., the test
was ready to put into operation only during the last full week of

school.
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Two Films were used for the testing period. The first drew
its material from a piece of research in the ERIC System, "Do
Teachers Make a Difference?" by Alexander Mood. This piece was
chosen for its potential appeal'to all teachers, rather than
other pieces of research which speak only to history teachers,
science teachers, etc. The film did not merely transpose the
information from the printed research piece to the film medium;
rather, the problems posed in the research piece were posed in the
film, reflected by three basic questions: (1) Do teachers make a
difference? (2) In what ways, psychologically and in *terms of
skills? And (3) How can we know? The filmmaker was told only to
pose these questions and, at the film's end, to direct viewers to
postcards which would allow them to receive a full discussion of
these questions in the printed piece. The questions were posed
through the use of simulated classroom situations which involved
students of‘junior high and high school age along with adult actors
portfaying teachers. Visualiy both task situations (taking
standardized tests, for example) and emotional—psychological
situations (a teacher'showing his anger toward a student and the
student's response, for example) were displéyed; a narrator
verbally raised the three questions in different ways throughout
the film. The sound track included music. The attempt here was to
make the film as entertaining as possible while still aiming for
teacher responses via the postcards. Since the environment

~ wherein the film was being shown was informal, & formal film was
not thought appropriate.
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The second film had as its subject matter the various
resource centers available to teachers for their use. Visually,
different kinds of equipment were shown, with musical background.
It ended with the narrator saying only that media resource centers
have materials available to teachers. Again, the subject matter
was chosen because it would not appeal only to one specific group
of teachers. Furthermore, the film was not loaded with the infor-
mation--postcard response would provide that. To have loaded this
film with that information would have been.to formalize the film.,
it is important to emphasize that the medium for this study was
not the technic (neither the Fairchild projector nor the film
loop), nor was it the faculty lounge. Rather, the medium was the

state of mind. Referring again to the TWA model, "free time" of

the trainee was cgpitalized ony free time of the teacher was
capitalized on here. The assumption is that the teacher brings
with him to the faculty lounge a state of mind notably different
from the classroom, faculty meetings, and in-service training
programs. The key distinction of the state-of mind in the faculty
lounge is its quality of informality. .

Of consideration in this pilot study was essentially whether

or not the technic would be used during this state of mind, i.e., in

this medium. Therefore, only to this extent was the hypothesis
addressed. If the technic were not used, the question of capitaliz-
ing on this state of mind in a public school would have become moot.
So far as this pilot project was concerned, the task was to determine

whether the quéstion was indeed moot.
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Procedure

The “ilw Jeor Tianine was placed in the faculty lounge, and
could be turr.d .o ty pressing the "on" switch; when each film
ended, the mach:%» automatically shut off. As stated in the
proposal, "The peint of this study is not to change the education
system, but to Teflect certain aspects of it" (Interim Report, p. 52).
Therefore, no eFfort to eﬁcourage teachers to use the machine was
extended; the machine was left to the curiosity of the teachers
themselves.

Three measures of use were employed: (1) An electric count-
ing device, wired‘to the on-off switch of the Fairchild projector,
indicated how‘many times, if any, the machine was turned on. (2)
Film content in a "soft sell'" manner referred viewers to postcards
provided at hand, which the teacher could fill out and send to us
requesting further informetion about film content; the number of
cards received constituted a second measure, but only one suggesting
extent of use by the teacher--i.e., was he sufficiently interested
in_more information? (3) Informal conversations throughout the
tésting period took place. This "measure" is viewed as the most
impg;tant, for it addressed the communication problem: Would the
technic during this state of mind become a part of the féculty
lounge culture--a part of the state-of-mind medium itself?

Deleted from the proposal were testing and the strict bﬁilding-

block approach (Interim Report, pp. 52, 53). These aspects of the

TWA posture were seen as irrelevant at this stage. ~Again, we were
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interested in use as a precondition to tests of retention, compre-
hension, and application; testing and particularly the building-
block approach are designs with use assumed. We could not afford
to make that assumpticn for this study (Research Memorandum #5, and
Interim Report, p. 7).

The closed aspect of this study was that complet~able and
determinate task of merely filling out and sending in the postcard
provided, the only thing teachers were asked to do at the en? of the
film. This constituted in a minor way the closed posture transplant

from TWA.

Measurement Results

3 imbemzriaiz

Measure #1, digital counter: The reading at.the end of the
first teaching day was '"18," "15" for the second day, for a total
of thirty-three times.the machine had been turned on. The third
day of the test and the first day of the second film showed a marked
decrease, the reading at the end of this day being "3." For the
last day the reading was "1," totaling four times the machine was
turned on for the second film.

Measure #2, postcards: Well over a month, from the time the
technic was placed in the faculty lounge (May 23, 1972) to the date
of this writing (July 7, 1972), has been alléwed to await any cards
teachers might have sent in. No cards have been received to date.

Measufe #3, informal conversations: The Fairchild projector

and each film were observed to be talked about by teachers without
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questions being asked of them. Generally, the technic was uore a
topic of discussion the first two days than the last two. The
coordinator was asked several times why the machine and films were
there. Discussion was more often about peripheral matters than the
substantive film content; characteristic examples are the staterment
put to the coordinator, "That thing has great reception!'" and the
question by another teacher, "What channel is that on?" Conversa-
tions were of an indirect nature, on the order of observation. At
the end of the last day, when the machine was removed, no teachers
were in the lounge, but perhaps a statement by one was: the Fair-

child projection screen had been turned to the wall.

Interpretation of Results

The readings on the digital counter indicate only that the
machine was turned on. The number '"33," for example, does not
tell us whether thirty-three different teachers turned it on once
or whether one teacher turned it on thirty-three times. That
thére was a steady decrease from day to day may indicate decreasing
int{rest, but even that is not certain. What is certain is that
the machine was used.

The lack of postcard response may or may not indicate that
teachers were not interested in acquiring more information regarding
the film content. This, the only portion of the study of a closed
posture, woﬁld ;eem to disprove the hypothesis, suggesting that

whether or not the teacher is an "inquiring system," tactical
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maneuvers like putting what's in print on film or any other technic
is not going to make him se or more so; this result also points
beyond the scope of this study to the total relatively oper system--
i.e., the teacher brings a state of mind different from the class-
room, but he is not divorced from that classroom. I the hoge

was that teachers would ask via the card for information available,
that hope was not only unfulfilled, but it also rests on the
assumption that merely knowing how and where to get what kind of
information necessarily means the information shall be sought; such
is fhe usual "knowledge transfer' approach. That approa.h would
seem to be denied by virtue of this measure. It ca: .nig ox caid
that this particular closed system posturs was not effective in a
relatively open system.

The characteristic comments exemplified above snow that thc
state of mind integrated the technic, that the technic was indeed
used. The Ffilms and machine were taken into account in an active
way by teachers. How they were taken into account is not important
at this point. That they beéame “cultural" indicates that the
informal environment and the state of mind therein are worthy of
furéher exploration. While there is nothing in the results which
indicates technics per se are answers (which, because such problems
are not communication problems, are not our major concern), the
results of the readings and from the informal conversations are

evidence of technic use to some end by the teachers (which only they

“knew) .
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Conclusion

Because the film loops and machine beczam: '"cultural," "knowlecdge"
of some sort was utilized. The more certain "sorts" of "knowledge"
are specified to be utiliZed in a pre-dz=termined manner, the less
open a system becomes. This study was designed to reflect certain
aspects of the education enterprise, not change it. If closed
system postures are to successf..iiy ... employed in any way, the re-
sults suggest, external chamgez: to the open system are required--
making the educaticnal system i.se_f more ~losed would seem to
follow, a prospect of immense undertaking.

However, there are differences of open and closed activity
within any given system. The informal environment may be used
in conjunction with a more closed formal environment, the teacher
bringing with him to the faculty lounge certain aspects of the
formal. If the informal environment were related to the formal in
some way, the kinds of tactical problems accompanying "knowledge
utilization" (like getting mere teachers to use more of ERIC) may
to some extent be solvable.
| The films in this study were of an "indirect" selling approach.
It may be that the assumption that films should correspond to the
savironment in which they are shown is in error. An extension of
this study would be to see how & formal presentation--a virtually
information-loaded film--fares in this state-of-mind medium.
Another further extension would be, instead of the "soft sell"

approach used here, the use of a "hard sell" film. The groundwork
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from this pilot study has been laid; we know the films became
"cultural" to some extent, which answers the communication problem
for this study; the next step is to investigate to what extent
this phenomenon occurs.

The film-loop may be contrasted with other technics, like
television tape--a tactical problem which can now ke investigated

in view of what we now know of the communication problem.
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FINAL REPORT: PILOT STUDRY #7

Simulation and Knowledge Utilization in Education

Project Coordinators: Albert D. Talbott and Malcolm S. MacLean, Jr.

Research Team Members:l Michael L. Turney, Sharon I. Murphy,
Michael P. Kennedy, and Francis R. Lalor

Summazz

In this section, we give the rationale for and describe a
learning game which may become a prototype for games and simulations
for more efficient knowledge utilization.

Few social scientists suspect yet what a powerful tool for
exploratory research open system simulation. may become. More edu-
cators are beginning to recognize what a powerful instructional tool
it can be. It seems especially so when used in learning to cope
with complex situations.

We were fortunate to have in our project team of six persons
six teachers, four school administrators, six scholars, three pho-
tographers, several specialists in broadcasting and film, four
fathers and one mother. We were helped too by insights gained from
the éuperintendent and assistant superintendent of the Iowa City
School systgm. Discussions with school teachers and principals in
the summer of 1971 also contributed to our thinking for this project.

A learning game, as we see it, differs from other simulations

in that it is shorter and simpler. Our object was to derive a game
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from a theory broad enough to generate larger and more complex
simulations with similar aims. bur long-term purposes are to
achieve those kinds of interactions among researchers, funders,
teachers, school administrators, instructional package enter-
prisers, etc., which can improve both formal and informal educa-
tional systems. The game we produced appears to be a useful step
in that direction.

We designed the game by:

1. Considering the kinds of things we wanted to héppen and

especially not to happen.

2. Developing guidelines and rules on the basis of those

considerations and our experience with other games.

3. Trial and

4, Error

We made it a relatively open game to permit participants
room to achieve some of their own aims through use of strategies
and tactics we could not anticipate,

In February, 1872, we ran a pilot of the game with our stu-
dents and colleagues. This led to some fruitful criticism and re-
vision.

We also ran the game twice in April. We played THE GAME
(as we came to call it) with high school journalism teache}s at
their convention in Los Angeles. The following week, we played
it in Atlanta with members of the International Communication
Association. The latter pun of THE GAME we could not complete

for lack of enough participants, but it proved to be the richest
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experience of all.

THE GAME itself called for three major roles:

a.

Enterprisers: that is, members of learning enterpriées
similar to Westinghouse Learning Corporation, who create
learning packages and sell them to

Teachers: school faculty members who buy instructional
packages and teach

Students: wuc¢ attend schools and take a certification

exam.

We intended THE. GAME to be more metaphor than simile. That

is,; it was not supposed to represent closely any current arrange-

ment of formal education.

Participants play THE GAME as follows:

1.

Enterprisers study a book on computers and programming,
especially a chapter detailing a '"'Paper" Computer.

They prepare an instructional backage of a kind they be-~
lieve will help teachers most in efficiently teaching
students how the Paper Computer works and how to program
for it.

They work out how best to sell their packages to schools
in competition with other enterprisers.

They try to sell their packages to as many schools as
possible.

Teachers decide which instructional package to buy for
their school. They may decide on the basis of which

package will help them most in teaching, which mizght
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make the job easiest, which might attract the best stu-
dents, etc.

6. Teachers may ask enterprisers to help them learn how to

use their packages.

7. Teachers recruit students to attend their schools.

8. Students decide which school to attend. They select

sometimes on the basis of which might help them most to
" score high in the exam, which looks interesting, which
has the prettiest teachers and like reasons.

9. All participants take the certification exam.

10. All participants and directors of THE GAME discuss pro-
cesses, strategies, tactics, decisions and outcomes.

11. Each participant learns his score and collects his award,
if he has won one. |

In our trial-runs of THE GAME, we looked especially for know-
ledge utilization or the lack-of it. We took pictures and recorded
sessions in audiotape and videotape.

Analysis of our observations suggests high potential for sim-
ulations in gaining the kind of interactions Havelock has called
for.2

Given our experience with this and other simulations, we see
the following applications:

a. A series of games in which people who play vital roles

in educational knowledge production and utilization
work through various ways of relating to each other.

These could help increase intercommunicational abilities
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among such peoplel Such games might also help them and
us to cfeate long-term simulations to be introduced in-
to formal training of teachers, administrators, research-
ers, etc.

b. A series of linking games to be used in training field -
agents., Thé gamés would provide linkers opportunities
to try alternative strategies and techniques in linking
educational researchers and specialists with practition-
ers.

c. A series of games conducted by field agents with school
personnel, parents, pupils, etc., where participants
try new alternatives, discover some of the benefits,
bump into the problems, work through adaptations, select
what works well, modify or eliminate'what doesn't, etc.
Since adoption of innovations in schools is often more
complicated than that on férms, this application might
have the greatest pay-off of all.

d. A series of games in which N.I.E. personnel, media spec-
ialists, communication and learning theorists, parents,
adolescents, etc. could work through alternative systems
of less formal education.. This follows from one of the
major vecommendations of the Igwa project.

We recommend all four of these applications.

In any case, w will continue to work with simulation as a

research and instructional tool. .We would be pleased to work on any

of the above applications, should N.I.E., wish to sponsor us in doing so.
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Rationale and Description of Study

We are interested in developing training simulations for
knowledge producers and consumers in which they can experiment with,
and experience with each other, the problems and difficulties in-
herent in overlaying data systems on communic:#tion systems. A sim-
ulation is a transactional experiential learning eﬁvironment in
which the learner is brought into dynamic contact with the phenomena
he is to learn about so that he can develop understandings which are
uniquely his own.

Most everyone is well aware that conventional (and undoubtedly
some of the new) téacher education programs do not imbue teachers
with either the attitude or aptitude for the conduct of inquiry.
Teachers, generally speaking, are not "effective" inquiring systems.
We believe simulation, of all educational technics, offers the
greatest potential for developing the characteristics necessary for
the conduct of inquiry.

At Wichita State University, Thayer developed a lérge scale
simulation as part of the basic program in the College of Busin-
ess Administration.3 At the University of Iowa School of Journal-
ism, we have begun our fourth year in our use of a large scale sim-
ulatidn as a major teaching-learning vehicle in our undergraduate
pr'ogr'am.’4 Participation in our simulation accounts for one-half
the 24 credit hours we require for our basic journalism major. A
major emphasis in Thayer's simulation and in ours is providing

learning environments in which students can become better inquiring
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systems. We are very much encouraged by our use, as Thayer was by
his, of simulation to achieve such ends. As far as we know, these are
the only two simulations of their kind.

Originally we were interested in both small- and large—s?ale
simulations which could be used as significant parts of the basic pro-
gram of a college or department of education. Such simulations, from
our point of view, would enhance and encourage in students who are
prospective teachers, those desirable attitudes and aptitudes neces-
sary for the conduct ofAinquiry. Teachers here are primacily con-
ceived of as ”kﬁowledge users." An ideal situation would be to design
simulations which involve participants as both producers and users of
"knowledge." A progfam such as_this.could involve graduate and under-
graduate students and.faculty.

Presently, the typical social environment of public education
separates knowledge préducers (researchers, consultants) from know-
ledge users (teachers). Each operates in different social or institu-
tional complexes, and the structures of those complexes are quite dif-
ferent in a number;of important respects, such as epistemologies, phil-
osophies, reward structures, financial support, professional identifi-
cation, etc. A knowledge producer (educational researcher) is not
typically rewarded by fhe "users'" who utilize the knowledge he pro-
duces, and converéely, a knowledge user (teacher).is not typically
rewarded for utilizing the knowledge which is produced by researchers.

However , some very interesting learning éxperiences for'both
knowledge producers and users might arise in situations where the

reward structures were interdependent. This would involve construc-
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ting simulations in which the created social context would interde-
pendently support and reward both producers and consumers of know-
ledge. Such an environment should permit the two groups to develop
more complementary and functionally useful concépts of themselves
with respect to their mutual relationship and their work.

As we worked with this project we broadened our conception
of potential applications for gaming and simulation in knowledge
utilization. .For example, we now believe we can fruitfully conduct
simulations involving decision makers in funding agencies, research
groups, resource ceﬁtérs and schools. Simulations may also prove
highly useful in training field agents in the diffusion of innova-
tions.5 Further, they might.make it possible for teachers and others
in school systeﬁs to try put alternative innovations to develop more
realistic bases on which to decide which to adopt and what kind- of
adaptations may be necessary to make things work well.

We know that often the information systems people build don't
match the communication systems of potential information users. In-
formation system builders usuall& need to learn about the communi-
cation systems their consumers use, just as the consumers need to
know about the information systems gvailable for their use.

If an information pfoducer were aware of whether and how con-
sumers were handling his product, would it affect the way he produced
it -- indeed what he produced? And if this "handling" could be
scrutinized in a simulated environment, might it suggest new relation-
ships and desirable altermatives to "the way things really ard'?

A basic NCEC concern is how to get decision-makers-.n-education
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(professional and certificated personnél).to see the need to make
use of information systems built by governmental and educational
agencies. It seems to us that,'once a study is accepted into
systems like ERIC, it is retained thére indefinitely on the assump-
tion that it mighf be useful to somebody sometime. The kind of
intefaction developed in simulation can help to insure that the in-
formation going into data banks like ERIC will be useful to prac-
titioners. In a simulation, researchers can sharpen their skills

in asseésing information needs of teachers, principals, etc. On the
other side of the coin, practitioners can become skillful in getting
researchers to undersfand their needs.

Some corollary concerns, we feel, must be

a) to develop communicating, inquiring systems in the infor-

mation producers which can help them deal with con-
sumer's communication systems and vice versa; and

b) to explore institutional reward systems--e.g., which

people afe rewarded how much for doing what?

This latter concern seems most pressing, since present in-
Stitgtional systems tend to reward the information producer on the
basis of .the quantity of his published research, but nct on the basis
of whether he has related to and made a difference for the practition-
er~consumer (i.e. principal, school board, superintendent, etc.).

The nature and form of research produced and the channels
through which it is distribﬁtéd ideaiiy will facilitate the dissem~
ination of appropriate materials aﬁd information to appropriate users.

In order to do that, producers need to learn more about the communi-

PS-74



cation systems of users. Consumers need to know what is and might
become available if they approach producers in appropriate ways.
And both need opportunities to experiment with "appropriate" ap-
proaches.

Pilo* study #7; outlined here, has as its major focus the de-
sign of means for dealing with the producer-consumer relationships
just discussed. The means: small and iarge-scale simulations which
can be used to develop in educators at all levels strategies and
techniques necessary for the .conduct of inquiry. Such simulations
might enhance and encourage desirable attitudes and aptitudes for
the conduct of inquify in both users and producers of information.

As we first conceived this study, we wanted to develop a
manipulable model of knowledge utilization. We developed THE GAME,
which will be described later, both as é demonstration and as an
éxperimental model of the process under consideration. Our aim was
to develop a game which we could take to people who are decision
makers in education, and get them intrigued with simulation as a
way of learning complex relationships in knowledge utilization.

With considerable care, we developed a model environment
using a set of.rules to define purposeful relationships. We estab-
lished bases on which participants could take and develop roles in
dynamic interaction. We designed a system open enough for partici-
pants to construct their roles in tune with their own purposes as
well as with ours. Some of .the roles encouraged participants to
work through problems of designing information systems to be compat-

ible with communication systems of other participants. By cycling
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participants through the various roles; we could provide all with
opportunities to create such information systems. Time limits pre-
vented such cycling in the game we conducted for this project.
Our game took the form of a live, human, open-system simula-
tion. We assumed that people will learn if:
a) the learning envifonmgnt is designed for discovery;
b) the environment is complex and rich enouéh to permit a
wide variety of ant;cipated and unanticipated learning;

c) the learning environment includés personal "stakes" for
each participant--he must live with the consequences of
his decisions,

In the literature, there are many disputes about Qhat "really"
constitutes a "bona fide" simulatidn. Byvno means is there consensus.
For purposes of this study, we offered a brief statement of what we
wanted to mean by open-system simulation. We indicated that such a
simulation is a transactional experiential leaﬁning environment in
which the learner is brought into dynamic contact with significant
phenomena about which he is to learn so that he can develop under-
standings and coping strategies which are uniquely his own. Grossly
speaking, simulation is a form of learning by doing. Simulations
are dynamic, operating systems in which learners try to develop their
understanding‘and comprehension of social phenpmena. In our kind of
simulation, we put people in live situations with which they have to
cope. Within the context of these situationms, there\are consequences
of the actions participants have to t&ke. Participants can try out

strategies on other participants and get some idea of how others re-
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late to these. Further, participants learn how well these strategies
work. Our simulations can be characterized more as open-system sim-
ulations. In tﬁem, strategies cannot be specified in advance which
unerringly lead to success.

‘A Qide variety of learning and researcn devices are called
simulations. Most differ significantly from the kind of simulation
we are concernéd with in this project. Law students hold mock trials.
Political science students simulaté the United Nations General Assem-
bly, American political elections,6 relations between simulated na-
tions.7 Economics students simulate economic systems.8 Business stu-
Aents participate in management games and simulate operation of the
business firm.9 There are simulations which involve the use of com-
puters; some involve only the computer, others include people inter-
acting with the pomputer.lo Sociology students simulate society.
Student teachers use '"classroom simulatoré."12 Education students
simulate school-community felations.l3 Researchers build simulation
models of the processes off innovation diffusion.lu Then, change agents
learn about innovation diffusion.l5 There are math, history, geo-
graphy, science and word'games for elementary school_childr'en.16 An
endless variety of educational and research devices go under the name
of simulation and games.

Nearly all of these simulations differ from the kind we are
developing for this project along one very impértant dimension:
openness. Compared with the kind of simulation we are advocating,
most of tbese simalations are relatively closed. That ig, strategies

can be detailed in advance which, if used, will unfailingly lead to
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success. Closed simulations are quite appropriate if the phenomena
with which they deal can be reasonably viewed as operating as a
closed system. Examples would include flight simulators, wind
tunnels, hydraulic simulation laboratories, etc. Some closed system
simulation approaches -are applied to phenomena which cannot be reascn-
ably viewed as operating as a closed system. This would include, in
the education and knowledge utilization area, inhovation diffusion,
school-community relations, and classroom instruction as well as
most of the other simulations mentioned above. The socia; conditions
and relationships‘are displayed in the closed simulation as though
they were necessafy ones and as though they were fixed and true in
some ultimate sense. Suppose the phenomena with which the simulation
purports to deal cannot reasonably be characterized in that way.
What is.it then that participants learn in the simulation which will
ultimately prove useful when they must deal with the complex pheno-
. mena directly? Very little, it would seem. If the phenomsna the
simulation is about dén only be reasonably viewed in open system
terms, then that simulation shoﬁld be designed using open-system tech-
niques.l7

The open simulation is an example of metaphoric tbﬁught since
it is not seen as a mirror of a "real life" situation. It is a com-
plete environment in and of itself, but many of its experiences and
attendant learnings can be related--and may prove useful--in a real
life environment., As a metaphoric abstraction, it offers involve-
ment in environments which, in "real life,h might be too costly, too

dangerous, too time consuming, or too limited in scope or facilities
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to allow for the desired explorations.

As envisioned here, simulation functions in the role of de-
veloping metaphorical awareness in the framework of the learuing
environment. It functions also to build a new structure through
which fresh insights can Impact the institution and the people in
the institution. Finally and perhaps most significantly it focuses
attention on the'relétedneés-of things, ideas and situations, rather
than on the "right" ways of dealing with these things, ideas and
situations. In a more open enviromment, you cannot specify before-
hand the strategies which will surely lead to "success." Success
can only be evaluated in terms of purpose, Participants in an open
simulation can and usually do have somewhat different purposes.
"Success," then, for one person may not be "success" for another.
Various strategies may be used. Sometimes, highly similar strategies
‘will lead quite different results. Other times, quite different
strategies will lead to highly similar results.

The simulation as described here tries to get at producer-con-
sumer relationships by involving participants in both producer and

consumer roles. This encourages comparisons, raising questions like:

How do individuals adapt an information system to their

purposes?

1

How do individuals stretch their purposes to fit the available

information system?

What reward systems might be built into the learning system
so as to give persons '"good reasons'" for creating and im-

proving learning tools and materials?
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- What constitutes usable research?

How can producers take into account comnunicaticn systems
and networks in designing or contributing to information

systems?

How does one get a system going?

How does one modify a system?

How develop long~range thinking and concerns?

Ete.

THE GAME is a short=-run version of the open-system which
might be extended to a large-scale simulation. As an instructional
game, it has specific rules which set an outer limit to the kinds
of interactions which can take place.18 It has a number of spec-
ified roles to be assumed by the parficipants. In playing THE GAME,
participants go through processes whiéh are fun and instructional at

the same time.

THE GAME Described

THE GAME is a small-scale teaching-learning system in a "game"
format. It is designed to raise evaluative cuestions and issues éon-
cerning contemporary education systems. It involves pupils who
attend schools to learn, teachers who teach in those schools, and
education-oriented business enterprises which design and market in-
structional aids to help the schools.

The aim of most te&ching-learning systems is to "educate"

students so that those students become useful and socially acceptable
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members of a larger society. One traditional test of a school's
success is the gradua’es' performance on an approved testing device,
Examples of this are the Certified Public Accountants' exams, state
bar exorinations, teacher certification tests, medical licensing
exams, dviver's license exams. While these tests are not necessarily
related 1o what‘goes on in the educational system, or to later per-
formance in the given field, they may have substantial impact on
curricular design and on the way people generally think about the
field. THE GAME includes such an externally-imposed certification
exam, the contents of which are unknown to, and uncontrolled by the
schools, the enterpfises, or the students. Thus, in addition to sat-
isfying their own teaching-learning criteria, the enterprises, schools,
and stidents have to cope with the imposed criteria of outside eval-
uators who give significant rewards to those who "perform" satisfac-
torily.

The —subject taught during THE GAME is operation of the Paper
Computer. This is a simulated computer system which is manipulated
using paper ar-” mencil and which is designed to introduce learners
to basic computing and programming concepts.lg. It is not highly
technical and demands only a minimal degree of mathematical aptifgde;
but mastery of it should give the learner basic ideas of what a com-
puter is, how it works, and what computer programming involves. The
Paper Computer has all the essential elements of any computing system
including its own simple programming language and thus it gives a
laarner an opportunity to apply his learning by writing computer pro-

grams to solve simple problems.
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Participants in THE GAME usually start on the same basis,
ignorant of the specifics of the Paper Computer. Where they finish
depends upon the choices they make during THE GAME, and the effort
they invest in it. Thus, foci of THE GAME are the various strategies
developed and implemented by participants. Are the various ways ed-
ucational enterprises develop and present their educational packages
related to success in learning the "same" subject matter? Is the
teacher's selection and then implementation of the various teaching
aids relevant? Do different teachers get different results from
using the "same" instructional packages? How do these cholces and
differences interact and what effect do they have on students in var-
ious schools? These are -nly some of the issues and questions which
THE GAME is designed to raise.

In THE GAME, there are always at least two competing education-
al enterprises, each of which consists of at least three persons
who work together to prepare an instructional package to sell to the
schools. These people have a very vital role in THE GAME and
their participation demands' the greatest commitment of time and
effort. They must begin preparing their educational packages before
they meet the other participants.

Next, at least three schools are formed. Each cgnsists of a
minimum of two teachers. These schools are visited by enterprise
céles representatives. Then, teachers in each school must decide
which instructional package to purchase. Once this is &one, the
feachers must be trained by enterprise members to uée fhe package.

Students are brought into THE GAME and enroll in one of the
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schools. Enrollment for a given school may be facilitated or im-
peded by wheeling and dealing, bargaining, etc. Such bargaining can
include tuition, rates, scholarships, entrance exams, guarantees of
success on the certification test, etc. Then, classes get underway.
The form they take depends on what both teachers and students make
of them. .

After classes are finished, all participants take the certiif-
ication exam.

This step is followed by one central to our purposes, the de-
briefing. This is an intensive discussion of what went on at various
levels of interaction as seen by the participants--within each indiv-
idual, between individuals and within and between groups. Partici-
pants try to get at why various decisions were made and the impact
their decisions seemed to have on others. They check assumptions with
each other: Was the impact they intended the one that occured? Did
people do certain things for reasons anticipated, or for quite
different reasons? Participants check on the success of their various
effofts. They compare and evaluate the strategies and tactics of
.enterprises, scheools and students. Why did students in one school
seem to do better than thiose in another? Where two schools used
the "same" enterprise package, what accounted for differences in re-
svlts? Why did one student do much better than another when both
attended the same school? Why did»the members of one enterprise. de-
cide to construct a relatively closed package while another chose to
make a relatively open one? Etc. |

A simulation like this cén be extended several semesters or
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several years. It can involve graduate and undergraduate students,
researchers, administrators, etc., taking each of the various roles.
In pupil roles, participants can explore alternative ways of learn-
ing and become socialized into the system. Playing the teacher and
development roles they would again explore learning, but would pos-
ture themselves differently; acting as knowledge producers and, te

a certain extent, controllers, agents, and systems developers, rather

than simply knowledge consumers.

Observations on Playing THE GAME

We "played" THE GAME with Ph.D. students and faculty in the
University of Iowa School of Journalism; with high school and college
journalism teachers'at the annual convention of the Southern Calif-
ornia Journalism Education Association; and with communication schol-
ars at the ahnual convention of the International Communication Assoc-
iation. We chose these three groups partly out of convenience. All
were participants in institutional education. Teachers, administra-
tors, students and researchers were all represented. Furthermore,
we could depend én finding relatively little knowledge of the "subject,"
the Paper Computer, by most participants. Easy access was afforded by
relatively direct ties with the organizations involved. Partici-
pants came from places far apart.

In the following paragraphs, we summarize our observations of

each playing of THE GAME.
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University of Iowa School of Journalism

Since we played this game at oﬁr home base, we had excellent
cooperation from participants.

The two enterprises involved prepared distinctly different
teaching-learning packages: one heavily oriented to visual aides
and one-directional instruction; the other emphasizing the learner's
freedom (or responsibility) to choose whether or not he wanted to
learn the content at all.

The schools also téok distinctly differeﬁt approaches to
their task of teaching the Paper Computer. One school used its
packages pretty much as intended by the enterprise. The second
went so far as to hire Ffor its faculty a key member of the enter-
prise with the more programmed package. The third school took the
approach that "you'll learn this stuff if you're really interested,
so here are some manuals, and good luck!" The major portion of the
"teaching" period was devoted in this school t§ discussion of why
anyone would impose content matter on anyone else, and how one might
creatively approach learning in a stressful or oppressive situatio:i.

Participant reactions and strategies also varied widely.

Some players were paying close attention to the instructional con-
tent, intent on learning the operation of the Paper Computer. They-
went along with the rules and procedures, picking the school (or
enterprise) which was most likely to serve up teaching in the most
useful form.

Other participants were less concerned with learning the con-~
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tent and more concerned with process (what was happening, and how,
and why). The discussion following THE GAME focused on:

- Experiential learning as it helps one to see better con-
nections and dependence between enterprisers, teachers and students
in creating learning situations; |

- How a simulation can be open and closed at various stages,
as determined by participants in the simulation;

- How a participant in the role of a student sees a twacher
also as being in the role of a student, in the sense that a teacher
must learn what and how to teach using an enterprise's package or not;

- How student success or failure in the task presented to him
is shared by both teachers and enterprisers as well as the individual
student;

- How learning through THE GAME process can create greater
awareness on the part of participants of what goes into a learning sit-
uation--i.e., interacfion between participants at all levels and the
way they draw on various methods, procedures, and techniques to achieve

their instructional and learning purposes.

2. Southern California Journalism Education Association Convention

In Los Angeles, at the Southern California Journalism Education
Association, some participants wanted very specific tools and
tricks for immediate and almost identical replay in their classrooms

the next week.zo These participants were quite uncomfortable about

playing with a Paper Computer all day since most had decidad, ~lmost
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3.

from the start, that it has "nothing to do with Journalism teaching,"
and "my kids don't need this to put out a paper." It appeared ini-
tially that they were either unable or unwilling to look at learning
processes and at the communication system they were developiﬁg and
operating within during the six hours THE GAME ran. Even so, none

of those who started dropped out of THE GAME.

It was somewhat encouraging, especially in light of the as-
sumptions underlying this Pilot Study, that some of the participants
began to "catch on" to THE GAME'S purposes. Some of them, in the de-
briefing sessions which followed completion of THE GAME, indicated
reccgrition that:

a. tightly structured objective testing (such as was em--

ployed in THE GAME to get at content mastery of the
Paper Computer)} can have a negatiye impact upon the in-
dividual :tudent's attitude toward and success in a
given subject or discipline;

b. the range of opportunities depends on how participants

structure things within the rules and roles; and

c. there is greater personal commitment in a learning sit-

uation which throws greater responsibility for conse-

quences on the learner.

International Communication Association Convention

In Atlanta, our third attempt at playing THE GAME clearly

brought out some participants' concerns with education processes and
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their differing philosophies.21 It also demonstrated some dif-
ficulties which can be encountered in presenting game-simulatic:is
in a convention setting.

We encountered problems with persons who agreed to participate
in THE GAME and later cancelled out. They did so after more fully
realizing the time commitment required. Some dropped out fo attend
other séssions. When the convention started, we felt that we hadl
managed to deal with these problems and had sufficient people to run
the simulation. |

The initial stages ran sm. .thly, better than at the other con-
vention. The enterprises presentec their wares to the schools, the
schools made their selections of enterprises, and the teacher training
sessions got under way. However, when it was time for the schools
to begin recruiting pupils, we had too few particip;ntsg Many of the
people who had committed to play éimply failed to show up. Rather
. than cancel THE GAME at this point we discussed our preblem with the
people who had come, and they volunteered to try to recruit additional
participants.

We rescheduled THE GAME for the following day, but again found
we still had too few participants. We cancelled the rest of THE GAME.
However, we had a long and fruitful discussion of THE GAME and of
the theory and philosophy of gaming and simulation.

An 6bvious point for discussion was why we were unable to
attract enough participants to run the full simulation. Among the
explanations proposed: fime at_é convention is tcu short to devote

a major proportion of it to any single activity; conventions dre
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meant to be social and no one wants to deal with anything as ''ser-
ious" as a simulation; conventions are gatherings of scholars who
don't want to deal with anything as "frivolous" as THE GAME; some
competing activities had more drawing power; there wasn't enough
publicity about THE GAME. Our discussion revealed we had had mail-
ing problems of which we were not aware. This resulted in poor
timing. It appeared that we should have developed our own mailings
for each convention, rather than depending on the ordinary conven-
tion mailings. These probiems need to be considered by others
running simulations at conventions. A simulation such as this

should not be merely tacked on as another alternative to the conven-
tion-goer, but it should be an integral part of the whole con&entioﬁ.
Perhaps a better situation wéuld be a workshop with an entrance fee.
This might be run exclusively for THE GAME, or even as part of & con-
vention.

Discussing what actually took place during THE GAME brought
out several interesting insighte into participants' thinking.
Various "enterprisers" and "téachers" revealed why they had per-
formed as they did and explored alternative strategies they might
have followed. Tw; schools which purchased their instructional
package from the same enferprise arrived at their decision for much
different reasons. One used it because it demanded much less work
than the other enterprise package; the other "bought" it because
the enterprise salesmen convinced the school teachers that they
could use or not'use the package, as they pleased. Teachers of this

school wanted to create their own approach. The discussion corntinued
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along these analytical, philosophical lines, focusing on tle procésses
of THE GAME. It avoided the trap of arguing about the content of
THE GAME, which had been a problem during the Los Angeles meeting.

The discussion spun off from the specifics of THE GAME to more
general applications of gaming and simuiation. We talked about the
Iowa School of Journalism undergraduate simulation and possibilities
for an extended simulation which might be used in a college of ed-
ucation. Several of the discussants suggested alternate approacheé
that might be used in a college of education. Others suggested
smaller-scale simulaticns which might be more viable for presenta-
tion at a convention.

One other important point discussed: the problem of valida-
tion of simulation as a learning tool. Since learning in this kind
of simulation is often individual and complex, it does not submit
well fo standard evaluation procedures. The discussion lasted

nearly three and one-half hours.

Conclusions and Recommendations

We are very much encouraged by the results we obtained from
playing the rather simple game we designed. Participants found THE
GAME compelling. They took their "play" in THE GAME seriously.
Even those who claimed they did not like playing THE GAME did not
drop out. Further, nearly all participants tried to do well on the
certification exam. Participants accepted the pretense of THE GAME.

They could and did use it to create a rich environment with compli-
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cated patterns of interaction. In this GAME, some participants
developed strong commi' . .°35 and feelings. In Les Angeles, some
high school teachers expected to do better on the certification exam
than they did. They thought they had learned their lessons well.
These teachers developed some highly irtense feelings about both

the exam (how unfair the exam was and it did not "really" measure
their learning) and THE GAME. This was despite the fact that what
happened during THE GAME was not going to have any direct conse-
quences for any other sector of their lives. What people did, the
way they related to and interacted with each other, and the perceived
consequences of their own and others actions were important to
participants.

There is considerable educational potential inherent in open
simulations with the type of environment just described. They are
ideal laboratory settings for people to exp’ire, develop, implement,
and try out communication strategies on other people, like those in-
volved in knowledge utilization., Putting important educational
ideas into practice is rarely accomplished by just "telling" some-
body about the ideas. Also involved is construction of social order.
Social order is needed to permit, support, and facilitate an inno-
vation's initial adoptien and continued use. The environment in
THE GAME seems to be ideal for getting this kind of experience. Con-
sequently, our original notion of using both short and extended sim-
ulations in colleges of educztion was encouraged by our experience
with THE GAME. Pptential teachers, administrators, and educational

researchers would be participants in such simulations. They could
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examine their own and others' roles in a context which centered
around each trying to achieve task-related ends deriving from their
roles. Cycling through roles, participants could develop further
valuable insights into roles other than the one they may be spec-
ifically training for.

A recent major review of the literature on knowledge utiliza-
tion (Havelock) makes a strong case for perceiving knowledge utili-
zation as requiring close, collaborative interaction among knowledge
yrroducers, development teams, practitioners, and client groups.22
The burden of Havelock's argument is that there is need for continu-
ing, two-way communication among all actors in knowledge utilization
to define problems and needs, to translate knowledge into plaus-
ible alternative solutions, and to asséss the effectiveness of th-
presumed solutions in resolving the problems to which they are .u-
dressed.

Simulaticns of the sort we are working with in the project
seem ideal for facilitating the kinds of interpersonal, inter-role
relationships Havelock is urging. They could be used for in-service.
training for persons already functioning in the process as well as
for training of new persons.

One criticism of present educational systems is that educa-
tional researchers (knbwledge producers) do not get rewarded for
producing innovations which educational practitioners can use. TIur-
ther, genevally speaking, teachers (knowledge wtilizers) do not get
rewarded forvsgeking and adopting innovations which permit them to

do a better job in the classroom. The reward systems and professional
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identifications for these two groups are basically independent of
each other. With simuiations of the sort we propose, we do not have
to be content with working with the existing social order. Ir an
open simulation, we can manipulate roles and patterns of interrela-
tionship of participants and build into it reward systems for know-
ledge producers and utilizers which would be mutually interdepen-
dent. Researchers would get rewarded for developing practices
which teachers adopf. Teachers would get rewarded for adopting prac-
tices which would improve their efficacy in the elassroom. With open
simulations you can explore, in a dynamic interesting fashion, the
kinds of ideal situations which Havelock considers appropriate models
for knowledge utilization in education.
Given our experience with this and other simulations, we re-
commend the following:23
a. A series of games in which people who play vital roles
in educaticnal knowledge production and utilization
work through various Qays of relating to each other.
These could help increase intercommunicational abilities
among such people. Such games might also help them and
us to create long-term simulations to be introduced in-
to formal training of teachers, administrators, research-
ers, etc. |
. A series of linking games to be used in training field
agents. The games would provide linkeys opportunities
to try alternative strategies and techniques in linking

educational researchers and specialists with practitioners.
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c. A series of zames conducted by field agents with school
personnel, parents, pupils, etc., where participants
try new alternativ: &, discover some of the benefits,
bump into the problems, work through adaptations, select
what works well, modify or eliminate what dcesn't, etc.
Since adoption of innovations in schools is often more
complicated than that on farms, this application might
have the greatest pay-off of all.

d. A series of games in which N.I.E. personnel, media spec-
ialists, communication and learning theorists, parents,
adolescents, etc. could work through alternative systems
of less formal education. This follows from one of the

major recommendations of the Iowa project.
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Appendix A

-

Rules g{ THE GAME

1. Anything not specifically prohibited in these published rules is

X

permitted. If there are any disputes or problems they will be

settled by THE GAME's Directors.

2. THE GAME involves participants in three different roles. These
roles are assigned by the Directors prior to THE GAME, and par-
ticipants are not allowed to change roles during the c&urse of
THE GAME.

a. ENTERPﬁISES are three-person teams who work to de?elop and
sell instructional packages for teaching the use of the
Paper Computer.

b. SCHOOLS consist of two Teachers who buy the learning packages
developed by the ENTERPRISES and use them to teach PUPILS
about the Paper Computer. '

c. PUPTLS are individual participants who enroll in and attend
classes in one of the SCHOOLS so that they will bgﬁgble to
score well on the Paper Computer Certification exam‘which is
given near the close of THE GAME by the Directors.

3. Scores on the exam determine the winners of achievement awards
offered by the Directors.# There is a total of 160 points to be
awarded to ENfERPRISES, SCHOOLS, and PUPILS.

a. PUPIL points: the five top-scoring PUPILS receive 25, 20, 15,

*Awaids could be in.a variety of forms: tdkens, colored ribbons, cer-
tificates, books, money or other things of value.
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10, and 5 points respectively;

b. SCHOOL points: 25 for the SCHOOL whose PUPILS have the
highest average score; 10 for the SCHOOL which taught the
highest-scoring individual PUPIL,

c. ENTERPRISE points: 40 to the ENTERPRISE having the highest
average score for all PUPILS in all SCHOOLS using their
teaching package; 10 to the ENTERPRISE whose package was used
in the top SCHOOL.

Each ENTERPRISE and SCHOOQL must f£ill out and file a charter form

with THE GAME's Directors at the beginning of THE GAME. Each

charter includes (a) the name of the ENTERPRISE or SCHOOL, (b) a
brief statement of the group's crganizational structure and any
operational policy, (c) designation of a Chief Executive Officer
who is the official document-signer for the group, and (d) a
description of how the group's points will be divided at the
close of THE GAME.

SCHOOLS and ENTERPRISﬁS must operate in strict accordance with
their charters at all times. Any changes in the charters must
be authorized and approved by the Directors.

Each ENTERPRISE must prepare an instructional package which it
plans to sell for points to"the SCHOOLS. The packages can be as
elaborate as the ENTERPRISES wish to make timem ‘and the SCHOOLS
are willing to buy. Among the things which might be included in
a package are textbooks, visual aids, programmed learning texts,
teachers' manuals, self-instructional material, aptitude or a-

chievement tests, promotional and recruiting materials, sugges-
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tions on STUDENT contracts, and any number of other things.

7. ENTERPRISES éell their learning packages to the SCHOOLS for
.points by entering into a written contract with each SCHCOL thev
sell to, specifying the exact terms and conditions of the sale.

A copy of this contract must be on file with the Directors before
a SCHOOL may begin to enroll PUPTLS. The contract mst be signed
by the Chief Executive Officer of the SCHOOL and ENTERPRISE. Con-
tracts for the sale of learning packages may involve any mutually
agreeable conditlon(s) arranged by the ENTERPRISE and SCHOOL in-
volved; among the possibilities are: a) a flat fee for the learn-
ing package; b) a fixed rate paid for each PUPIL enrolled by the
SCHOOL; c¢) a percentage of each PUPIL's enrollment fee; d) a
percentage of the points won by the SCHOOL; or e) a performance
contract whereby the SCHOOL pays points only if its PUPILS achieve
‘an acceptable level of proficiéncy.

8. Evéry ENTERPRISE must sell a learning package to at least one
SCHOOL, but no ENTERPRISE may sell to all SCHOOLS. Every SCHOOL
must purchase a package for use iIn both instructicnal sessions.
Beyond the terms of their contracts, SCHOOLS are not restricted
in their use of the learning packages.

9. Each PUPIL starts THE GAME with a fixed number of points used to
pay enrollment fees or to0 buy iInstructional material from the
SCHOOLS. The SCHOOLS then use the points to buy from the ENTER-

PRISES. THE ONLY POINTS ALLOWED IN THE GAME ARE THOSE PROVIDED BY

THE DIRECTORS. If there are 24 PUPILS in THE GAME, with 5 points

each, there would be a total of 120 points available for SCHOOL
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ERIC

Aruitoxt provided by Eic:

10.

11.

12.

13.

SCH2OLS recruit and enter into enreollment contracts with FU

. ; . _ e -
ories of these contracts must Ze given to the CGAMZ'S Llre-~ors.

U

e
e

The ini+tial contract must be for hoth instructional sessions.
enrollmen*t contract must be signed by the Chief Zzecutive 0fficar
of the SCHOOL and the PUPIL and must specify the enrollment feo.
Some possible arrangements for the enrollment. fee might include:
a) a flat fese; b) a percentage of anticipated points awarded; c)
payment for only instructional services used by PUPIL; d) some
kind of performance contract; and e) whatever other mutually
agreeable arrangements which do not violate the roles.

To avoid an educational monopoly, there is an upper limit on wn-
rollment per SCHOOL. For example, if there are 24 PUPILS and 3
CCHGOLS, a maximum of 10 PUPILO is allowed per SCHOOL. 1If thrre
is a different number of PUPILS and SCHOOLS, the maximum enroll-
ment wWill be modified proportionately, and anqounced by THE GAME's
Directors.

PUPILS not under enrollment contracts just prior to the start of
either teaching session will be assigned to SCHOOLS with vacancies.
These PUPILS must sign an enrollment contract and pay the appro-
priate fees to the SCHOOL.

If for some reason a student changes SCHOOLS (wishes to change,

is expelled or fails or whatever) at the end of the First session,
enrollment changes, including fee refunds, are permitted prior

to the second instructional session, unless otherwise specified

in a given SCHOOL'S contract.
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15.

16.

17.

1s8.

19.

20.

Promotional or Instructional contact+ with SCH

n

the ENTERPRISES prior to Dlaying

'

essions of THI GAME iz pro-

hibi

rt
\D

ad.

tn

During THE GAME, DNTERPRISES may promote *heir packages ameng
the SCHOOLS tut may not promote them dlrectly to .the PUPILS,
ENTERPRISES may take NO ACTIVE PART in any SCHOOL'S work with

PUPILS, nor participate in direct instruction of PUPILS IN ANY

MANNER. They may conduct training sessions for the Teachers

of the SCHOOLS which have purchased their packages.
Members of the ENTEZRPRISES may observe the teaching in SCHOOLS

WHERE THEIR OWN PACKAGES are in use, and may consult with teachers

as necessary ONLY outside the classroom.

Tf a SCHOOL doesn't earn enough points to pay its debts, its
assets fenrollment and awarded points) are pro-rated among its
creditors.

All assets of SCHOOLS or ENTERPRISES are to be distributed among
the members in whatever manner they see fit or have agreed upon
at the outset of THE GAME.

Collusion, price fixing, and kick-backs are all prohibited. .Vio—

lations automatically exclude those involved from winning points.

REMEMBER: ANYTHING NOT SPECIFICALLY PROHIBITED IN THESE PUBLISHED RULES

IS PERMITTED.
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Scho2l of Jowmnallen
Sniversity of Iows
Thayer, L., "Studies in tne Development of Administra*ors: II. An
F peri ental Progran."” College of 3Business Aéministration
Wichita State University, 19684. (Ixcerpts of z »eport.)

Maclean, ¥.S., Jr., "A Process Concept of Communication: A Posi*tion
Statement for the Fducational Polizies Committee." Schonl of
Journalism, University of Iowa, November 17, 1968,

Budd, R.¥W., and MacLean, M.S., Jr., "Applying Communication Principles
to Communication Education.'' A paper presented at the 15th
Annual Conference of the National Society for the Study, of
Communication, Boulder, Colorado, August 29, 1967. j

MacLean, M.S. Jr., "On the Education of Responsible Newsmen.'" A
paper pres Pn*ed to the 23rd Arnnual Conference of the American
Association for Public Opinion Research, Tanta Barbara, Calif-
ornia, May £-11, 1968.

MacLean, M.S., Jr., "Theory, Method and Games in Communication." A
paper presented at a meeting of the Behavioral Science Section
of the International Association for Mass Communication Research,
Ljubljana, Yugoslavia, September 2-5, 19683.

MacLean, M.8., Jr., and Talbott, A.D., "Approaches to Communication
Theory Through Simulation and Games.'!" A paper presented to a
joint session of the Speech Association of America and the
International Communication Association, New York City, Dec-
ember, 1969.

Ruben, B.D., and Talbott, A.D., "The Communication System Simulation:
An Overview." School of Journalism, University of Iowa, January,
1970.

MacLean, M.S., Jr., "Journalism Education at the University of Iowa."
A paper based on a talk to alumni of the University of Iowa School
of Journalism, New York City, April, 1970.

Thayer, L., "Systems, Games, and Learning." A chapter for a book
edited by R.S. Lee entitled Experience Learning. New York:
Basic Books.

‘Talbott, A.D., and Straus, H.E., "The Communication System Simulation:
A Case Study in Intermedia." A chapter for a manual edited by
B.D. Ruben entitled Intermedia: Instructor's Manual. Iowa City:
University Associates Press.
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versity of Icwa Scnool of Journallsm, uly 1k, 12

Straus, H.E., Deats, T.5., Talbott, A.D., Turn
and MacLean, .S., Jr., "An Extenced Game
and Learning in Jourqa1¢s“ Communicati
at the 10th Annual Symposium of the
Ann Arbor, Michigan, Cctober 7-10,

"Comurunication: Challenge for Journalists.” A newsletter about the
School of Journmalism, University of Iowa, preparcd by studernts
the School, Winter, 1972. '

]
-t

Sabine, Gordon A., "What University of Iowa Journalism Student
Think of the University of Iowa School of Journalism." A Talk
siven to Journzlism students, April, 1972.

Lee, Jae Won, Malcolm S. MacLean, Jr., Albert D. Talbott, "Simula-
tion as a Metaphoric Method of Communication Lducation.' A
paper presented at the Internationzl Communication Association,
Atlanta, Georgia, April, 13872.

Manuals Used

Talbott, A.D., and Ruben, B.D., "Communication System Simulation:
Participant's Manual." Iowa City: School of Journalism, Univ-
ersity of Iowa, 1970. (Used during the Spring Semester, 1970.)

Ruben, B.D., Talbott, A.D., Brown, L.M., and LaBrie, H.H., Intermedia:
Participant's Manual. TIowa City: University Associates FPress,
1970.

Talbott, A.D., Ruben, B.D., Budd, R.W., and Straus, H.E., "Communi-
cation System Simulation: The Evaluation System". Iowa City:
School of Journalism, University of Iowa, 1970. (Used for the
academic year 1$70-71.)

Talbott, A.D., "The Communication Core: Organization and Procedures."
Iowa City: School of Journalism, University of Iowa, 1970. (Used
for the academic year 1970-71).
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Talbott, A.D., %ima, W.J., Turney, X.. and Murphy, J.E., "Comnunica-
tion and Mass Communicaticn Laboratories: Laboratory Manual."

Iowa City: School of Journalism, University of lowa, 1371. (Used
For the academic year 1871-72.)

Talbott, A.D., and Zim1, W.J., "Communication and Macs Communication
Core: Organization and Procedures." Towa City: Zchool of
Journalism, University of Iowa, 1971. (Used for tha academic
yvear 1971-72.) '

Special Note

The documents listed in this appendix are ones which are currently

(Fall, 1972) available upon request from the School ut a nominal charge.

The only exception to this is Intermedia: Participant's Manual which lu
only avallable from the publisher. This list of pullications is a
selective one. These publications are basicalily concerned witn the "ew"
undergraduate program of the School of Journalism at the University of
Towda.

Since the Fall, 1969, the basic journalism major at Iowa has con-
sisted of eight courses taken two at a time for four consecutive sem-
esters (two school years). In each pair of courses (accounting for
six credits), taken each of the four semesterz, one is a more tradition-
al lecture-discussion-assigned reading-exercises-written assigument-
examinations variety, and the other is a large scale cxtended simulation.
Each student participates in the simulation for two years. There arc
about 250 participants. The simulation dccounts for one-half the 24
credit hours required of a general journalism major. Generally speak-
ing, the simulation replaces a significant part of the traditional
writing-reporting-editing laboratories in which students write, report
and edit for a single instructor. Shortcourses are still available .in
which students may opt for additional conventional instruction in these
areas to supplement their simulation work. Also, students are strongly
urged to seek out opportunities for on-the-job training within the
media for which they hope to work after graduation. The Iowa simulation
is not an extra activity in which students may or may not participate.
It is a required activity for all undergraduate journalism students and
is a key part of the Iowa journallsm program. It is used as a major
teaching-learning vehicle.

The publications in this list are concerned with all aspects of the
undergraduate program at Iowa just briefly described. This would include
the planning, development, philosophy, rationale, objectives, structure,
requirements, operation, as well as the concgpts and theory underlying
the program. These publications are not only concerned with the simula-
tion but also with the basic program in which the simulation is embedded.
Knowledge of the context is important to a basic understanding of this
particular use of simulation techniques.
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bt, Clarik €., Terious Games. dew York: Vikine Fre

o

!arton, Rictard! ¥,, Primer on Simulation znd Geming. Znglewood CLif
Prentice-iizll, 1970C. ’

lllanton, Lloyd i., William L. Hull, and Earl B. Russell, "Opinicn Leadershin
and Communication Linkages among Agricultural Educators." Research and
Development Series No. 52. The Center for Vocational and Technical ¥luca-
tion, The Ohio State University, 1300 Kenny Foad, Colurmbus, Chio, 42210,
September, 1971.

toocock, Sarane §S., "Using Simulation Games in (College Courses," Simulation and
2 S) >
Games. 1:67~79, March, 1970.

foocock, tarane S. and Erling O. Schild (eds.), Simulation Games in Learning.
Beverly Hills: Sage, 1968, ’

lorko, Harold (ed.), Computer Applications in the Behavioral Sciences. Engle-
wood Cliffs, Wew Jersey: Prentice-Hall, 1962.

Brown, Lee and Hanno Hardt, "Explorations in Basic Journalism Education at lowa,
A Case Study." A revised paper first prepared for the Ceneral Session on
Teaching Standards of the 52nd Annual Convention of the Association for
Education in Journalism, Berkeley, California, August, 1969.

budd, Richard W. and Malcolm MacLean, Jr., "Applying Communication Principles to
Communication Education," in Communication Spectrum '7, Lee Thayer (cd.).
Proceedings of the 1966 N.S.S.C. Meeting, Denver, Colorado.

udd, Richard W., "Commuhication, Education, and Simulation: Some Thought on the
Learning Process." A working paper, Institute for Communication Studies,
University of Iowa, Iowa City, Iowa, 1970. )

arlson, Elliott, Learning Through Games. Washington, D.C.: Public Affairs
Press, 1969.

rarroll, Tom W., "Two Models of Innovation Diffusion." A paper presented to the
2nd Conference on Applications of Simulation, New York, December, 1968.

Carroll, Tom W., "Simulation of Innovation Diffusion in a Rural Community of
Brazil." Technical Report 8, Project on the Diffusion of Innovations in
Rural Societies. A research project funded by the United States Agency for
International Development, Department of Communication, Research Peport,
Computer Institute for Social Science Research, Michigan State University,
East Lansing, Michigan, May, 1969,

‘arroll, Tom W., and Vincent R. Farace, Systems Analysis, Computer Simulation
and Survey Research: Applications to Social Research in Developing Countrics.
East Lansing: Computer Institute for Social Science Research, Michipan
State University, 1968.
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Camson, William A., Simulated Society: Instructeor's Manual. VNew York: The Treg
Press, 19A%

»-amson, William A., Simulated Society: Partieipant’'s ¥enugl. New ‘o
Free Press, 1969

(llazier, Ray, How to Design Educational Games:.A Game Design Manual for Teachers
and Curriculum Developers. Cambridge, Mass.: Abt Assoclates, L10AG,

Cuetzkow, Harold et al., Simulation in International Relations. Englewood Cliffs,
New Jersey: Prentlce -Hall, 1863.

Guetzkow, Harold (ed.), Simulation in Social Science: Readings. Englewood O iiffs,
New Jersey: Prentice-Hall, 1962.

Guetzkow, Harold, Phillip Kotler, and Randall L. Shultwz, Simulation in Smcial and
Administrative Science. Englewood Cliffs, New Jersey: Prentice-Hall, 1171,

(waltney, Thomas M., EDUSIM: Educational Simulation. Dubuque, Iowa: Kendall/Hunt
1972.

iranneman, Cerhard J. "Simulating Diffusion Processes,'" Simulation and faneu
2:387-404 (December, 1971).

iarman, Willis W., "Belief Systems, Scientific Findings, and Educational Peolizy."
Contract OEC-1-7-071013-4274., Educational Policy Research Lenfcr, StaninrA
Research Institute, Menlo Park, California, 1967.

f.avelock, Ronald G., Planning for Innovation Through Dissemination and Utilization
of Knowledge. Ann Arbor: Center for Research on Utilization of Scientific
Knowledge, Institute for Social Research, i lversity of Michigan, 1971.

eap, James L., "The Student as Resource: Uses c: ~he linimum-Structure Simulation
Game in Teaching," Simulation and Games. 7:573-487 (December, 1971).

.ersh, Bert Y., Classroom Simulation: A New Dimexsion in Teacher Education: final
Report. Monmouth: Teaching Research, Oregon State System of High Education,
June, 1963.

kersh, Bert Y., Classroom Simulation: Further Studies on the Dimensions of Realism.

Paper presented at the American Education Research Association, Chicago,
February, 1966. Monmouth: Teaching Research, Oregon State System of Higher
Education.

kersh, Bert Y., Classroom Simulation: Further Studies on the Dimensions of Realism:

Final Report. Monmouth: Teaching Research, Oregon State Syztem of Higher
Education, December 1965.

Kersh, Bert Y., The Classroom Simulator: An Audiovisual Environment for Practice
Teaching. Audiovisual Instruction, 1961.
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Clemens, Thomas, "Information Transfer and Research Utilization in Education.”
The edited transcript of an address given to the staff of the Michigan
Department of Education, Qctoker, 1969. (ID0 35005.)

Cohen, Kalman J. and Riche:d ¥, Cyert, "Sim:~ ’'on of Organizational Behavior,"
in Handbookx of Organizations, Jamesz © - fed.). Chicago: Rand Mclally,

1965.

Coleman, James., "Mathematical Models and Computer Simulation,” in Handbook of
Modern Sociology, R. E. L. Faris (ed.). Chicago: Rand McNally, 1364,

Coleman, James S., Sarane S. Boocock, and E. 0. Schild (eds.) "Simulation Games
and Learning Behavior'(Part I), American Behavorial Scientist. 10:1-32
(October, 1966). (Entire Special Issue.)

("oleman, James S., Sarane $. Boocock, and E. 0. Schild (eds.), "Simulation Game:
and Learring Behavior' (Part II), American Behavioral Scientist. 10:1-3%
(November, 1966.) (Entire Specizl Issue.)

toplin, William.D. (ed.), Simulation in the Study of Politics. Chicago: Markhan,
1968.

(rawford, Meredith P. "Dimensions of Simulation." #Anerican Psychologist.
21:788-796 (August, 1966).

leutstamanr.. £aul J., A Machine Simelation of Attitucd: Change in a Polarized
JommunlTr. Research Report, Programa for Interas -ricano de Informacion
“opular, 3an Jose, Costa Rica, September 21, 1961 .

f'eutschmann., Paul J., A Machine Sim:lation of Informat-on Diffusion in a Small
Commun=ty. Research Report, Programa for Interamericano de Informacion
Popular, San Jose, Costa Rica, September 30, 1962.

l'leutschmann, Paul J., A Model for Marhine Simulation of Information and Attitude
Flow. Research Report, Program= for Interamericano de Informacion -Popular,
San Jose, Costa Rica, October 3, 1962.

Druckman, Daniel, "Understanding the Operation of Complex Social Systems: Some
Uses of Simulation Design." Sfmilation and Games. 2: 173-195 (June, 1371). .

Imshoff, James R., and Roger L. Simscn, Design and Use of Computer Simulation
Models. New York: MacMillan, %70,

I'arr, Richard S., "Knowledge Linkers =und the Flow of Efucational Information."
An OQccasionzl Paper from ERIC at Stanford, Septem=er, 1969. (EDO 32u4232).

teigenbaum, Edward A. and Julian Feldman (eds.), Compuzers and Thought. New
York: McGraw-Hill, 1963.

Camson, William A., "SIMSOC: Establishing Social Order in a Simulated Society,"
Simulation and Games. 2:287-308 (September, 1971..
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Kersh, Bert Y., College Tlanning Exercise for Innovative Instructicnal Problens.
CCGRD Proiject. Monmcuth: Teaching Research, Oregon Collepe of Liucztion
Dzcember 12¢6.

ersh, Bert Y., "Fidelity in Classroom Simulaticn: The Effect of Variations in
the Visual Display on Learning Date i Laboratory Performance Ratings.”
Paper presented at the Ameri~ - 7 .0 Research Assoclatici  avention,

Chicago, Tebyuary, 1964.

fersh, Bert Y., "Simulation: Implications for Professional Laboratory Experience."
faper presented at the Association for Student Teaching Conference, Chicago,
February, 196u4.

Kersh, Bert Y., "Simulation in Teacher Educaticn." Paper presented at the
Annual Convention of the American Psycholczical Association Symposium en-~
titled Programmed Learning and Teacher Eduvczation, St. Louis, 1952,

Kersh, Bert Y., "Simulation with Controlled Feecback: A Technique fcr Teaching
with the 'lew Media." Paper presented at m=zeting of the American Educational
Resear - Association, Atlantic City, N. J., February, 1962.

roenig, Her: n, Yilmaz Tokacd, Hiremaglur Kesavan, and Harry Hedges, Anzl--:iz of
Discre- Physical ‘ystems. ‘lew York: McOrzw-HIT ', 1967.
.ee, ze Won. Malcolm ¢ . MacLea:. Jr., Albert D. Telbott 'Simulation as “zta-
aoric Method of ‘ommunicz*ion Educatior.” A paper presented at <.

.nternational Comcznicaticn Association, Atlanta, Georgia, April 19
_lee, Robert S., "Experience Learning." An unpublished manuscript, Febri. -~y, L3970,

fouls, Karen Seashore, '"Field Agent Roles in Education: Part I.'" Mater:i-.:. from
the USOE Pilot State Dizsemination Program. Bureau of Applied Social Fe-.
search, 605 West 115th Street, New York, N.Y.. 10025, January, 1972.

MacLean, Malcolm S., Jr., A Process Concept of Communication Education. A
position statement -for the Educational Policies Committee, School of .Journal-
ism, University of Iowa, 1966.

MacLean, Malesalm S, , Jr. . "Communication Strategy., Editing Games, and %." In
Stever E.. Brown anc Jonzid J. Brenner (eds.) Zcience, Psychology, az:d Commun-
ication. New York: Teacher: College Press, 1972. :

‘tacLean, Malcelm S., Jr., "On the Education of Responsible Newsmen.' A paper
presentec to the 23rd Annuzl Conference of the American Association for
Public Opinion Research, Santa Barbara, California, May, 1968.

MacLean, Malcolm S., Jr., ""Theory, Method and Games in Communication.'" A paper
prepared. for a meeting of the behavioral science section of the International
Association for Mass Communication Research, Ljubljana, Yugoslavia, Sept-
ember, 1968. '
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(aanan Malcolm S., Jr., and Ann= LI-sn Kao, Editeorial Prediction of Magawnine
i bl b bl bl ")

icture Appeals. Iowa City: Schzol of Joumnalism, University Towa, 13050
M g 2 . I = 1 "o . . P b . -
facLean, Malcnlm 5., Jr., and Amnng LI-2n Xao, "Picture Selectlicn: Al Lailzorlal

Game, Journalism Quarterl:. -2:230-233 (1966).

ijacLean, Malcolm S., Jr., and Alk=-t . Talbott, ”A“Dro=cﬁcs to Communicaricn

Theory Through Simulation anZ G=m=s." A pape» presented to a joint ses s lon
of the Speech Association of Azsmica and '‘.: International CommunM ition

Association, New York City, Iecs—"er 1.3,

[e>]
[en]

martin, Francis F., Computer ModeXingz and Simulation. New York: Wiley, 19

N

flcFarlane, Paul T., "Simulation G===s zs Social Psychological Research Sites.®
Simulation and Games. 2:1k8=2F1 {June, 1971).

Hulac, Margaret E., Educational G=m=s Zcr Tun. New Yerk: Harper and Row, L271.

tiaylor, Thomas H. et al., Computer == :*Ion Technigues. New York: Wlley, 1l%uc.

llesbiti, William A., Simulation G==s Zor thz Social Studies Classroom (- evisec

[
9
edition). New York: Foreiz: Zzli:y Azzoclation, 1968.

2

urganick, Elliott I., A Fortran I7 SzZmer. R=ading, Mass.: Addison-wWzozley, 1.

. Edelsack, Lonis T=im, and A.B. Callahan, latural Aurczata
imulations. Wast*cztor, 7. C.: Spartan, 1366,

l'attee, H.H., E.A
and Useful 5

Postman, Neil and Charles Weingar——==r, "<~ .ing as a Subversive Activity. lew
York: Delacorte Press, 1968. :

Proceedings of the IBM Scientific Computing Smmposium on Simulation Models and
Gaming. White Plains, N. Y.:  ntermatiomal Busimess Machines, 136c.

sium of the National Gaming Council- A
Decade of Gaming-Simulation. id at the Unlversity of Michigan, &nn Arbor,
Michigan, October 7-9, 1971. == &rbor=z The Environmentzl Simulatic:
‘Laboratory, School of Naturzl -gssucrces, University of Michigan, 1371.

iroceedings of the Tenth Annual Syg:

Proceedings on Simulation in Busjmgas ancé Public Health. Proczedings of xhe
First ~-nual Conference of =r.° '“merlcam Satistical Assoczation (Jew York
Area Chapter) and the Publlc ==lth Association of New York City, :lew York
City, March 2-3, 1966.

Ragan, Tillman J., "Simulation azZ I:ermuwtic Learning Theory." (Mimzographed
report, no date).

Raser, John R., ~~:  4n Exploration of Scientific @aming.

Boston:

“ogers, Everett M. and A. Saxena, ”Chazre a:—“r" A Simulation Game for .Training
in Diffusion Strategies." W Jppartment of Communication,
Mlchlgan State University, “‘_y
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kuben, Yrent 2. and Aldbemt D. Talsott, "Communication, nformation ©lo
Systems:  Some Perspectives . A paper presentad o -qe 17 e
- - T B S W ! s ey n PN - o) - N :
ence of the National coclety Ffor the S+udy of Communication .

e
Qhio, 1969.

Feben, Brent D., "The General Problem-Solving Simulari chéapten
book edited by R.5. Lee 2ntitled EZxperience Cow Yorl =

Fiuben, Brent D. aad Albert I. Talbott, "The

a1 ~

Communi
An Overview." Working paper, School of Journ 5 niversity of Iows,
January, 1970,

St:apiro, George, and Milton Rogers (eds.). Prospects for Simulaticn and Slirg-

lators of Dynamic Systems. New York: Spartan, 1967.

Suen, Teresa Chou, "Toward a Reconceptualization of the Role of Chanr. fgonte

£ S
in the Diffusion and Adoption of Innovations." Unpublished Ph.L. Licsep-
tation, University of Towa, 1971.

Siubik, Martin (ed.). Game Theory and Related Approaches to Socizl Yehavier,

New York: Wiley, 1964,

".simulation," International Encyclopedia of the Social Sciences, V._ame 14,

New York: Macmillan and the Free Press, 1968, 263081

S encer, Donald D)., Game Playing with Computers. New York: Sparte. . 1948,

¢ anfield, David, Nan Lin and Everett Rogers, "Computer Simulation nova-
tion Diffusion in a Peasant." A paper presented to the Americ. " -cio-
logical Association and Rural Sociological Soeciety, Chicapo, 1. =

Stanfield, J. David, Nan Lin and Everett Rogers, "Simulation of Dif:-. . "
Working paper #7, AID Diffusion Project, Diffusion of Innovatirr - Fural

B
o

Societies, Department of Communication, Michigan State Univ., .-

0ll, Clarice S., and Michael Inbar (eds.), "Social Simulations," 4. ~ican

Behavioral Scientist. 12:1-48 (July-August, 1969). (Entire Sg= 21 Issue, )

5. raus, Harley, Thomas Deats, Albert Talbott, Michael Turney, Lee Th.  », and

Malcolm MacLean, "An Extended Game Simulation for Teaching and -2irning in
Journalism-Communication." A paper presented at the 10th Annus. T ymposium
of the National Gaming Council, Ann Arbor, Michigan, October 7-2...1971,
published in Proceedings of the Tenth Annual Symposium of the $a-“onal
Gaming Council: A Decade of Gaming-Simulation. Ann Arbor: The ~nviron-
mental Simulation Laboratory, School of Natural Resources, Unive:-zity of
Michigan, 1871, 65-84; also see comments by Heyman and Ver Eecke 'n Proceecd-~
ings concerning paper, pp. 85-89.

T-lbott, Albert, "The Communication Core: Organization and Procedurs=." TIowa

City: School of Journalism, University of Iowa, 1970. (Used fc— the
academic year 1970-71). '

Talbott, Albert, Brent Ruben, Richard Budd, Harley Straus, "Communicz—:on

System Simulation: The Evaluation System." Iowa City: - School =% Journai—
ism, University of Iowa, 1970. (Used for academic year 1970-71).
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Talbott, Albert and Brent Ruben, "Communication System Simulation: ~Farvicipant's
Manual." Towa City: School of Jourralisw, University of Iowa, L67..
(Used during the Spring Semester, 1970.)

falbott, Albert D. and Brent Ruben, '"Communicaticn Train h
Early Formulations.' A paper presented to *“e l7kh Annual
the MNational Society for the Study of Communicarti
April, 19643,

Talbott, Albert and William Zima, "Communication and ¥ass Communication Core:

Organization and Precedures." Iowa City: Schocl of Journalism, Univerci<y
of Iowa, 1971. (Used for the azcademic year 1971-72.)

Talbott, Albert, William Zima, Michael Turney, and James Murphy, 'Comr.nicaticn

and Mass Commun;catlon Labora*orles _aboratcrw Manual.'" Iowa L. ty:
School of Journalism, Univerzity of Tcia, 197.. (Used for the aczdemic year
1971-72.)

ansey, P.J., "Simulation Techniquss in the Trainizg of Teachers,'" S5izulation
and Games. 1:281-303 (Septerher, 197C).

ansey, P.J., and Derick Unwin, Simriatlon a-d Gam®ag in Education. London:

Methuen Lducation Ltd., 1969,

ihayer, Lee, "Data, Information, Dezision: Some Perspectives on Marketing au
Communication System.' Presented at +t:= American Academy of Advertising
Eighth Annual Meeting, June 11._ 1966, Miami, Florida; published ir ‘.ccasica-
al Papers in Advertising. Cha—paign-irxbana: University of Tllineis Presc,
1966.

‘hayer, Lee, Communication and Communication Systems. Homewood, I1l.: ~ichar<
Irwin, 1968.

‘hayer, Lee, "Communication: Sine Qua Non of the Behavioral Sciences." First
preseated-as two lectures before the Air Force Office of Scientific Re-
search 13th Science Seminar, Albuquerque, New Mexico, June 13-1u, 1368,
Now published in Vistas in Scisnce, University of New Mexico Press, 1968,
published in p.L. Arms (ed.), Vistas in Sciemce. Albuquerque: Unfwersity
of New Mexico 2ress, 1968, p. 48-77.

Thayer, Lee, "On Communmication and Change: Some Prowocations." First presentecd
as a talk before the 1lth Annual Institute in Techmical and Organizational
Communication, Colwrado State University, June, 1968; published revised
version in Systersiics, 6:190~200 (December, 1968).

“hayer, Lee, "Systems, Games, ind Learming." A chapter for a book edited by
R.S. Lee entitled Ixperience Learning. New York: 3Basic Books. Prepared
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SELECTED BIBLIOGRAFHILS, INDEXES, NEWSLETTERS, AND 0™V ILATICNS CONCZil.l
GAMES AND SIMULATICNS
"Book Reviews," "“'mu’at‘on Review," and "Newly Ava*“able Simulzzions." Reciulan
faztures of Simulation and Games, a jeurnmal nublished by S-rze Pubiicatfons
27 2. . 278 sSouth Beverly Drive, Beverly Hills, Calif., 200217,
"Intrzinction <o Simulation: An Annotated Bibliography,'" American Behavicral

Klietzzh, Ronald G., Fred B. Wiegman, and Jim R. Powell, Jr., Directory of Zdu-
cstzonal Simulations: Tearning Games and Didactic Units, St. Paul, Mian.
Instxuctional Simulatiens, Inc., 1969.

lz2arning Letter. Newsletter published by Instructional Simulations, Inc., 2147
mIversity Avenue, St. Paul, Minnesota, 55114.

"Major Zenters Involved in Research and Development of Games with Simulated En-
*—onments," American Behavioral Scientist. 10:35-36 (November, 1965.)

1ae Oc==sional Newsletter About Simulation and Games. Published by Simile IT,
¥. 0. Box 1023, La Jolla, California, 92037.

i feiz—==pr, J. William and John E. Jones, A Handbook of Structured Group Experience:
—or Human Relations Training. Volumes I, II and III. Iowa City: University
#ssociates Press, 1969, 1970, 1971.

~aben,. Brent D., "Games and Simulations: Materials, Sources, and Learning Con-
cepts." In the 1872 Annual Handbook for Group Facilitators. Iowa City:
Jniversity Associates Press, 1972.

Sackso, Sid, A Gamut of Games. New York: Random House, 1969.

"Selective Bibliography on Simulation Games as Learning Devices," American Be-

~=vioral Scientist, 10:34-35 (November, 1966).

¢imulstion/Gaming/News. Box 8899, Stanford University, Stanford, Califormia, »u30S.

¢imul==ion in the Service ¢f Society. A newsletter. Box 994, La Jolla, Calis-
crnia, 92037.
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wsletter. Newsietter published by Social Systems Simulation Group, P. 0.

E ® 15612, San Diego, California, 92115.

I2wslez—s=r of Interwational Conference oz Simulation and Gaming--Continuimg Com-
m=ttes. Secrezariat Continuing Committee, Unfversity of Utrecht, Denartment
of Scciology, 2 Heidelberglaan, Utrecht, The ¥atherlands.




"welker, Paul A. (ed.), Instructional Simulation Systems: An Annctated 3iblic-
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n2rner, Roland, anc¢ Joan T. Werner, Bibliography of Simulaticn

.

i
and Lducation. Contract OBC~1-7-071027-4273. La Jolla,
Behavicral Science Institute, 1969. '

“ieler, Richard, "Games for School Use.'" &n annotated list of educational
games for use in elementary and secondary schools distributed by the
Center for Educational Services and Research, Board of Cooperative Zduii-

tional Services, First Supervisory District, Westchester County, New Yorhk

845 Fox Meadow Road, Yorktown Heights, New York (10598), 1959. (Revised)
(Mimeo)

.uckerman, David, and Robert Horn, The Guide to Simulation Games for Education
and Training. Cambridge, Mass.: Information Resources, Inc., 1970.
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FINAL REPCRT: PILOT STUDY s

A "Natural" Zistory of Ideas npproach to "Knowledge" Utilization

o
o

®roject Coordinator: LElizabeth §. Counley

This pilot study was conducted in order tc probs the theory
that certain xinds of 'knowledge" that could bg helpful to teachers
in the educational enterprise could better be disseminated in an
"embodied" form than in a more impersonal and abstract. form such
. as print. 'This "embodiment" was to take the form of a prototype
of certain exhibits that might be included in a museum of ideas
about teaching and learning.

‘Three exhibits were designed to test out this theory. The
exhibits inclufzad two films, one about an open classroom, the other
" a split screen film that contrasted the kind of learning going on
in school with types of learning occurring outside the school. The
third exhibit was a'diarama of John Dewey and a scene from the
Chicago lab school. This exhibit included a tape with a facsimile
of Dewey's voice quoting some of his statements about experiential
education. In the two weeks the exhibits were on display 60 people
came in to visit. Most were involved, or planning to be, in educa-
tion. The evaluation of “the project was informal. Comments of the
participants anﬁltheir general attitudes were noted.

The most encouraging aspects of the viability of such a

project was the general enthusiasm and interest of the visitors.
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Most seemed willing to remain and ask questions about the ideas
presented as well as about the project itself. Over one-fourth requestecg

further information about some of the ideas presented in the exhibits.

Rationale

Much- of the "knowledge'" generated by research in education
is reported to the potential consumers of such "knowledge'" in an
abstract, impersonal form. However, since experience seems to

- be the most relied upon method that teachers ﬁse to acquire know-
ledge about education, it seemed feasible that the closer educational
resear;h could come to first person experience the more usable the
informaticn would be for the teacher. One method for approximating
tﬁis kind of experiential feeling would be to try to '"embody"
knowledge in a form similar.to a museum of natural history.

Besides the advantage of utilizing knowledge in an "embodied"
form, the museum as a vehicle for knowledge utilization capitalizes
on several other areas of human conduét. First, the museum-goer is
a self selector. There are no requirements that an individual has
to visit any museum, or once there folléw any pre-set pattern of
exhibits orHSpecific time investments. This freedom of movement
and self-selection encourages the.museum-goer to rely on his own
curiosity and felt needs in viewing the exhibits he chooses. He
also has the opportunity to do a good bit of browsing in the.
course of visiting a museum that may act as a catalyst for incor-

porating new ideas into his educational framework. Leisure time
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is freguently used for visit > the museum. In this the museum
tends to become a sort of "play-ground" which is conducive tc &
free play of the imagination. 'This might be fertile ground for
helping the individual increase his desire to inguire indepencentl:.

Since it was not feasible at this time to construct even a
very small museum, we developed only three exhibits to serve as
prototypes of some kinds ofAfeatures that might appear in such
a museum. The exhibits were billed as a "Mini-Museum" so that
potential visitors would use this as a frame of reference.

One of the exhibits held some similarity to the classroom
simulation films developed and used by Bert Kersh at Oregon State.
Kersh studied the usefulness of such simulations for training
elementary school teachers. Kersh's method included ways of
"feedback" that might be very useful in constructing future
exhibits. In this manner the participant can interact with the
projected situation such as the open classroom and experience
the situation much more realistically. This method would more
closely approximate the "Link trainer" model in which the partici-
pant simulates a real experience.

Some of the same ideas are being carried out in a film
series developed by Universal Education and Visual Arts entitled
"Museum Without Walls." These films focus on artists such as
Picasso, Goya,_and Le Corbusier and attempt to give the art
experience kinetically much as the artist himself would feel it.

The success of these projects as well as the remarkable attendance
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at outstanding museums such as the Smithsonian or Chicago Museum
of Science and Industry seem to indicate strongly that a museum
approach to knowledge utilization holds great promise.

Museums are a rich part of our American culture. One only
has to travel in the summertime and visit some of tae historical
spots in our country which have gathered together materials and
displays and watch the crowds who are eager and enthusiastic. They
are even willing to wait in lines and pay admittance fees to view
such things as the colonial town of Williamsburg, Virginia, the
estate of Thomas Jefferson at Monticello, the site of the first
airplance flight at Kittyhawk and countless other spots of histor-
ical interest. In some ways this vital interest is utilized at
Disneyland where many of the features are reconstructions of past,
present or future events, but designed so that theAviewer can
either participate or at least eﬁperience the event in some type
of embodiment.. It seems to work exceptionally well in the museums
already set up as well as in Disneyland. The various nonprint
historical, geographical, topolbgica%’and other aids developed to
enrich the experience of visiting our national parks have also
been very effective. It may have some of the same impact in the

area of education.

Description of the Project

Three exhibits comprised this prototype museum on ideas about

teaching and learming.
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The first was designed to give the viewer some vicarious
experience of what it would be like to teach and learn in a school
that was based on the concept of the "open classroom." This par-
ticular concept was chosen because of the growing interest in the
open classroom which has been reflected in recent television
documentaries on education as well as in the popularity of authors
such as Charles Silverman, Johnathan Kozol, John Holt, and Neil
Postman, who frequently refer to this idea.

I had three years teaching experience in an inner-city high
school using many of the concepts behind the "open classroom" and
participated in video taping two documentaries on the school. With
this experience I felt that I was in a position to help make a
film that would hold enough dramatic appeal for interest without
undue distortion of what an '"open classroom" is like on a day—tp-
day basis.

The exhibit was constructed by making a sound film in a local
school which has been using the "open classroom" approach for the
last three years. The film was then shown in an enclosed and
darkened space where the viewer set comfortably in a sound chair
so.that he was as completely involved with the film as possible.
Henry Sabin School in Iowa City was choser ' thr school in which
the film was made. Sabin is an older sc. ¥ older section of
the city. It seemed a good idea to use this ki:. of situation
rather than a brand new school with latest equipment, in ordcr to

emphasize that an "open classroom' depends more on the force of
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ideas and people than on the physical plant or structure. Originally,
the film was planned to be from five to seven minutes in length.
However, it was lengthenéd to ten minutes because of the richness

of the environment of this particular school.

The film used one of the teachers and a third grade student
as narrators. The film opened with a teacher arriving at school
and joining in one of the frequent di;cussions heid in the faculty
room. Next, students entered school and aspects of student actiyi—
ties were shown. These included "contract learning," student-led
discussions on urban planning, an extremely active spelling "race,"
student tutors, and.open use of the facilities of the school by
studentsl Although these sequences showed only a small fraction
of the activities going on in the school, the principal, faculty,
and students were pleased with the integrity of the overall effect.

The second exhibit consisted of two 8mm films which were
shown simultaneously on two rear screen projectors. One film
depicted ordinary classroom activities such as answefing questions
from a teacher, filling out worksheets, moving through halls in
ranks and working on projects. The other depicted learning activi-
ties outside the school such as shopping in a supermarket, riding
in a car, playing games, examining flora in a park, apprenticing
in construction, and so on. Accompanying these films was-an audio
tape suggesting ways of learhing sutr . for: 00l curriculum

vvand ways that teachers could .tiliie such learning within the school.

The audio tape had lively music as introduction and backgfound.

Q _
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7'~ third exhibiz -wa-
figure .. John Dewey engag
of the <_.arama three othe:
the lab school in Chicago
An audio tape with a facsz
experiential education accc
from Dewey's béok Experier
along with a brief introduc:
the Dewey quotation. John I:
and as a forerunner to many
"open classroom." He has -~
some of the educational thsz:

s

seemed to merit an exhibit iy

Location

The prototype mussz:.

~iarama featuring a miniature wax
-iting at a desk. On one side

depicted a school situation at

2y directed for several years.

P

2wey's volce commenting on

(v

: the diarama. Selected quotations

_—ducation were used for the tape
zout John Dewey and a resume aiter
#as included for historical interent
> philosophical ideas behind the
orofound thinker and influencer -°
in the United States and as such

22 such a limited project.

situated in one of the education

buildings of the Universit: of Iowa campus which houses the education

library. The thinking behind such a location was that many teachers

would at one. time or other during the summer session need the library

and from there visit the museum. Because of space limitations, the

room assigned was somewhat out of the way, thus requiring that anyone -

who visited the museum had to make a definite decision .to do so.

Results

During the two week period 60 persons visited the museum.
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T o stayed e r=rage oI 17 minutso, vang - from = few se.

Jver an hour. T aout 17 miznutes o complote all -
=xibite,  Twen ™ - oer cent racues—=Z further Informati
=Z=out sor2 of - : presented in the museum. Many of th
museT~-goers L co ask questiom: &out some cf the cor.
Dressotec. o technics used iz Thz museum itself, and -
relat= ex: - ..z22- ~ their own on ==="=zts presented in the

exhil its. Ii:: museum-goers were elmoz— without exception ei——ar
teachers of r  .der—r —reparing for tezching or other educaticn

Dersonnel su:- ;& ¢ ~selors. One visitor was a museum director.

9}
0

One w.oul'r come . ack three times, once herself and two time:z
subsequentlr Tz brZmg ier daughter and then her son. She was
interested i: - =2z-wcational ideas for herself and for her

daughter. - s=te = 2oug.. the son would be interested in the machines,

Some Commer: .Maie BE_Participants

"I've beer _irterested in the open classroom idea for a long
time, I was real’y . _ad for a chance to see it."

"Those are " izinating figures. How did you make them?"

"Is this exribIt going to travel? I would like to puz my
=zme down for my cchrz . to have it if it is."

"What's the :.....= of this exhibit? . . . just to shaw that kids

3=arn outside of =—op:’7? Everyone knows th=t anyway."

"I'm taking + s@¥winar  creativity in the . _assrroom and

-se Films weelsy - Whit we're discussing. I acked everyone in

O
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. f . . PR
tne veminar tco come 2D L3l LIt D¢ wnu heve The LT LA

I requestec re=iy - - W o ZIke to uz= Them for fac Linar.t
Time Schedule

The museum w=— _in ‘vt L from Ju=s 21 uwntil Jult T, 1377,
This gave a total o= 1 ¢ <07 discourmin: weekends ean. ..oildav..
The schedule was de’=yec = 2 previoul tii: zchedule _lnce
there were several prmblerwc .- lab work on 0 = films us=(¢ in the

museum. . We used 8mr ZIiv .o for the exhib :  since thzy could
be easily automated. owe: -  tae laboraTtory fround it jiFFlcult

to reduce the fiim.

Notification to the Public

A total of twenzr—ziIiws Izms were oosted on and around the
University campus invitiirng —he zublic to wvisit a2 "Mini—Museum on
Ideas About Teaching =Z Lezrning." This was thought zufficient

to let interested persoms k=ow zbout the museum.

Other‘Notes

Originally the proteofsse museum was comesived as z completely
automatic venture. However, Ziztause of techni al probiems it was
necessary to heve someone it atTendance at all —imes. A young high

school student volumteer=Z for the project anc was guite .n asset

as an informal recoriay of comments and resctioss S 1o USEUR.
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It is irnteresting to note that proctoring the museurw seerms=l <.
prove a most worthwhile learning experience for the high =. __
attendact. Although this was not a planned consicderation, . an

hopeful that many of the teachers visiting the museum bec=-

aware of the value of such an experience for a high school ztuls
Evaluation
In dealing with communication systems it is almost imz-.zi _.

to measure in -any way or to evaluate in objective terms jus-
much "use" any partfcular piece of data will be put to by an
individual. Therefore, in this project, while I can documer— -
number of individuals who went out of their way to come tc viziz
the exhibits, can list the amount of time spent and number cZ
exhibits that an individual looked at and foliowéd through tc
the end, and the percentage that requested further informatiom
dealing with the topiecs in the museum, I cannot state what th_.
means with any degree of precision. What I can do, and think
that in the long run this is more helpful, if less precise, ic Iv-
my impressions of what was happening with this display.

First, I would like to give a little of my own backgroum:
as I think this will be helpful to explain the base from whick T
formed my impressions and intuitions about the project. I hav=
been a teacher in secondary schools for six years. The last

three years I taught at St. Mary's Center for Learning in Chicago

which began an experimental program the year I started there.
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I was inzvtrumer——=1 = developing znd r._=menT. .. The curpiculiun

. —

wnich had as it. oriz=ry aim the sTtruccicing of an exzvironmemz 1.

which students ==d Teachers coulé &evel -z cozimzily =s free,

inquiring agents wiTh & hes thy corcezs == t==.~ owx worth as
persons and with the power “o meke decli.lons Tzt would be inszTro-
mental for shaping Their own lives.

I was extremely hopeful from this +ZewzzinT &bout the
success with which a full scale museum @bout sducastion might meet.
Thus 1 looked carefully at the amoimt of —ime imdividuals sperct
looking at the exhibfits and the kinds of questimms asked. For
some viewers the exhibits o=fered mew information. This was
especzally true for the ‘exhibit ax the open classroom. Frequently
visitors lingered to ask more spe—ific questions about the cpen
classroom. For others, the exhibits sometimes reinforced their
own practices or represented an iZza they had slready thought
dbout and discarded. Ir this cass they did —ot usually pursue
any discussion.

The necs=sarily iimited scope of this rrctotype "meseum" v 3s
a drawback as f=r as serving the meeds of ths imdividuals who
chose to view th= exlibits. The participamts came with gumestions
and Qith some degree of curiosity. Somm I spuke waith indicated an
interest in viewlmg other expanded exhibits. It seems feasible
that by gxpand’i:rg and mfininé exhibits on if==s about teaching
and learning, tke seekers of informaticn on tiese subjects would

be more satisFimc.
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: <his project

moe permanert

_=1C¢ thensalves

te =+ ravalling aryrange
s.27h as Toblle =i tZ.at could travel — opls

- ¢ Regionazl Center

musenms elrsady ave such traw.__ing unitz

them for p=rticu_ar Zizplays, such as the -z on Indi=n c__:Zur:
at tire Uniwexsits of TZTinois in Carbondal.

O
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TINAT, REPOZT @ T 1107 TUDY #a

Commercial or PE. Telzviszl =i Ixperiment

?roject Coorcinatzr . Le= Thaysr

Our position on how best the z=Fectives =f this Study (o=-

sopencix A) might oest be realized hzc changed over time =i ws gor

more d=eply Inmvolwsd in researching tie hackgroumds for it zmd

assessing the varions alternmative modizs of Implementation. lowever,
we Teel it would serve no pres=utly-useful purpose to describe

those changes and how they came about. Rather, it would seem to

us most useful o describe our present conclusions about how ti

objectivi2s of the Study might weu: be achieved.

== explained in an earl:er Frogrews Report #3 (30 ApTil 1'772),
this Stuo ~ was mot c=rried throwgh "o To= =xperimental stag=. Hu~

it remaiz:ud verr much & T&rt ¢ our cemtrs:l deliberations, =nd
in the szirdt of cur mafc: study conclusioms.

Ccosistemt with ouwr majcr Policy Re—ommendations, we
believe —hat an initizal step for the JE iz vedirecting its Tocus
toward =f.ucaticm rathsr thamr schooling cowld most efficaciously
be that-—-f developing. a.fill',,«l?\, documentary (or éocumentaries ), tao
be snzitled "Man and Education." The objeciiwve of this docmmemtar
{or dommmmntary ==ries) would be drame=tic=lly to portray the
relationship xetween e«mcation and society, from a number wf

perspecrives—e.g., social armganizaticnm, comsciousness, socizl
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control, sccial development, the humani<iss, literac: . memta
3 - > -l

health, the quality of human lifs, etc., eiC.--in crler to 3706 1. ..

education is cemtral to a2ll human sccleties, past and present.
and to show the differen: ways in which educatZonzl o>jectives
have been stated and means of educztion invented, t- rosughout
history and across different socisties and cultures. We belicve
that this is a necessary first step toward putting cur own (U.5.)
problems and concerns in their proper pevrspectiwve. Trom that
point, and on the basis of the understandings achiev=d in this
documentary, a great many satellite ~rojects could be developed
to capitalize on this start--videotap=s, audio cassetres, print
materials, instructional packages, news lett=rs for parents, pro-
grams for children., etc. It seems to us that this foundation haw
been missing, and that it could contribute significamtly to manvy
other NCEC and OE programs and efforts.

It is our studied conclusion that such a documemtary
(or documentary series) could go far toward estzblishimg a
foundation and a framewcrk for Implementing the sorts of efforts
implied in our major Policy Kecommendations. To thi. end. we
recommend further analysis of the possibilities of thi: efforz,

and the d&esvelopment of a specific proposal for its realizatiom.
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APPENDIX A

Pilot Study #9

Commercial or PBS Telesvision Experiment*

This is the only pilot study which cannot at this time be
fully Fescribed. In generel, however, it concerns the design
raticnsle for a film or video tape series for NET, commercial,
or cassette: television.

The ‘purpose or aim of this exploratory study is consistent
with the camceptual and hypothetical bases underpinning the other
studi=s described in this document. Specifically, our assessment
of the rese=rch literature on knowledge utilization, and our own
work to date, suggests to us the étrategic need for redefinition
of educators! roles or functions in contemporary U.S. Because
education in the U.S. is very much a public concern, we believe
that this redefinition can ultimately be effected only in the
popular cmizure and in the popular media. Educators, in general,
seem to me more sharers than creators of popular (or "public")
opinion. Thus this is the "medium" through which they see them-

selves and their social tasks or functions.

*Source: Interim Report, December 1971, pp. 67-69.
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Ve believe that it would be feasible to design and =valuate
a film (video tape) series for mass distribution:
A) which teachers would identify with and view regularly;
B) which would begin to effect a change in self-definition
from "teacher" to "learning engineer" or ''learning

1 and

situation designer,"

C) which would indirectly provide a level of "current
awareness" with respect to new ideas, new 'knowledge,"
etc., in education.

While the specific details are not clear at this time, we
anticipate that the theme and the manner of presentation would
capitalize on the same appeals which inhere in what teachers do
read and view--i.e., the comics, popular television, digests of
best sellers, ''personal' stories (in print or on screen), and so
on. The product of our effort will be the detailed design-
rationale for such a film (video tape) series, and some very
modest test results or certain basic ideas--such as the use Af'
animation vs. live actors, two or three possible plot structures,

etc. We intend to seek the professional help we need to develop

this design-rationale, mostly available on our own campus.
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Notes and References

lon this redefinition, c¢f. L. F. Carter, "Knowledge
Production and Utilization in Contemporary Organizations ,"
EDO1740, October, 1967; and R.G. Havelock, '"Dissemination and
Translation Roles in Education and Other Fields: A Comparative

Analysis," ED015535, October, 1967.
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