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”:the_need for c1assroom prez'led gaﬁ

..{;:ffare des1gned to meet spec1f1c ne d fof pup1ls becomes apparent

;;Fgff?persona11ze and 1ndnv1dual.ze'1earn1ng wh1]e develop1ng r,m,ufcefulness '
' VMfand 1ndependence and offerlng an opportun1ty to put 1earn1ng tnto
pract1ce Many teachers have felt th1s need to 1nd1v1dua112e 1earn1ng

' and have met the cha]Tenge by prepar1ng anstruct1ona]-games for ;;)\g. ;;a

:*classroom use;h;However c]assr00m obseert1on reveals that there As:

T often 11tt1e rhyme or reason 1n the des1gn and use of these
: T L S

e




:'“'}n:chlldren and hav1ng recogn1zed

'if;ispec1f1c materwa]s needed to teach a‘€1verse group of c,11 ren T };:fifyw

~

.Tattempt to do th1s 15 useless to clejm to have done 1t mean1ng]eSsu‘5(gvg

cache E decide what each chwld needs

“jiftra1ned to do Just th:s She{f fe

';e,can best*deSIQn and prepare fhe 1nstruct1dna] materials that meet [7;:f3fw.

:f;these 1nd1v1dua1 needs.-a

e

The teqcher 15




”"vf?How can,these open game form: be adapted for spec1f1c'5": o

;Vf;ff ffjepurposes and for deve]op1ng speclfdc sk111s7 ?f7"

Sl '--‘_bfAE"s"c"'RIj%.Ti'd‘N‘ :6Fi_’ff¢HE STUDY :éRoc',EDU'RE’:; T

Sl s th?S Study 15 not eXper1menta1, a process of '*e:;_f,'f;v'éj?

ff“ 'read1n9’ th1nk1n9, and app]y1ng 1deas w111 be fo]]owed 1n an’

B L
i

attempt tb f011ow the steps out11ned be]ow t! 1._w_',§*:}f.'ufrgﬁt;_{?:i'

"¥f- to explore theoret1caT pr1nc1p1es of ]earn1ng, ch1]d

4'1§$." A deve1opment play, and games,




o 0’55_ mn‘oa ,o‘p;} rth"ﬁs_]:;'- °
: TQ-;A ga me, as def1ned 1n th1s thes1s, 1s ﬁ*?"f“"kfi:viﬁff:figj

Tan exercise of voiuntary c9ntrol systems. 1n wh1ch

. there“is a’ contest between- powers, confined’ by S :3_"g e
erules dn order “‘to produce a dvsequ111bria] 1,*”!- : el e
'*3;“outcome (Avedon -and; Sutton Sm1th 1971 p 405) o




“ﬁg{w Jh}teach1"9 games or s1mu1et1on games

:-;flﬂo attempt w111 be made to prov1de an exhaust1ve”ana1ys1s of a1T;j

"-f;games, but rather to concentrate on a select10n of the more

”37;;common1y used table games i-’fgﬁ rg{¥ tﬂ;'-‘ﬁfhf}QQ t;ji fif'

]fkj;ufTh1s study 1s espec1a11y des1gned for early ch11dhood a]though

1i5ffj1t may have app11cat1on to o]der ch11dren as welI“

'”513”‘Games are 1ntended as on]y one aspect of the tota1‘§each1ng- -‘" |

”'Lf(ﬁlearn1ng process



2 a'.ut 1earn1ng Learnlng theorrsts work w1th thlS bas1c knowledge j;_?if&

TR




-"“yfiorgan1z1ng to ﬁather new know]edge (H1]1 197] p 201) H1lgard L

- f?f(1966 holds that there as someth1ng to be g]eaned from each of the;.*&

Ny

“ff?'theor1es yet "no one theory; has succeeded 1n prov1d1ng*a system

' R1nvu1nerab1e to cr1t1c1sm (p 13) -y There rema1ns then the u]ténateﬁfzg o

:;;:goal of bu1]d1ng a genera] theory of iearnlng wh1ch lS at the same

\

A‘%rt1me both broad and prec1se.; Some cr1ter1“

-for th1s 1deal theory

% ~ofd1earn1ng were e]aborated by H111 (1971)*1»the deve1opmenta1

‘ resent st1mu]usf51tuation, the process of







'f ? from performance, 1t is,also the pr1nc1p1es of performance that

‘as’ {or= now]edge) -available for ‘execution.
MotJvatjon ds the;actfvator o;<energ1zer‘oftthese
ab1t_, :

;sxtuat10n where thergoa1 15'%u Fac111tate perf'rmance thrs Jf.a

onsequence wou]d tﬁke the form of a reward,‘a reward be1ng def1ned ;f;ﬁ;;f

as “an event that 1mmedlate1y fo]]ows a response and 1ncreases the

.a'

11k%11hood of that reSponse (p 22) Sigce wengave to 1nfer\1earn1ng

I

;1earn1ng theory encﬁmpasses Tj'f;;jt.: pﬁ_'l_,r,,gz~gn;-jgv}:ﬁ fﬁjgipg."




- ENVIRONMENTAL

Learning Process .

»

“A-Model of the

L . ‘e T R




. : 3 ) T“agreementfthat -mot1ve is a
"anternaI factar: hat arousesy; d1rects, and
,;1ntegrates a .person. s»behavwor If 3 : :
@observed d1rect1y ,,tflnferredifn6£1h1s 'ehav'hr
-or-simply assufed to -exist:in rﬁe to:-explain

x4

des1re (or want) of someth1ng Both dr1ve -- the push from the ;T

g .4 .

start, ~= and 1ncent1ve ;- the pu]l to the end e are necessary for- ‘f'ﬁgl
her;ormance, and affect the natUre-of the performance.;.,ffg_':f;,:-iffk7f
S ‘ “fhere are two aspects of drwve.. Pr]mary mot1gat1on is. ;:}'%’;:}.;
'fi‘unlearned, ItDtholves any cond1tag@ whlch tehds to arouse the ; ;Qf;efff
;; ergan1sm w1thout any specwa] tra1n1ng er exper1ence (Logan, 1969 .ﬂ;

Ty U e
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It ‘would thus séem that the . .
d1ff1cu1t task 1n 1xse1ﬁ possesses .?fp.‘3 -

1;mot1vat1ng factors;ﬂand so less externa] mot1vat1on is requ1red

However much of observed behav1or does not seem to f?t

”"ﬁneatly 1nto thls v1ew'of mot1vat1on Ne must then d1st1n§%1sh

Vf'between,extrnns1c mot1vat1on and 1ntr1ns1c mot1vat1on

Murray 1964)
o '["_}; -

f
[

o fA]most any res on e can be ]eanned and performed
ron the: bas1s 'f a eyard 'such- as- food or - approva]
- “g1nc1ud1ng -ex oration and . play.. In. ‘such’ s#tuat1on

" the. reward i fextr1ns1c to the: act1v1ty <= there is

"no 1nher v nect1on betueen the: act1v1ty and the y? PRRTIE
- reward. Thev ctivity is perfonned in’ orderito get
VL{ fthe reward :

H__xplorat1on, p]ay, and other act1v1t1es |

Sl



}w- “-¢1~,however may also be 1ntr7*sxca11y rewa NG =w
o S they may. be: ngaged in for: the1r own ‘'sake, for some
inherent. p]' sure-or satisfaction:: Extr1nszc
trewards-.canfot account f6r “this. p]ayfu] sort of“
:behavior;;;-‘ Much of: thws act1v1ty seems

v _ tUdIes carr1ed out at McG111¥gn1vers1,y;
emphas1ze the human need forbg§51rohmenta1 st1mu]at1on Lack of
suff1c1ent st1mu1at1on?1nterferred, among other factors,_w1th- Ui

tonconcentrate and to pay attent1on (Herron 1957)

P;aget s research on cognxtﬂve deve1opment especval]y the

;\»_ Q

:;}; drTves 1n monhdyif(Butler 19549

The deve10p1ng ch1ﬁd seeks to do “v"':h

e K\jhan the chance to be act1ve th1s act1v1tf 1s 1ntr1ns1ca'1y

reward1ng 'Nhen the nove1ty¢¢¥ a task wears off a mastery dr1ve ':a

appears to take-over as the pr1mary mot1ve v However, 1t'shou1d be

noted that over exposure to. spec1f1c tasks can 1 f_o sat1at10n :ﬁi
(Murray, 1964 P. 78) ! * T
The,exerc1se‘o£-the 1nte11ect 1s also sh wn to‘be-someth1ng' .

Qf_f"£~ from thCh humans ga1n 1ntr1ns1c sat1sfact1on (Murray,ﬁ1964 P <;9)'*'




AT these motives involve peopl ==t
;CQmpetingﬁagaﬁnstﬁth"?tenhancin fone“
with: them.or. thnﬁughe?h g
:w~?ther peop]e . g
84). .

iﬂ'human "needs" from h1s p057t1on as a mot1vat1ona1 psycho]og1st H'éftfw‘;ﬂ

fi};nﬁﬁtentat1ve 11st of twentj needs (or soc1a] mot1ves) whi‘h 1nc1udes

t

::Vfaf:those of "ach1evement ! "aff111atxon,

.:l431957) can be found 1n Append1x A These mot1yej seenito affect

ENEARN

T}performance and to fac111tate 1earn1ng under certa1n dond1t70ns ‘

' F;gg(tgfd; Murray, 1964 ”Ch 8)

R "-_,\';
'h

EET Mas1ow (1964) looked at human mot1vat10n and dev1sed a f{faf'f"77"(
‘,.h1erarchy of f1ve bas1c_'nnate motaves or needs phys1o]og]ca1

J'ffvlssfety, 1ove, esteem and se]f actualwzation (pp 9 23) E J
-l"f"fMurraJ (1964) commented that "the lower the motf&e 1n the

'1jﬁh1erarchy, ‘ the more cruc1a] 1t 1s for surv1va1 and the ear11er 1t

"fappears 1n evo1ut10n (p 111) " Emergence of any need rests on prlor

* E}"_‘-'sfaa’hsfactwn of prev1dbs needs (Nas]ow, 1964 p.916) Yet Mas]ow

(1964) acknowledged precond1t1ons for sat1sfact10n of even the most

baS'lC needs ! “ : p ( B {
'75fFThe cogn1t1ve capac1t1es (perceptua], 1nte11ectua] |
R ]earnwng) are a.set of adJust1ve tools, -which. ﬁﬂve,.._v
Fae 0 among: other funct1ons, that of. sat1sfact10n of our
S -tylv"ba51c needs (p 17) . ,

R _'. . RPN

-_‘q.“ i ‘..‘



whenever a response Is»cﬂoselysfo1l‘wedT1n t1me by
“a reward, ‘the tendency for. that. response to’occur
~in the- future 45 ‘increased: accord1n-«to the amount
*delay. and quath' of the reward (' g

fo-fthquh 1n1t1ai¥f ﬁeutra] 1h'emotrona1 va]ue, may“acqu1re :e1nforc1ng

1li?powers thﬁfugh assoc1at1on w1th pr1mary rewards (p 78)

Schedu]i'”

k4

‘of rennforcement affect performance of responses. _71”f“
'“’q_that 1s. when the reward 1s ava11ab1e for mak1ng that response

‘[njj};However the cond1t10ns or propert1es of pos1t1ve relnforcement -

Hegﬁjts amount, de]ay, and qua]1ty -~ determ1ne the strength of the :n;'ﬁffh

"f,fperformance 1t mot1vates.3_ t fol1qys that

"‘., { '. «'_'--
v performance in genera] 1ncreases the larger the
,ﬁ'j amount_nf the reward rece1ved (p 90) 5 y-




nstrument@1 response'1s
-of. delayuof rewarq s

Layed reward is- the behav ot
”f de]ay 1nterva] (p 95)

'f:fre1nf' Cement‘-f{”v

3if-fifWe Know tpat ]earn1ng (or at least learned SR

.. behavior)’ depends; on :gur. needs and’ des1res and n';}i R
. on the positive and negat1ve dncentives around Ll
Q}f“us.g,we also. know: that’ the’ ‘consequences-.of an “*.f,}_fw e e
vl actiare amajor factor . wh et

ether we repeat'c

| that.act (p. 226).

'tngpet1t1on'and Pract1ce _ _ ’ -
- Logan s (1969) def1n:t1on of 1earn1ng 1nc1udes the cond1t10n

“7q.“of repet1tf3n or "pract1ce”‘ S1nce pract1ce is. cons1dered a
&
1fﬂ'fcond1t1on of ]earn1ng, and 1earn1ng, a tond1t1on for performance,ﬂ

A

‘1t fol]ows that many of the prev1ous}y d1scussed cond1t1ons of

’.1ff1earn1ng and\performance-w111 1n turn affect pract1ce These 5 :

‘;ifr'zcond1t10ns can then be regarded as the cond1t1ons of 1earning by o

'Flpract1ce because 1t 1s through pract1ce that perfOrmance changes S 3

'ash]earn1ng oc xrs




'"-Jf&yconnect1on1st 1nterpretaf1on of31earn1n
“1'f'jcogn1t:ve 1nterpretat1ons’

'f'ftifh1s env1ronment and how they help determlne h1s behav1or, ;jfd<f7’

% a]so 1nf1uences change dur1ng pract1ce Last1y, the factor oﬁ;

'E part1cipat1on dtﬂ“tv1s, the tak1ng of an act1ve ro1e 1n the 1earnﬁng

J

“?(p ]83) ; While the

k”at the 1nd1v1dua] s cogn1t1ons about

'*7f’connect1on1st 1nterpretat1ons of‘]earnlng cons1der tne connect1ons 3f:,""

'.E]iCybernet1cs st?esses the 1mportant ro]e that knowledoe of resu]ts p]ays;”ff

'"337‘1n sk111ed performances ;34 ::-niiie”;J*"'

o I

between st1mu11 and responses in 1earn1ng fai;f.d}iylf‘ﬁy~ fayll,;;fd‘n
' Somewhere between these two pos1t1ons 1s cybernet1cs.wh1ch

-7H1]1 (1971) descrlbes as. the appl1cat1dn of feedback theory (p 200)

As such, 1t 1s re]evant to the pract1ce component of 1earn1ng,

"feedback be1ng an 1mportant cond1t1on of 1earn1ng by pract1ce

In cons1dering 1nfants p]ay and cogn1t1ve deve]opment 'ti<“ﬁ”‘A

it e
K



VJ_:;and fac1]1tate ]earn1n9 - Theor1es °f mot1vat1on and personal1ty

'et‘eﬁemphas1ze the 1ndnv1dua1 var1ab111ty of learn1ng These po1nts'of

: .;:v1ew offer an 1ntegrated p1cture of the 1nd1v1dua1 as 1earnerd ?°r

St1mu1us-re§ponse theory H1lgard ﬁound seveq pr1nc1ﬁ1es :
e'empha51zed w1th1n st1mu1us response theory “' \ S |
; Z“?f’;I;Q'Act1v1ty — the 1mportance of "1earn1ng by do1n%; and

“'f;;the $1gn1f1cance of responses made by the learner /ﬂ;f;;5

~ﬂ¢;<cannot be stressed strong]y enough

": ,j"é}f;Frequency of repet1t1on - to acquIre a sk111 and ensure







: 9




v ‘breoad
igenera]12at1ons/from 1earn1ng exper1ments and
~theory, but.these are not un1que1y bound to
~oparticular. theoret1c v o
.{avery-1nstructive in respect to spec1f1c4prob1ems

;of 1mprov1ng eff1c1ency of. le 'n1ng (p' 1)

v’Pa1t1c1pation '*The ch1]d}shou1d be act1ve]y 1nvolved\=-'

jn7the learn!ng process

Reget1t1on Repet1t1ve pract1ce 1s mportant both 1n

_JCQu1r1ng and 1n ensur1ng retent1oni'f ]earn1ng

,efPercegt1on The ch11d,s ercept1on of the structural,.

' w_ifoeatures of the 1earn1n§* 1tuat10n affects h]S 1earn1ng
v?;ifdengaturatlon Maturatlon 1s essent1a1 to 1earn1ng '”f_:bi;:jlf
.:dzf5;?fMot1vat1on Learn1ng w111 be more effect1ve and more;*!‘ﬂ”:
“:;thorOugh 1f the ch11d 1s motlvated to learn T |

..,

;1_5;;*Re1nforcement Pos1t1ve re1nforcement or reward

"HVfiﬂmproves 1earn1ng

.‘.

Learn1ng 1s more pennanent and more “}j__f

5_7,_'Mean1ngfu1ness.w

“*ﬁbh,’gfifffl;;f@transferrablé 1{ the ch11d understands what ﬁb is. rnggf’d

'”77ﬁ1earning ‘“;“ﬁr' '”‘, E R ,
RS AP A »

"';_;fS;L’Ab1]1tz Ab111t1es of 1nd1v1dua] 1earners must be

""":;.'5. L . - i S . S R VTN



o y : ge at.ar
' _'gwen age, they a,}sq show marked indwwdua RO
=id1fferences 1n many aspects of development R

&N Ap. 3.




“A1Y aspects of development are. contﬁ”
-concurrent, ‘and closelyLand*1nt-.“
§ nterre]ated (p“'S)- ' -

-proceeds 1n;;n_unvary1ng sequence.

ui@Aﬂthough development is: cont1nuous
~always. smooth:and: gradua] . s

. There: are;cr1t1ca1 periods for the development

;of ‘certain. & . funct1ons.».j;jr

.The: expertences at one stage’ of maturwty affect

'*?future deve10pments (p Y1) e R

}5 addressed:hwmself to the “ho'

of deve1opment”f

L 11 the character1st1cs and ab111t_es a person
g'ﬁ;acqu1res and. a]] deve]opmenta] changes result .
- from two baswc though ‘compléx.- processeS' CTIRTe
'j»zlearnwng ‘and maturat10n.a Since the two; proceSSes
-~ almast a]ways interact, it is-difficult to: separate

~their effects: from each’ other, ori to. spee1fy the
Ul relative, contr1but1on of each to the ch11d s

'»ﬁkedeve1opment (p 13) v.

: ,q}uF1gure 3 111ustrates thlS 1nteractlon of ]earn1ng and naturatwon as 35;ff

“‘e[tua bas1snfdr deve]opme"t

Deese (1964) stressed that'"1nnate and acqu1red determ1ners

‘f;lof behav1or work together w1th1n the env1ronment to produce the person”f~;

KRN

'-T?fof the moment (p 227) " However,_he ma1nta1ned that wh11e 1earn1ng

e

'{and maturat1on 1nter]ock to chart the; course of deve1opment‘ the f:u?”;fhﬁ




MATURATION - h
[ N Q;e‘ s B ) L

.:"'._:‘Mussen séted that . J

‘ ":.' a]] deﬁmtm"s Of maturaﬂn St;G.'ss orgamc

e



Ypr. esses ‘or structura] ch nges occurr1ng w1tJTﬁ
an 1nd1v1dua1's body that are re]atrvely

phys1ca1 character1st1cs These phys1cal character1st1cs, 1n turn,

o J’-..'. Lo

ﬁf“%to behav1or and h1s un1QUe adJustments td h1s env1ronment ( 57) ":“-ﬁ”tﬁ}

”“3;He,11sted four types of 1nf1uence 1n persona11ty development_ﬂh!j;ifi'f

"'dual 5

“'f_’b1o1og1ca1 propert1es, cultural group membersh1p, the 1nd1

"1ipersona1 h1story of exper1ences w1th others. and the actu w,~ﬁi~:izt .

:.3751tuat1on (p 5]) Kga1h the comp]ex 1nterre1at1onsh1ps among fhese

Y
i

"‘f:factors must be stressed e s
Development of soc1a1 behav1or covers the ch11d s 1nteract1on5'35‘
‘V'_w1th others Character1st1c patterns of soc1a] behavxor emerge at

ffvarxous ages and stages of soc1a1 development

The cogn1t1ve development of the ch11d 15 a1so a C_n910m8rate ._;;,
’9fof processes whlch "develop conCurrently,_are 1ndependenqgand

) N -~ ’ . R 3 et N



;cogn1t1on refers to’ the hwgher mental.processes;“a':t
:that..isy: to the. funct1ons involved in u
and dea11ng with the world: -about us ?percept1on,

angiiage; - concept format]On, abstract1on prob]em
¢501v1ng< 1nte1119ence,

“;u_ £hat the‘most w1de1;“

a

T ime

The most comprehen51ve and systematlc study of cogn1t1ve G

development';s:foundifn th work of Jean Plaget As a deve]opmenta_

.’:,.,

';.unct1on1ng H1s, ozcern led.to a theory

L¢ ‘b

fj sequence of qua]wtat1ve stages '.f*hz c]asswﬁl;at1on of stages i:fé;fa-f =

e _
means to the end of understandwng the deve]opmenta1 process (F]ave11

1953 p 24) ke Wh11e no ﬁttempt w111 be made to exp1a1n Plaget‘t"

genera1 pr1nc1p1es of deve]opment o

A‘comprehenSIVe study ana'
o \‘ )

.'ﬂ: exp]anat19n of The Deve]opmenta] Psycho]ogy of Jean Plagei 1s'offeredjj'“f

r. Y



L stage must’themse]ves form an 1ntegrated who]e ;,Only when thws

‘ﬁi?' performed by the subject {p; 82) The mot1vat1ona1 base for

-~

' ”h Ptaget s theory 1s clearly “akln to concept1ons of learnlng and




aii'faccommodat1on 1n p]ay (p 65) The essence of play 1s “a551m11at15n

 f?jfor ass1m11at10n s,sake (p 126) Th1s makes ltS 0r1g1ns d1ff1cu]t

”*d1scr1m1nate a]th0ugh 1ts var1ous stages of deve]opment are more ::,

<




: ; ‘1earn1ng theor1sts,-1earn1ng is a- pr1ma"

' _process.v itis 1ndependent of ‘develo ent, and -,

mental developmerit is.. -even considered: as.- the ‘sum.
- of succe551vef1eann1ng, and not as,an autonomoust»

(Foreword) B Ry

trans1t1on from one stage to another F1rst there 15 matuay
L v ‘ «
.;:;,j the 1ncrea51ng d1fferent1at1on of the ner00us system. A seconda

vi"? *factor 15 ?rperlence w1th the phys1ca1 woer Soc1a] transmlss1ontllf73

o

regulat1on has a:s1gn?f1cant effect (p );;*f”*

d";f}}nf;* The re]at1onsh1p between 1earn1ng and deve1opment nust
a]so be. c]ar1f1ed P1aget regarded 1earn1ng as a process provoked ;f iif'

by external 51tuat}ons and 11m1ted 1n scope

"DweMWmMﬂWstm-\Q'
essentlal proces% and each e]ement of 1earn1ng occurs as a functton e

| of total development, rather than be1ng an element wh1ch exp]awns e=“‘“f’

deve]opment (P1aget in F]avel] 1963 p 19} f ;};p fffp;;

several 1mp11cat1ons for any early ch11dhood educat1on program Sheffff;f

it

stressed the lmportancefof*sequence, man1pu1at1ve act1v1ty, soc1a1




'Anmental growth Issacs c1a1me“

”*ffworld around h1m (p 33) "; Th1s 1nvo1ves both maturatlon an"f

-:‘_fenv1ronment

The task for teachers, however, 1s to work 0ut the pract1ca1 B
;Vif-1mp11cat1on3 of P1aget s-research 1n prov1d1ng opt1ma] cond1t1pns

h,ﬁ'for menta] growth To th1s end Issacs e]aborated some .of: the

‘fh;educat1ona1 bear1ngs of th1s work ' fdﬂ;fflishiriff"_tff,fi éf?,’;h;:c‘7.i

F1rst he d1st1ngu1shed between that 1earn1ng wh1ch 1eads

'}fto”actuaI growth that ‘s, the ch1ld s act1ve do1ng whlch 1s

.;;cumulat1ve 1n the format1on of structures,.end that Tearn1ng whf— s

,'*'415 verba] tra1n1ng, hab1t format1on, or the mechanwca] mastery of;

,2sg,fsk11ls;(p- 3&) £ wh11e he - regarded the former as "true learn1ng,9<;h?
‘f;’<thé*1a£ter a]so has value as far as 1t prov1des working means andk_f”vz |

B 3(too]s for the f1rst type If treated as an end 1n 1tse1f Q:,lt'l""x
thh;becomes worthless (p 34) "'7 ﬁ”-:,:;, ""'f.?t;fg | ‘1{,' rvslkf~el'a?’fra

Second true 1earn1ng comes not only from act1on, but also

from understand1ng True 1earn1ng
”3{Qdepends upon ch11dren be1ng able to 1ntegrate T»~

" further elements*into schemas’ in: thelr minds. .
‘which are- 1ntegrated already and [into’ which’ R

" hew elements natura]ly and cont1nu0us]y f1t .'_Ljf




,aslaitramework for curr1cu1ub‘p]ann1ng by app1y1ng' X

"ﬂf1n an unvary1ng sequeace

' "Z{ﬁ*Cont1nuous 06velopment 1s a cont1nuous process that

o Ff;gbegfns w1th concept1on a1th0ugh at 1s not a1ways smooth

'and gradua] 'T';_ ﬁ‘“gij}?fﬁ_“‘f"ggﬂ;' ,j;“'fge=;f~"f e

;'é; fCr1t1caﬂ per1ods There are c :_cal per1ods for the :;{

"7q:development of certa1n funct1ons '1“315 “'i: ;f¢7:ffe"ﬂ, f.k,f_a?

4 Aspects of development The many aspects Qf deVelopment == i:~ﬂii




7future:developm§nt.h

iMaturat1on and learning' The bas1s offaiT deVelopmenta1

:“hange 1s‘Tound 1n the 1nteract1ng processes of '

"i}fmatu. fon and 1earn1ng

,ﬁJInd1v1dua1 ]i erences At any g1ven age, ch11dren w111 :

)

VAIQ;show 1nd1v1dua1 d1fferences 1n deve1opment.m‘,fﬂfhffnufcig}ff*ﬁ

PLAY

In V1ew of the sumwar1zed pr1nc1p1es of chw]d deve]opment andt :

1earn1ng, the 1mp0rtance of p]ay'1n both ch11d deve]opment and 1earn1ng

cannot b"m1n1m1zed Any attempt to plan for y0ung ch11dren s

However, th1s 1s no. s1mp1e matter
“11ngu1st1ca1]y play presents a .1‘, - g |
;Jn“1ts reductwon of the comp]ex structure )
'of human pla§ to;§ohe 51mp]e construct. Yet p]ay is a h1gher—order

:_‘ concept that covers many d1verse behavuors : “Behav1ors then are




we are deebiy concerned wi th- thewf='f¢
ighgthe child: plays,_the m%ter1als

cbncern1ng -he,mo,rve to p?ay, and hence what
play really. is;-

mak1ng dec1s1ons 1nf1uenc1ng the p]ay behav1or
of our people (p 6) e } _? :

Jﬁfor 1ts nu#turance L, ~\q;“w~_u_.
: P1ay, as has already been stated ts a d1ff1cu1t phenomenon
to understand and define ”The many'theor1es of p]ay that haye been 5Jj:gf,=

o

L
jput,forward al] have the1r eaknesses (see Append1x C) P1aget (1951):{u;~,1

Suggested that

Ties perhaps in. the B R
7 2 -’ndency to-consider. bRt
_;;p]ay as an. 1solated funct‘on.;;_. -and therefore R
ot ;;'-to seek: part1cu}ﬁrvs,, - tovthe ‘problem, ..o =
&0 yhereas play is 4 Y ’dne of the»aspects of
o ny activ1gff(p SR st '




.;,g_not by specif1c cause# pecu11ar 0. the rea]m of
. play;-but by the fact- that. ‘the character1st1cs
“of all .behavior .and.all’ thought;are less” n'x -
‘“eqp111br1um in the early ‘'stage -of: ment‘- '
d'eve1opmen than n the .adul tag

Y. e is ._quﬂ‘lbr‘wm
© between, ass1m1]at1on ‘and : accunnodatlon wh1]e'
,”';metat1on is’a. cont1nuat1on of- accommodat1on v I A
1fﬁ.§$or its‘own: sake, it may be said; conVersely, ¢a_,ug“& Lt f

Shoo. that-play ds. esseht1a11y ass1m11at10n. or- the. . afnf";,aﬁ_'f,H_
”“*ie3pr1macy of ass1m11at10n over accommodat1on (p. 87) ;" ‘“.ff;”};

ffIn attempt1ng to def1ne or descrlbe play, anget declared

SRR

that pjay '7ﬂ"3f”;if;‘n;3?i

proceeds by re1axat1on of the effort at adaptat}on .,,*-“;-,;Q‘~f o
= and: by ‘maintenance or exerc1se of - act1v1t1es for-.. R S
‘the mere pleasure of master1ng them ‘and. acqu1r1ng T!ff;.,-

thereby a fee11ng of v1rtuos1tyfor power (p 89)

.....

i

These ass1m11atory;behav1ar?, or repet1t1ve schemas, wi]lﬁ?esu]t not




The class1f1cat1on ofgp]ay Most“authors who ttempt to f

f.}tt'thelr preconce1ved 1deas (P1aget 1951 ‘fiﬂ? :;{flfg[; rgg;‘Ti

Pwaget 11sted four crwter1a for c]ass1fy1ng p]ay 1n games
. ‘g .

ﬂxfi(]) the content"f}éhe game, (2) the spec_a; function of the game, IR

feach game (Ch 5) It‘1s th1s 1ast cr1ter pn upon wh1ch P1aget

:ff; elaborated He conc!uded that there are;three maln types of

e structure wh1ch tharacner1ze ch11dren s g?mes and 1n turn determ1ne

’{if,how these games can be c1ass1f1ed as practlce games. symbo11c games, L

:*gsla"d games w1th ru]es (p 1]0) w,t-“ R

Pract1ce games appear f1rst \‘Thesesgahesaekerc§setthér

. "‘-‘



E111s, 1973 p 4) X

S ;y;,;:j}Educat1on 15 com1ng to recognrze that playful

\\j‘iufgﬁ;ﬂff”behav1or is often mot1vated by an" 1ntens1ve :
c e odesire. to.learn that’ is. accompan1ed by~

i pesitive fee]xngs of enJoyment and much
. learning.. (p N : R

"*irhe popu]ar v1ew of p]ay as be1ng s1mp1e and un1mportant

;was counteredaby Ne1n1nger (]972-73) He holds that play 1"fv

?'ch1]d s,m;;or way of 1earn1ng and as such 1t operates to 1ncrease et

'\','{ .
:'.-ﬂc A

'“ﬂthe cogn1t1ve funct:on1ng of ch11dren

fﬂF1rst, p]ay extends the exploratory dr1ve of
- children.
‘v:;Second p]ay 1ncreases the sensory 1nput wh1ch R
‘in turn increases cogn1t1ve awareness of. the . W*‘:,";"iﬂ;”rla',
‘uenv1ronment._.s., e T U !:\
- Third,. pTay is-a maJor ach1ev1ng pattern of
- - . children’. = ‘
. - Fourth.’ .;;pTay 1ncreases a ch11d s
’gsﬁafpreat1v1ty (pp 6 7) :

. .-(' ". i ‘ e '-;‘-\,

:fi Hartley (1971) cons1dered p]ay "the essent1a1 1ngred1ent“= i

1n any ear]y ch11dhood educat1on program Th1s Ppwerfu]_'*"‘

.ﬁkgj spontaneous, and absorbed act1v1ty of ch11dhobd Offers "both the f;
e var1ety and the chance for repet1t1on‘(pj“8])" that are necessary }_ :f
| . Sl S “h?\ S AP : ‘} -

. " ' < o
>




‘ I's, wnnTntr1ns1c
'fabsorpt1on An: mastery, cont1nues to provwde SR
‘energy: for the 1earn1ng enterpr1se The ab111ty¢f€f:
po? the teacher to prepare an evocat1ve

. argues th1s po1nt"of v1ew most effect. e]y and deser;es a fu11

._fqthorough1y ho pther:act1v§ty 1mproves ‘the:
U personallty 50" marked]y._ No . other activity
o callsi so fu]]y on. ‘the ‘résources of effort and e
:}[energy which' Tie Tatent: in the human be1ng .. fi@ff,;
o Play is the ‘most: complete of all. ‘the - educat1ona1 RN
.7 processes for it influences’ the'inte]Vect ‘the -
.+ emations.and the body of ‘the child. It is the Sl e
17 only: act1v1ty - which 'the whole. educat1ona1 Q?“='w"' B
. process. is fu]]y consunmatbd when exper1ence e
“7-. " induces’ 1earn1ng and 1earn1ng produces wwsdom
‘.fand character (p. /2) : L

J_Herron and Sutton Sn1th (1971) stress that pTay must be ﬁfﬁ,ﬁ,;f'”

cons1dered not on1v as ‘a behav1ora1 phenomena» but also as a f"~f.*jf””
deve]opmental one w1th 1ts own d1st1nct1ve sequences (Ch 7)

"‘

McLel]an (1970) found twentIeth-century observers of
chlldren s. p]ay to be 1n agreement on thlS one po1nt e that the fﬁff.;:f
‘hT}: p]ay of'ch11dren 1s developmenta] 1n nature Flve deve]opmenta]

“krb characterxst1cs e]aborate th1s POT"t as f°1]°“5 (]) chr]dren




J‘ch11dren s Play (Introduct1on 'D tlm'* ofth1s end they cons1deredff§ ff*:J
'p"-the development of ch11dren 3 play by f01]°w‘"9 the deve]opment of
"d#the ch11d from b1rth

”'hch1]d s p01nt of v1ew, they found

vno dafference between pTay and usefu1 act1v1t1es The pass1on of

zg}%the young ch11d 1s for mastery and th1s 15 ach1eved through 1earn1ng. o

”5'and repet1t1on (p 53)-, It bears enphas1s that "the best and most .h,;tf,4 .
IR B .
”vTﬂllast1ng 1earn1ng takei/p]ace when the learner is enJoy1ng what he S
15 domg (p. 2) o s T SRR

In the f1rst year p]ay beg”ns as soon as the 1nfant enJoys

..L‘

|  ejsensation (Ch ) The\second ygar f1nds the ch11d encounter1ng

“fff@frustrat1on‘fbr‘although he can do many th1ngs€éas11y'§pd smooth]y, )




' ‘k;or:des1res and'h,sfsk1lls and power to atta1n these., He therefore

'7ﬂgtgames w1th to]erant adu]ts the number of subJects 'being 11m1ted

fbn]y by the ch1]d s, exper1ence (p ]1]) i ;7wv~:v.

77t;homemade boards and cards as appropr1ate games

‘;g;ffor th1s age (Ch fS;%_ By age»frve the ch1]d takes a keen 1nterest

'f;1n the-here and;now He can concentrate for ]ong perlods of t1me and

‘\~

‘.can p]ay co operat1ve1y w1th other ch11dren ” "A]mqst a1] h1s p1ay

v1s devoted to 1earn1ng and 1t has the qua11ty of practlce or

’ fvrehearsal rather than 1nvent1on (p T]S) " S1nce i 1nterests and

'"5exper1encessare rapxd]y expand1ng,aadu1t he]p and resources are

‘3yuneeded A1th0ugh he i not yet ready for strong compet1t1on héﬁ ;w~fﬁ;.f]¥f
Lo e T 3 P
r@fenJoyslgames games 1n wh1ch everyone has a turn. ;f{ 1n wh1ch

f,]words and movements are repeated w1th every turn (p 129) . Hartley

Y

‘,
g

AT



""’{ffs1mple ru]es, an;*ﬂb not requlre c]ose teamwork § 150) e

t

- ;. 4'._'_

v

.""the bESt ~1mPEt1t‘Ve games for STXGS are those Whﬂch have ?:T;fh

“51ﬁseven years of ag: the peer group and other ch11dren ;ake on. new

7t;;?However a]though

S v , S ST
7;3¢1mportance He e Joys group games and 1nSIStS on fa1rness 1n them._ :}1.-,”
Khe.accepts the ex1stance of rules, he ;s st111

'7k”;iuncerta1n as to JuSt h0w they operate and S0y adu1t he]p is st1l1

| ’33krequ1red to superv1se chl]dren s games though to a 1esser degree than Auef"

‘*:’;former1y A]so because ;he'ch11d can now understand.thé-mean1ng

’“'?Jof ru1es somewhat better

E ff;repertory of tab]e games can be expandedﬁ(Ch 8) "fﬂ}fjhevﬂf;f*”’

_ nd 1s a more gracefu1,1 f,*T‘ is

a

5Q7ﬁfﬂf;ff~ M111ar (1968) found that "teachegs 1ncrea51ng1y accepted the '¢?;;{}

'“1t1dea that educat1on sh0u1d take acc0unt of the ch1]d s natura]

“a

“'Hff@1nterests and stages of deye]opment (p )eff However because a]]

"fch11dren of the same age are not a]ways at the same stage of

EENR

:3-vdevelopment McLe]]an (1970) C&utIOﬂed that the teacher must p]an

.f;fjact1v1t1es and;organ1ze the cTassroom to br1dge th1s gap, so thai

‘:’Z°a11 the chx]dren are presented w1th stlmu]at1ng p]ay Sxtuat}ons._,f

| - Most exp]anat1ons of p]ay ame unsat1sfactory because “the
J’;?{same set of cond1t1ons does not necessar11y apply to every 1nstance‘
;,5;fof play (Ftl]ar 1968 p 58) Howeuer, any study that hopes to E



'7‘r the most satmsfy1ng explanat1on'of p]ay seems to
Siinvolve an.. 1ntegrat1on of three:’ ‘play as: “arousat~. /...
_seek1ng, play as. 1earn1ng, and the deve1opmenta11st.. ST A
“view of the child.. This: “integration. uses. 1nter%“--;lf.;-fgkf‘
‘re1atﬁonsh1ps between the motive for play,- the o« vt T e
;;constra1nts p]aced on expression. of p]ayfu1 responses SRR o £
by the’enyironment, and the -effects they work on:the . * . ait
ol p]exwty of ch11dren to p]ay behav1or-(p 1?9) '

Lo .

;y,fB?For purposes of thas study then the¢f011ow1ng pr1nc1p]es of

play can be summarlzed

' 5;“'y1.§_Natura1 and. spontaneous P]ay 1s a natﬂna] and

’f-itfispontaneous act1v1ty Of ChT]dhOQd ffo}if‘%if7”

‘“dfﬂvf?e”l}Z{;*Performance P]ay 1s one aspect of behav1or or

— &performance;ﬁff¢g_”f i:f';;]; ~*i'H?f5""

ftArousa] seek1"t "P1ay 1s -an arousa1 seek1ng act1v1ty

| fi:é;fflntrwns1ca1]y:m t1vated P]ay behav1o% is; susta1ned by

7,f1ntr1ns1c motJves such as p]easure, mastery, power

"‘U;CurTos1ty, exp]orat1on and creat1v1ty

. ‘Learn1ng behav1or P]ay can . be 1earn1ng behav1or

’ﬁﬁ}chDeve1opmenta1 P]ay 1s developmental 1n nature‘._h‘“

ORI ¥ Ind1v1dua1 var1ab111ty, P]ay behav1or war1es with

"each ch11d

15 Games are ‘most often a form of - play and as such must be "

Ly

E ft7 cons1dered a factor in young ch11dren s 1earn1ng and deve]opnent. ;;-fl

: o There 1s no. deny1ng the un1versa1 appea] for the vast,
R *4:t.5 majority of chwldren, ‘at’least up to.the’ ageof. about o
DR é]even or. twelve of games in the1r w1dest sense STo .




”}FUrthermore, they: enJQy k
hem' to exploit: and, demonstrate

W games ‘abound with such = -.
qufern' 1969 p l)u;A;

‘ﬂsk111, and a11 compet1tj;:
-gposs1b1]1t1es_(Mau]don

that 1s, to game theOry

“-f cover an almost 1nf1n1te number of 7§f7fﬂj7

“‘“}f: A“def1n1t1on of games

The man_jposs1b]e d1mens1ons of games, éf

"};as we11 as the d1verse assumpt1ons made'by those who attempt to

/

f“class1fy games, make an acceptable def1n1t1on of games most

_ : t{However a cons1derat1on of the work1ng def1n1t1ons fjfyfl “
,offered by C§T1101s (1971) Gordon (1970),:and AVQdon and Sutton-'
gﬁl,j5w1th (197]) produces the common e]ements of some Form of play or

”Vft;contro] system players, constra1nts,5uch as ru]es, equ1pment and

;requ1red sk1lls, and an obJect1ve such as w1nn1ng.‘ Thus, fon

- .fpurposes of this study, ..fgg?vaf-;;'f'ﬁ /-if':‘f, .?1ff5 7 -

. , e - DA P
a game is an exerc1se of vo]untary control systems, R
in.which there is-a contest between: powers, conf1ned

.. by rybes. in-order to produce a. d1sequ1libr1a]
*rw_;houtcome (Avedon and Sutton Sm1th ]97} p 405)

*;The cTass1f1catjon ofggames.a IhenegahejmanjfwajSiofeQ;r,;eff'fﬁbﬁ




:,Efo games.; Other bases

1971“ p 403)

’KAvedon and Sutt n'Smlth

-{ Games,may,be_grouped 1nto three classes on the‘
- basis:of - ‘outconme attribites:. kK games of
- .physical; 'skil¥,“in which the ou_come s V: Sl
fj,wdeterm1ned by the: players ‘motor act1v1t1es,
“(2) .games of. strategy,‘1n which the . outcome'
~is. detérmined by rational: cho1ces among.
‘- possitle courses of- act1on, and: (3) games
- of chance, in which the :outcome is ;determ'med RRRTCE
i ..by guesses-or. by some uncontrolled artifact. =% oo
-+ Such ‘as: a die:or a wheel: Roberts and Sutton—.,-umrw‘V
.z;jSmlth 1971 p. 466) 2 i T

In add1t1on to these three_attr1butes Gump and Sutton Sm th (1971)

class fied games tn tefMS'of the role re1at1onships they‘1nv01ve,ﬁxwy_lf:f

and‘focused on centra] person games 1n whlch power 1s ascr1bed:ratherffftﬁ




1.ivBod111Aact1vf§x Th1s ex1sts even though these games

B3

H?ifinvolve m1n1ma1 body contact Locomotion 1s restr1cted

)

<§k3115ﬁ§g§ﬁ¥eﬁeﬁf$ Aé’the exercise of sk111 1s “one: of |




jlmarkeﬁ% and c0unt1ng devvce

'.;ﬂRble tak1ng faotors._ These ex1st in the dec151on as to B

ﬂ»

o4




i ‘]',1"4'

'ﬂfZPenetrat1on of game by rewards and;pena1t1es Th1s can

_*the ru]es of the game th1s 1s a- m1nor element

“37{ff17 Persona11zat1on of_game props. A form of personaT1zat1on

f:f18 Introduct10n of r1tua] to game. A securlty factor 1s

-T§7;d, ex15ts 1n the markers represent1ng each p]ayer 0" the 95m6'=3"

board and the cards deaTt each hand 1n a card game

":ﬂ; created by 1ntroduc1ng r1tua1 to a game and 1s espec1a11y

popular 1n games 1nvo]v1ng y0ung chfldren

:jﬁ519 Outcome ch"\ty. Thls 1s usually ob~1ous in games of
th1$ type (DD‘ 408 9]8 j,.“ :nef} {:'::, j“ﬁ; d_ SRR

s
RRITS Ri .



rpose oF ra1s

{Procedures for’ act1on._
. " Rales” governing action:
ﬂgﬂNumber ‘of . part1c1pants
-5.. ‘Roles ‘of participants..
-,ya'Part1c1pant 1nteract10n patterns.
~‘Resu1ts or pay off (p 422)

'vfﬁA Development&] Approach P1aget on Games 53fpf_

The d’lscuss1ﬁ of chﬂd deve]opment m a prevxous Sectmn R

'ﬁ‘mifbrought to 1lght the 1mportant ro]e of p]ay 1n ch1]d deve]opment

'-ixJean P1aget (1951) cons1dered thws cruc1a1 aspect of chl]d ‘;,jf:evw“

‘«...\_4 P

deve]opnent by study1ng chlldren 5" play 1n games He dev“,oped not

on1y h1s own exp1anat10n of p]ay, but aIso‘a-class1f1cat1on of

| games wh1ch @akes 1nto account the1r evolut10n from rote pract1ce f?ﬁ"'v'




‘ 'vﬂ;Pract1ce,_symbol,-and ru]e then seenm: to be the
;e three, success1ve stages wh1ch character1ze the :
<o v main.classes.of ‘games from the: po1nt of view: :.j*jy
{;{of the1r mentaT structure (p Sl

-[L;fdeve1opment ends Th132‘r%£ 1ce e]ement is. fou ,,mn the acqu151t1on f( P

;:;;fof any new sk1]1 thnggghﬂgﬁh§h1ldhood P1aget stated that

e:ﬁas eacﬁ;behav1or 1s in process of cpnstruct1on L

.. and" adaptatlon, there is. Functional assrm11at1on, ,
Loor practice for the sake: of- pract1ce, accompanIed

. by.the pleasure of. "beIng the cause" or'the - oo Lo
A}ffeel1ng of" -power: (p ]]3) L .‘.x,; :;‘;_E_“gﬂbf’- "

o 3}7Pract1ce~games themse]ves deve]op in three Substages and can,fffa5'

o be c]ass1f1ed accord1ngly F1rst, there are pract}ce games thato aef77t5"l
- o _ T

h-;cons1st of mere reproduct?on of a prev1ous]y mastered behav1or

T'_?Second there are pract1ce games whuch result in fortu1tous ;fiﬂziw_[\ Do



"V;.;;Games«w1th rules, then are games w1th sensory~q

?“:f‘;f”QjEL;gmotor combinations : (races, marhles,. ball. games,f_,ffh"';;_
BTN - £ ) ) 8 1nte11ectua1 -combinations fcards, - s
. chessy etc. ....); -in.which there is competition '

1f»b%tween 1nd1v1dualsA(otherw1se rules would:be’

“juseless) and- which ake regu]ated -gither by a "
pi“code ‘handed . down: frq' earlier enerataons, or'g.
o by temporary agreeme t‘(p*}144? o

Wt

“fﬁjThe rules of a game. In cons1der1qg the mora]

: ?Lfthe ch11d P1aget (xn F]ave]] ]963) exp]ored ch11dren s 1deas and

-xfjJatt1tudeh abOut ru]es. U51ng a- game of marb]e% as a‘base, he

S

"vﬁf1nvestigated ch1]dren s confbrm1ty to ru]es as we]] as the1r‘¥

"eﬁverba11zed understand:ngs about ru]es As w1th the deve]opment of

.:‘ s‘




§;5 { F?Fee, reacheﬂ at about tén or e]even years g%fnge) fwnds the

 NEEER '
)'-'ﬁ'att1tude that "ru]es may be changed prov1ded on]y(that others

a

'ru1es 1n theony 1s a scrupu}ous adherence to ru]es 1n pract1ce Th1s

""---wh,.(“



‘af“Games andvEducatwon\

In educat1on, gamesshave a]ways;garn ed,mdch enthus1as

The effect1veness of games for learnlng L

:It“‘s now recogh1zedﬂj-gj{

that the ch11d's 1ntense 1nvolvement 1n p]ay canege 'hanne]ed 1nto

educat1on Thus,'games have been we}comed as a useful techn1que,1h

ff‘_ the 1earn1ng process;ffor a gare 1s attract1ve 1n and of 1tse1f ”aBd

’*snot because of the SubJeCt matter 1t conta1ns (Levwne,“" ¢ .

"ﬂff. (1967) f1ndf'that educat1ona] gawes wh1ch :has1ze 1earn1ng, rathen

v : o .' Il
than w1nn1ng, areithemse]ves wwnnlng conVerts,u There is no

‘-ﬁT, quest1on that games, when proper]y used can have value (Car]son, e
' .y
]971 p- 338)"-for games are dwverse enough to sat1sfy severa]

teach1ng and 1earn1ng obJect1ves s1mu1taneous]y The1r un1que :]-]g3 ffh-f;

s - i -
e characterlst1cs can fac111tate éhe ach1evement o( educat1ona] goa]s -

that convent1ona] medla often fall to fu1f111 (Gordon, 1970)

@ . S :
EE?Jhﬂe few can deny that games have strong mot1vat1ona1 value,’ et
thewr worth as more effect1ve teachxng too]s has yet to be ‘
estab1lshed (CarISOn, 197]) ‘"The few studxes that have been made ,l35;

fa11 to conf1nn that students 1earn anyth1ng from games that they -

fftj coQWd not~have 1earned from convent1ona1 methods (p 320) Kk }t"can”;;h{t7



e,”they are new to the c]ass,

¥ 7a1ternat1ve (p 75)‘V/N6t un1mportant

,fftde: ab111ty oftgawes to so~ve“motrv’

1h;.*the :tudents enJoy themse?ves more whlle they are
"7 playing than when they dre not.., $0' that:

]whatever they" ]earn {whether i be -as.much as

.0 usual-or: 1ess), s 1earned With enjoywent

"””“f(Avedon and Sutton Sm1th 197}j p..315)

FfoIn conétﬁer1ng the nole of play_1n cogn1t1ve deVe]opment,»,,{ﬁsshh

::‘Qd:however, Sutton Sm1th (]9711 100xed at resea?ch 1nto play as 1earn1ﬂg

1

o fand f0und some ev1dence for the effects of games on 1earn1ng Research

=};_Qseemec-to 1nd1cate that cames result 1n greater 1mprovement than

A

; jVOCCUrs when contro] groups receWVe the same tra1n1ng,?rom more »

ﬁ_‘?”ortrodox workbook procedures (p %;?)'“ A]so 1nd1cated are soc1a1
“f'ndmprovenents 1ﬂ’the p]ayers due to the exerc1se of se]f contro1

ffirequ1red 1n play1ng a gane lO th1s end he concluded that there is
s iev1dence to sud&est a functwonal re]at1onsh:p between p]ay, games and

| .;cogn1t1ve development, aTbewt a 1oose one (p 258)



g: a va1uab1e re1nforcewent to Tearnﬂng

Jf-?f31 jGoal d1re ted The wgpnnng aspect of;games offers goa]*ﬁf

b £ S i

;j3d1rect1on toward a clear]y def1ned ob;ect1ve as we]l as

. M N i
: S L

| f@?ha naturaJ end po1nt

: f;4§q.09en ende :he actua] outCOme of the game is- uncerta1n o
s \ .} and open ended ‘ / .. R ‘.p S

o 5 Re1evance Games offer a rea] and relevaqﬁ’@1tuat1on 1n-f“‘

" {f3;5%ﬁ;:; ?;f wh1ch Students can app]y newly acqu1red knoW]edge ;; ;?,“t?f

' : 6. Soc1a1 1ntéract1on The opportun1ty for soc1a1 1nteract1on<g‘ﬂ;




”f:;} convent1ona1 1earn1ng techn1ques (PP 19 26)

m{frona and Peter Op]e“(]969) ébnswdered the appea1 of games

*.ﬁﬂgfrom the ch11dnsfpo1nt of v1ew After observ1ng many ch11dren s

. v EQames they conc]uded that games“have ru]es, and 1n each game there

"ﬁfxg1s a’ contest Th1s contest 1s dec1de$ bfiboth sky]] and T’ckﬁiﬂ’ﬁ“"”-""

' '"\"jIndeed ch11dren 11ke gam s in which there 1s a ' eﬁ»;"*}‘elﬁ"”

.. sizeable e]emept of Tuck, so ‘that 1nd1v1dua1
" abilities cannot.be. d1rect1y compared They :
o Tike games ‘which restart’ almost’ automatwca]]y,; S
750" that, eVerybody is. g1ven a new chante. - 'They:
ke, games wh1ch move in- stages, in' whic feach;g,

wiostage: L “almost, a ~game’ in. -itself .
= I these games ch11dren gain the: reassurance L T
that. comes with: repetition, and the feeling-:. 1:-;;}'j

5];“'\{fy:}_:'of fe]]owshxp ‘that. comes from do1ng the same
o tg,.:ehijas everyone e1se (p 2) SRR

ert games heed not be recogn1zed as effect:ve Just because‘~'

: :,ﬁ_of the1r mot1vad§ona1 appea1 Games can a1so play a. ro]e in growth S

o ! E e
“and 1earn1ng Gordon (1970) emphas1zed games that funct1on to

o

L _5deve1op prob1em;so]v1ng ab111t1es and cu1t1vate an understandxng )

ﬁiof process However, she po1nted out that “games can be des1gned

fs1mpTy to convey 1nformat1on l they exp1o1t'theagame s motxvat1ona1

;/fjﬂﬂor “fun attr1butes more than 1ts cogn1t1ve potent1a1 (p 27) "7““7:"
' hf:gThus Gordon e]aborated severa] growth and 1earn1ng features Df

“ R A S



‘inforflation

fthomprehens1on ngnderstand1ng how a game funct1ons and

“'Titfthe re5u1ts of one s actions 1nvo1ve comprehens1on

| ”7a5_Fej;3§.hJudgemen The' Tayer dften must ana.yse and synthes1zeﬂf7“*"

the ava11ab1e facts to help deterr1ne poss1b1e courses

'”aof act1on SR
. SRR

.S?Verbal and 1nterpersona1 sk111s.; Because games 1nvolve

:@jdea11ng w1th other people, these sk11ls take on ew;:?”h]”ﬁf

'*Q1mportance

CF ]ex1b111t Games deve10p a f]ex‘bTT’ty in approach

”'-fto_problems that encourages transfer or app11cat1on of

]earned ConCeptS . .

.1350c1a11zat1on 3 There are many soc1a1 benef1ts to us1ng

'*igames ”Educat1ona1 games can édd depth to the "’
L;“f”e ﬁﬁfd"‘:ifisoc1a11zat1on process 1n the c]assroom Game swtuat10ns,”;j“3‘
3153;femphas1ze 1nterper50na1 re]at1onse they encourage se]f-

restra1nt and attenﬁggn to the needs of other

.-”;,1nd1v1duals (p 32) f Games help deve10p a. respect for ‘2'

N;rules They ]oosen 1nh1brt10ns ‘as norma] relat1onsh1ps ‘f“m

bcr;z;hf;ixlff;};are suspended and they encourage and e11c1t act1ve

“3ibehav1or (pp 26 32)

| Addltlonal advantages of games si% the Targe range of sk111s
{ﬂ;they can encompass, 1arger than can a teacher S c1ass presentatwon '

// \§‘C0]eman, 197] p 3259 Games aTso offer an opportun1ty to pract1ce e

v



ifwhat has"eeﬁ taught, that'ls an ppo”uun1t fof 1nterest1ng

The 11m1tat1on4 of games Games a]so possess certa1n 1nherent

11m1tat1ons Carlson (1971) suggested f1rst that games offer
FTF{jan art1f1c1a1 s1mp11f1cat1on of . rea] 11fe : Second he stated that

‘ fﬁ@games are "vu1nerab1e to abuse, part1cu1ar1y 1n the hands of
: G. 5 . .

Thlrd competltlon may

&jlead to an exce§s1ve emphas1s on w1nn1ng and de emphas1ze the 1earn1ng

[ -~

: .‘vé-w' o

: g,l i




?fj[,one of many approaches to 1earn1ng The1r ro]e WSia com ]

Hav1ng condeered the

\

The ro]e ongames 1n educatlon

'cxr?and Hos1er (]950)

-a:;/flnstruct1onal games. Jud1c10usgy_used w111 f1nd
. children giving.undivided atteption to: the task -

. at. hand. . ThEse games will fagiVitate 1earn1hg j”f
Cforia - pup11 while. reward1ng him. in: T
-a351nterest and a- var1at1on an: what 1s somé&1mes 5 BRI A
oa monotonous r0ut1ne (p: 4) r,;Ju _:__3.,,-g; ‘Ti,f”_fgé:~'~: -

'717It must be stressed however, that games are not. 1ntended as -

'Zt;la subéﬁﬁtute_for other learn1ng act'ynt1es. They are cons1dered an

- I




”"i1:the mater1a]; not the game.,

;*fifmean1ngf41 and more 1ast1ng way ¥ Jbeen'taught

Pr1nc1p1es of games can be summar1zed for purposes of th1s
3 study as: fo]]ows -i.m*lf ”{1  i :init:f  v ;;f!C9ff*fj:fo_ .”

o e - ‘ N R BRI
_1 Intr1ns1c mot1vau1pn Games are 1ntr1ns1ca1]y mot1vat1ngﬂﬁ, ¢“

"ﬂ}and th1s accounts 1arge1y for the1r appea1

SR 7Part1c1pat1on.,’Games 1nvo]ve act1ve part1c1pat1on wh1ch  ;1"\ﬁ'A

." T 7




- e 1nteract1on and peer 1earn1ngi
i .ia'w:Lééiﬂiﬁi?}fgk;” ?and/0r fﬁctua] 1nformat1bn are the-b

"most games ,

: e-9 eve]qpment and croﬁth "TGames can both ref]ect the e:f’
. ‘c,>. : ‘ R ‘/ ol v
afj-sgjﬁf_w,t developmeuta] process and enhance furthev deve]opment i

e

N




"leo p]ay, to exp]or} ». to ,-1m1tate,“ to mampu]ate.
te” expemment, is. not on]y in"the f1mte to '
‘ learn," but also, i the mﬁmte, to be
:-"v(p 12) R >
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. PROCEDURE FOR-COLLECTING DATA.

R

To fnnd the theoret1ca] pf1ncfp]g§igﬁidﬁj dﬁdeﬁeygg?gitzgﬁ

Gy due pust
N s : : s . 2 H :? . ‘_".f. "2}'3 L
o .seek the 1nterrelatjonsh1p ; at EXISt.y These-'ﬂ”er“’15t1ons lp: c

i

"»"3!1earn1ng, p]ay, and games 'that afé"relevant




FYgure 4

"The Interre'latwnsmp of Learnmg,-cﬁ"ij].& Djéy.efblp;tne'nt; =
R : P'lay and Games LR e




iéor:facts a]ready taught, arefeducat1ona11y"sound The uTt1mate:“

 ;“to adaptat1on for spec1fvc_teacher def1ned purposes Th1s goal must j;i?;J

':',f be kept 1n m1nd 1n the sedect1on of theoret1c€1 pr1nc1ples. The fol]ow1ng”

-:“iij"more thorough P]ay behav1or susta1ned by-;ntr1ns1c~mo¢1VQ§r_,';T




’partlcﬁpat1on., The% h11d-shou]d be actlvely'1nv01ved-iwtthéﬁiearnﬁn

]ny ways synonymOus w1th part1v1pat10n It 1s an akousaT- i

ﬂfactlve lnvolvementvof‘the part1c1pants. aaﬂ]fb

Re1nforcement

rj‘.
Hhat fo]]ows any act determ1nesﬁwhether or not the act w111"“f

‘-,j3be repeated ‘5:earn1ng 1s 1mproved by pos1t1ve re1nforcement or

‘”j}ireward "The respons1ve nature of games prov1des 1ntr1ns1c and ]nW““”‘”f

”:'ffprompt feedback wh1ch acts as’ re1nforcement f;”fff[;LiV

X

-r”ct1ce., P]ay behavwor often 1nv01ves repet1t1on and

{_]earn\ng, and p]ay behav1orﬁa11 reflect ‘1t"'"; e
. '1nd1v1dua1 var At any glven age ch11dren w11] be at

‘Td1fferent stages~g. FE%elopment They w111 a]so vary 1n the dwfferentjx,f

z-areas of deve]opWent -~ Physwcal, soc1a1 emot1ona] and cogn1t1ve “itbfl‘;
ﬂlﬁldesplte the 1ntr1cate 1nterre1at10nsh1ps that ex1st ThTS

L varIab111ty can part]y be accounted for by,the ch1]d s pr1or e{f;t*hl

texperwence _ It 1s also exp]a1ned by the env1ronmenta] SItuatwon of

. ithe moment and by the mean}ngfulness the SItuat1on has for the 4 11 .?ﬂ‘




The 1nterre1at1onsh1p of the pr1nc1p1es of mot1vat1on.”d'"”' '

©

‘j'h;:part1c1pat1on,_re1nforcement repet1tton and 1nd1v1dual varlab111ty;d"

'dff_for ch1]d deve]opment, learnln%)Jp1ay, and games, 15 chaﬁted 1n
"“Tmeable 2 T e e e T

ihe ,R-;’TER;A.-‘ ng"sété_é'rfm"e",GAMES' i

On the bas1s of th1s set of 1nterre]at1ng przncwp]es, found

”fif1n Table 2 cr1ter1a for se]ect1ng games can beheStab11shed The'

,and how they v{;:“;i' ; ﬂ?$

' lpperqte To th1s end the fo]]ow1ng cr1ter1a h ze'been estab11shed

:Mot1vat10n :?f?f' @Q;¢_nf_" s
Cr}ter1a of mot1vat1on operate 1ntr1nswca1]y 1n any game

'-”_ThEy lnc]ude the cr1ter10n of compet1t10n, the cr1ter1on of suspense, :

»fffd%he cr]terla of sk1]]“ stratGQY, and chance comb1nat10ns, and the

cr1ter1on of 1nterest.i The compet1t1ve element of a game offers B
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pportun1ty for 1nteract1on w1th

The emot10na1 element covers react1on to rewards or'"'

pe.a]t1es buy]t 1nto the game and to the ultwmate w1n or lose aspect;f?”

of the outcome of p]ay The cogn1t1ve element 1s most often one
1nvolv1ng problem so]v1ng S1tuations wh1ch requ1re the 1earner to

pract1ce or app]y what he has been taught

R T8

Re1nforcement

Cr1ter1a of re1nforcement a]so operate 1ntr1nSTca]1y in.

A
[

games The_crfter1on of prompt feedback as to the consequences of

one s ch01cefor actlon 1s des1reab1e.v However for max1mum

effect1veness in. Iearnlng, the cr1ter10n of re1nforcement should

take a pos ef?ohms}‘*




8 d@iﬂReQetit1on

g

e ORI

Cr1ter1a of repet1t1ve pract1ce assume 1mportanee s1nce the

‘xnifkfgames to be con51dered 1n th1s study have the stated purpqse °f

[V

”iﬂfac111tat1n9 learq;ng. and learn1n9, by def1n1t1on, redu1res T?taiﬁ:tiilﬂ

'1,'pract1ce Ch11d development has been seen to proceed 1n an 1nvar1ant

;Zu;sequence However, progress 1n thlS sequence,.?S basedgon the

"-_i1earn1ng cr1ter1a of repet1t10n are to ach1eve power and mastery

\?f;TPlay cr1ter1a ofwrepet1t1on are 1arge1y fbr p}easure and creat1v1ty

2o

EE % '
;;}nteract1on of maturat1ona] factors w1th 1earn1ng factors Thus the‘

(#The cr1te§1on of repet1t1on found in. games 1s Qne of r1tua1 or ru1e

"HGame p]ay and progress can be made cont1ngent upon var1ous constra1nts,:
'ufuuwhtch can in’ turn be based upon the pract1ce of certa1n sk11ﬂ or

ifffactua1 1nformat1on | | | | |

”rf

S N AR

7rlflnd1v1dua1 Var1ab111ty

AL

,1,‘.
‘/_

Cr1ter1a of 1nd1v1dua1 var1ab111ty must be carefully cons1dered

] 9

" in the se]ect1on of qames\‘ of these the cr1ter1on of ab]]}ty and

“:hence of meanlngfulness 1s perhaps the most bas1c The cr1ter1on of

'i" deve]opmental stages, 1ncorporat1ng d1fferences 1n stages Of Dh¥51C5]

g soc1a1, emot1ona1 and cogn1t1ve deve]opment w1th1n 1nd1v1dua1 - Effu-
R “ . N ‘ .

N L
oy ch11dren affects many aspects of qames\ These two cr1ter1a are

l

part]y explawned by the pr1or experuence of the 1nd1v1dua1 and by '
' the env1ronmenta1 s1tuat?:n of the moment In games, however thesefgf_§=ff

cr1ter1a of 1nd1v1dua1 var1ab111ty can be m1tlgated by the '53

.'--"7'

;'comb1nat1on of elements of sk111, strategy, and chance . The re]atlve

"{me1ght g1ven each of the

j1n a “game w1]1 1nf1uence the ". s

G



""..,'evelopment 1earm"




A Theoreti cal:
Pm nc.1_p]es

Reinforcemes

finfluence|




hich -may. use













bject of the game i

ible; the first .player asks the

him, and.he can .continue. askin

“Teast one of the Bgher players







' these«games qre -a’great deaﬂi
jp1ayed y pu11 ' ' ‘
“'h1ch i

;vnumbered card he]d by one
= , 0 marks: this number on-a'card’
-by placwng a small. marPer over‘the number when
any. p]ayér has five.- numbers in.a row on: h1s card
p ‘and down’; across, .or, d1agona11y, he ca]lé out
he. ame'of‘the game andi-'” . ‘80




ObJEC .bemg to comp]ete a stralght or.d agona] 111ne
7. ‘of - three " of .one's mark - before;, the: other ‘player: .
._--'-'-;does (Nebster s New Hoﬂd D1ct1onary, 196 P T
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most often in: the kgrm

Fection, or. to-complete’ th
of those items’, drawn by. 1o




'~1 a~dders" 1 ead‘nan-_.ahea ‘







Thie of. this type of game

" progress. on the.










_~The gg&of ﬁlaymg cards. : Nhﬂe the truestiﬂustrat R










-wNote Under11ned comb1nat1ons are om1tted 1nﬁa‘tWenty e1ght ca?d
s ““deck as’ they are: mere]y the reversa] of comb1nat1ons a]ready :
presented o 3 T IR T SR







‘::y-sifoquare grid etc 5

o f\: : ‘v-,‘ e

.

~U';r;dﬁBend1hg on the purpbses for which 1t is 1ntenéed



'::F1gure 7

;"‘5 The Bas1c Game Form -ound In a ChanCe Gr1d Game Board
Based on a 25- Square Grid Using a- Tota1 of . Th1rty
to Give S1x D1fferent Card Poss1b1]1t1e§

~';;¢w BETAR A



f;éhfF1gure 9 (on page 104) and 1gure 10 (on page 105)~:_~;-h;’f~

'Tf The cont1nuous path;game board The game board 15‘9nce:?dﬁ o

Jf};%aga1n the bas1c form of th1s type of game.ﬁ A cont1nuous game board :

: %has a cont1nuous path, no f1n1sh1ng povnt ex1sts on the bo"rd;"' 5

./

o “0pportun1t1es tofga1n or lose game resources are bu11t 1nt',the

PRI

.72;ffgame board The board funct1ons to gu1de p1ayers as they select >ff







- Figire™.

- PRSI

A& Exale of a Start-Finish Path Gane Bosrd




0 2 Start-finish P

g










I Goclfteachlnq;to'f111 1nd1v'
v B e

"khﬁf,These games are not 1ntended to rep1ace good teachrng or to d1agnose;

dual-needs_ s also a'pr1oritya ”L'

”1f1nd1v1Hua1 needs;. They come a step after 1nQ1v1dua] 1earners have

e

:’beenvtaoght the essent1a1 pnocesses and facts These games arfzpartﬁ g

fftfoﬁ-the fo]]ow-up act1vit_es that heIp reinforce what has been taught;ofﬂfyg

?V'hf'and "f1x“ 19@’”1"gui

They are comp]ementary to the'Iearntﬁg process
ﬁ'“furather than supg]ementary e IR e

FER



3 .

.certadnue'edents of<make be11eve“

r”presentatjh' B

se]ectid for sk1]1 development others are selected

JuSt for 1nterest and appea] U?ten a theme 1s used t06”{*

he]p aehweve these 1Qtter purpd%ésﬂw

P]ace markers Sets of 1tems appropr1ate to the var12§§

representat1ona1 bases se]ected for the game boards

-

shouId be ava11ab1e for use.asaplace markers M1n1ature

of p]ace markers that m1ght bé‘useful On path game

.

boards The 1mpo¥tant charactelnst1c bf a p]ace marker

C——




'_..'”_"nts can i‘be_ buﬂt '.nto-‘ th game'&r‘ough the 0’59 °f

efThesefcam;be w1Td’or lgoker" Card531"_ .W'

1and1ng on a board sect1on_uarked* chance."t These cardsf'

.-',

th1s belng th'>"chance

'fffif}fﬂfffﬁ extra turn":or-s1mp1y “+2" Or'" 3"" When adapted to the  §‘

se]ected themes the message might change to "f]at tire.-—i L*”

AN
R TN
e

m1ss one turn"'or "sw1ft cdrrent - move ahead five *5“'

- Spacesku o : ’ ~

}:",_'-., :

C]ear]y def1ned ob3ect1ves for 1earn1ng\;re perhaps the most
T

~?1mportant aspect of any genera1 games format

J.J.'A,

e actual obJect1ves ;[;}

"?;wi11 be stated 1n terms of: the PaY‘UCU]ar content SEIQCted for the

L VO




presented The essence.of th1s adaptd?ﬁon 1s'f0und 1n the actuaTi

‘:fff11ght ofithe
'”f?_be used

et T v

Td,requ1rements of each game wh11e the bas1s .or the adaﬁtat1on of

"sf1t operates and thése refé?ences are thought

.'9of th1s study t\//

The element of cha ce 1s'p; 

3‘}of the appea1 of games is accougtéé/fo*

a\'

"u K

lsffﬂgfluck In th1s Way, learners of d1ffer€ht ab111"f

. 'Q ' s . . ‘-:‘. . v "._‘ . .‘4 :. :..'b:_‘..: B »“ . -‘ e y




"'.. f;te_,nquporate them 1nto the deck of cards

vselect thdseésl‘ITs or facts“shecw1shes hervstudents to practice and
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