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Abstract

The goal of this research project was to develop a methodology for designers that
assists and quantifies concept design decisions so designers can; enable increased
user access; widen the user demographic of interactive digital media; and improve
participation and competence with technology through play.

The background, focus and methodology of the study are established in the context of
Human Computer Interaction achieved during play. Various potentials and limitations
for social and technological development are discussed, along with the importance of
Designing for Inclusivity as an approach to the design process.

Literature was reviewed from areas relevant for understanding the research issues and
undertaking the design investigation. These included theoretical and empirical work on
the psychology of user motivation, play, learning and social development. Design
processes relevant to interactive digital media design and development were also
reviewed and considered. The study revealed a lack of concept generation techniques
to guide designers of interactive play media.

The Play Concept Generation Technique therefore informs developmental design and
practice by defining how interactive play concepts, interfaces and content can be
created, based on psychological motivator profiles of users. Concepts and content
produced by this process have proved to be more appealing to a broader user
demographic than those currently considered ‘gamers’. The multidisciplinary approach
encourages the potential of wider user participation in interactive play environments,
enabling and promoting psychological, technological and social development and
competence.

Additional outcomes are; the ‘Play Chooser/Nexus’ designed to assist development of
interactive digital play media, and several concept proposals for /nclusive Interactive
Play, aimed at widening and increasing user access and competence with technology.

Designing for the Future, provides reflection on the journey taken by this study. Key
contributory factors are discussed in relation to the design approach proposed for
Inclusive Interactive Digital Media. The importance of Designing for Inclusivity is
reiterated since this proactively enables access to interactive play media where
familiarity, learning and competence with technology and socially interactive systems
are undoubtedly acquired. Future considerations identifying the potential of Inclusive
Interactive Digital Media to improve future social and technological development are
also discussed.

Susan A. Wilson April 2005
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1 Introduction

This introductory chapter provides an overview to the research work presented
in subsequent chapters, along with information on the context, focus and
methodology of the research described in the thesis.

1.1 Background

The research and development in this dissertation has its roots in some
questions that emerged while undertaking a study to resolve concerns that had
arisen in a market segmentation study’ of PC users undertaken by request of
Electronic Arts, a major global software publishing company. This study had
indicated that there were fewer sales of leisure software games amongst
teenage girls when compared with boys of a similar age and with girls in the
5-12 age bracket just below.

The publisher recognised that the leisure software industry was dominated by
games and products that had a strong male orientation. The publisher's
philosophy for leisure software was that “games are for everyone” and they
were determined to find ways to broaden their user population and make
‘gaming’ accessible to all, including teenage girls. They wanted to know whether
it was true that these girls were not buying software games and if not, why not?
Were they interested in leisure software or not? If they were interested, what
would they want to buy? The publisher did not feel that the teenage female
market segment had to date been comprehensively investigated. This was a
potential new group of users and the publisher was keen to develop new
products for a wider demographic.
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The publisher was specifically looking for a research and development
programme that was not prejudiced by any substantial knowledge of the games
industry and that could not only research the field, but also provide product
concept designs and solutions that would begin to address wider user
participation in an applied environment.

The initial year of this study therefore investigated, through primary fieldwork, a
representative section of the UK female market, aged between 13-19 years old,
during the period November 1999 to September 2000. The main aim of the
investigation was to study the attitude and behaviour of these girls towards

leisure software.

An initial literature review, late in 1999, revealed a large volume of literature and
theory on the psychology of play, motivation, learning and social development.
The specific discussion of this literature appears in chapter 2 and covers
theories ranging from the 17™ century to the present day. This reference
material provided a background for the study and became influential in aiding
the design process. It was decided to pursue a chronological analysis of
psychological literature in this chapter since it was felt this would show the
evolutionary nature of much theoretical work in this area.

The psychological literature on play, motivation, learning and social
development, along with that detailing new and traditional design methods,
contributed to the path taken for the design process in this study. This process
also referenced information from literature specific to interactive digital media,
which included specialist areas such as: new technology, hardware
development, software games, graphic styles, culture, leisure, lifestyle, history,
gender, ergonomics and human computer interaction. Although the study began
with a focus on software games, this focus widened as the study progressed
and it became clear that the influence and appeai of interactive play offered
greater potential than just as a leisure activity.
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The review of social literature enabled a broader understanding of the context of
the study and helped to establish its place in the domain of cultural and social
development. Some of the opinions on social and technological development,
including philosophical issues raised by new technology, are discussed later in
this introductory chapter, in the section covering the research context.

A review of design process literature at the start of the research in autumn
1999, revealed no published methods specifically for interactive software
games. Methods had developed within Systems and Information Design, but
none of these were specifically useful tools for deriving or establishing
information within a play context, particularly in relation to concept generation.
From discussions with professionals within the industry at that time, no
consensus on methodologies for the research or design process under
investigation was identified.

A large number of design methods were therefore researched, reviewed,
analysed and evaluated in order to establish whether any of them could be used
to aid the design of a new method for the phenomena under investigation. The
literature review of design methods is covered in detail in Chapter 3: The
Design Process, and is organised into three main groups; existing design
processes, technology based design methods and software game design
processes. Primary research with an existing publishing company and several
development studios was also undertaken to establish their structure and to
identify any design processes being used in development.

The fieldwork to access potential users or consumers of interactive digital play
media, was undertaken during the period autumn 1999 to summer 2000.

During this time, the evaluation of user interests, user behaviour and interactive
psychology was studied with the use of a prototype tool kit that was researched,
designed and developed. This led to the development of a proposed design
methodology, which is described in detail in Chapter 4: Fieldwork: Accessing
potential users. The process and tool kit were developed specifically for use in



Product Development in the Leisure Software Industry Chapter 1 Introduction

the study of an identified potential user group comprising teenage girls between
the ages of 13-19 years. The process was later tested with three teams of
student designers to establish whether it assisted designers in the generation of
concept ideas relating to a wider audience of 25-50 year old users.

Building on the literature review and the fieldwork, Chapter 5: Designing for the
Future: Inclusive Social and Technological Development, provides reflection on
the journey that this research study has taken. The changes in thinking that
occurred as the work progressed are discussed along with an evaluation of the
utility value of the approach taken and whether this has the potential to enhance
learning, participation and competence within the context of technological and
social interaction. The importance of designing for inclusivity is discussed and
attributes of the research that inform inclusion and cross-cultural design are
clarified. The work concludes with recommendations for a more pro-active
approach to the inclusive design of interactive digital media.

During the whole of the study, it was necessary for the literature review in each
area to be ongoing. This continuous review reflected the constant growth of
literature on new technology, and also allowed the author to include and
analyse new and relevant research in the area wherever possible. Additionally,
the software design methods and development processes within games
production were evolving during the time of the study, and it was necessary to
reflect this in the thesis methodology and conclusions. The lack of published or
even identified processes until late in the initial review process (2001) proved to
be a difficult and challenging problem to overcome. It was also necessary to
remain aware of the dynamic advance of new technology itself, along with a
constantly changing impact on society, culture and lifestyles providing a context
for the study whose influences over time were variable, highlighting the
importance of recognising time as a factor in itself.
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1.2 The research context

The overall context of the study is that of humans accessing computers and
thereby technology in general. The particular focus is on the potential of this
access being achieved through play.

As Diane Ackerman identifies in her book Deep Play;
“Play is widespread among animals because it invites problem-solving,
allowing a creature to test its limits and develop strategies. In a dangerous
world, where dramas change daily, survival belongs to the agile not the
idle. We may think of play as optional, a casual activity. But play is
fundamental to evolution. Without play, humans and many other animals
would perish.” (Ackerman, 1999:4)

Figure 1.1 (overleaf) illustrates the factors that make up the fundamental
context of this study. The left hand side of the diagram illustrates the human
psychological input to the domain under consideration, and the right hand side
illustrates the inputs of computers and technology. The ‘access’ to computers
by humans is achieved through the design of interactive digital media, whose
path is mapped by the central arrow flowing downwards as the design process

develops.

Software games were the first examples of interactive digital media, designed
by scientists or technologists for their own use and pleasure. Play was a means
for experimentation. Some of the original computer games, for example, Pong,
were almost certainly born out of the first reported experimental interface
sending two blips across a screen in 1966. (Herz, 1997)

It is clear that these first ‘games’ were devised by people who already had a
developed knowledge of the available technology. (Herz, 1997) These games
attracted interest and were soon taken up by a relatively small niche user group
who also had either a professional or passionate interest in technology. Thus a
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cycle breeding new technologists began to form throughout the latter part of the
twentieth century and into the beginning of the twenty-first, with the interest in
software games and interactive digital media growing continuously.

Humans | | ACCESS » Computers
Psychology Design Technology
» Existing design processes [ :
Play s, il Science
'l' engineering
Software games M drisa
programming
art
Niche Existing
user components
group(s) + attributes

Figure 1.1 Diagram to illustrate the cycle breeding new technologists.

As a result of this iterative development of the field through rapid technology
change and user interest in expression, the initial design processes for software
games and interactive digital media were not formally documented, but appear
to have grown out of experience and personal preference. Certain game
genres arose out of the interests of those initial technologists and the
components and attributes of these early games became firmly established as
the ‘norm’; defining the paths of development, but also limiting potential
exploration beyond set boundaries of particular genres.

Space war games, for example, became particularly popular after 1961 when
Stephen Russell, Martin Graetz and Wayne Wiitanen conceived a computer
game called Spacewar. This game featured ‘two spaceships firing photon
torpedoes against a field of electronic stars’ and ran on the PDP-1, a computer
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the size of three refrigerators, manufactured by the Digital Equipment
Corporation and located at the Massachusetts Institute of Technology (MIT).
Spacewar was only possible as the PDP-1 was a remarkable technological
innovation in its day, being the first computer to have a screen and not use
punch cards. (Herz, 1997)

It is suggested by some that Spacewar was the world’s first videogame. (Herz,
1997) Russell and his colleagues completed the game in 1962 and left the
program on all the nearby computers so that anyone could play or copy it.
Virtually everyone did. This powerful user interest created an incredible
reaction that would shape the future of technology.

As Russell states;

“I think the thing | take the most pride in about Spacewar is that it got so
many people hooked on computer programming. It caught a lot of eyes
and got a lot of interesting people asking, How do you do that?”

(Herz, 1997:8)

Spacewar influenced many of these people to go on and become software
developers themselves. There may have been many factors for this take up of
software development, but research on human behaviour suggests that it was
the human drive to play, even on a massive PDP-1 computer that they could not
resist. So, as early computers developed, so did the code that tured them into
game machines. By the early 1970’s aimost all academic mainframes were
housing simple software games. When these programs were written,
computers were incredibly large and expensive and no one imagined that
computers would one day become cheap enough to make them a mass

phenomenon.

The first generation of software games was therefore mainly concentrated, as
stated previously, around those technologists who had knowledge of, and
access to, the technology required. Thus, although the first experimental
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interfaces were devised in the late 1950s and throughout the 1960s, it took until
1972 before Pong became the first arcade game, and 1974 before it was
released for home use by Atari. (Herz, 1997)

Ideas for new games were developed throughout the 1970’s and 1980’s, simply
driven by what was already considered popular or desirable. As they were
created primarily by technologists, the genres that arose were limited and there
was little attempt to broaden the user population by challenging the design
process. Consequently, the niche user group continued to fuel the components
and attributes of software games and were usually the people who then went on
to work within the technological fields themselves, designing and programming
the next generation of software games. The result of this was an iterative cycle,
as developers became very good at incredible technological achievements, but
arguably within very limited arenas of play.

Critical debate during this period identified the need for wider user participation.
Subrahmanyam and Greenfield, when they began their research in the 1980’s
on the effects of video games on cognitive processes, were struck by the fact
that video games were a largely male pastime.

“Not only did young boys play video games more often than girls both at
home and in arcades (Dominick 1984; Lin and Lepper 1987; Rushbrook
1986), but this difference persisted into the college years (Morlock et al.
1985). Moreover, one of the most comprehensive survey studies of the
1980s found that even kindergartners of both genders viewed video
games as more appropriate to boys (Wilder, Mackie, and Cooper 1985).
At the same time, games were generally the first and most frequent
childhood computer experience. Therefore we, like others, were
concerned that females might be at a disadvantage where computer
usage was concerned because of the speculation that computer and
video games provide an easy lead-in to computer literacy (Loftus and
Loftus 1983; Greenfield 1984; Greenfield and Cocking 1996; Kiesler et al.
1985).” (Subrahmanyam and Greenfield, 1998:46)




Product Development in the Leisure Software Industry Chapter 1 Introduction

Regardless of this apparent gender bias in the games industry, in the
technological climate of the early twenty-first century there is little doubt of the
success, in financial terms, if nothing else, of the software industry. Figures
published by the European Leisure Software Publishers Association (ELSPA)
show that in the year 2000, UK sales alone of leisure software products reached
almost 40 million units, a 16% increase on the previous year. Since then, the
figures have continued to rise. In 2001, total leisure software sales reached a
total of 47.2 million units (£1055 million).

On a global scale, the UK is considered to be the third largest individual country
market after the United States and Japan, but was the clear leader in Europe in
2002, with total UK leisure software sales reaching £1,081 million?. According
to the same report, in the UK, 215 million units of leisure software have been
sold since 1995, and across the world, since 1995, nearly 3 billion units have
been sold. Current figures for 2004, rate the value of the UK leisure software
market at £1,217 million, quoting an increase of 6% since 2003.°

Electronic Arts, one of the largest global publishers, has been particularly
successful in developing and publishing for existing game genres, but at the
time this study began was aiming to develop a strategy of ‘games for all'. One
of their top marketing executives explained how they wanted to promote the
idea that anyone could play software games. As previously stated, this research
study was initiated by the desire to find out what kind of games would interest
teenage girls in particular, in addition to other groups with little current interest.
The publisher mentioned above, had previously commissioned a market
research report, which had concluded in 1999 that there was a sharp fall in the
number of teenage girls, aged 13-19, buying PC software when compared with
girls in the age group below.
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This discovery led to the specific user group research which is detailed in
chapter 4, Fieldwork: Accessing Potential Users. This project initially was
intended to identify whether the market research conclusions meant that this
particular female group had no interest in software games at all. The results of
initial fieldwork established that teenage girls did, actually, have an interest in
interactive play, but simply did not buy the existing games as much. The project
aim then focused on finding out what kind of game these young women would
be interested in buying.

The focus of the study was born out of that initial research, as the preliminary
literature review identified that no concept generation technique existed
specifically for the design of software games. It also became frustratingly clear
that there was a definite lack of variety of content in software games to appeal
to new, or even mainstream users, and that most publishers were opting for
safe options for leisure software development either by regenerating old
concepts that had already made a profit, or by acquiring franchise rights to
existing well established fictional concepts.

In order to generate new concepts for interactive play, and thereby attract wider
user participation, it was essential that a design process be developed in order
to establish how to attract potential users that did not currently have an interest
in existing products. To explain the context of this, various extra inputs were
considered and added to the initial domain of study. Figure 1.2 illustrates these
additions (in blue) that expand the original diagram:
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Chapter 1 Introduction
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Figure 1.2 Additional inputs expanding the context of the study.

For a designer, it is essential that the design of any concept generation

technique should consider elements from all possible areas. To the left of the

diagram, ‘Motivators’ are added, which are the central psychological drivers of
play (see chapter 2). To the right, the discipline of Human Computer Interaction
(HCI) is added. HCI has emerged out of the advances of technology as a
research field in its own right and this will be discussed later in this introductory

chapter. In the centre of the diagram it is apparent that data needs to be
considered from both the potential and niche user groups, in addition to the

existing components and attributes of software games in order to provide
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comprehensive input to the design of a concept generation technique. Even
more inputs can then be included as the process is developed another stage
(see overleaf, figure 1.3, The Research Context).

Motivation drives us to learn through rehearsal, which will be discussed in
chapter 2. Familiarity and competence develop out of this rehearsal and these
acquired skills teach us how to behave within a social context.

By bringing psychological motivators, (identified in psychology through the
theories of play, learning and social development) into the design process,
interactive play concepts can be generated that are based more closely on the
psychological profiling of a particular user group. These concepts would
produce products that would not only be more appealing to each group, but that
would also encourage their social and psychological development.

The output of the Play Concept Generation Technique would be inclusive
interactive play, provided through interactive digital media that would encourage
access from a wider range of users. This would in turn encourage wider access
to and familiarity with technology itself and reduce the risk of certain groups
being at a disadvantage in technological awareness and competence. Long
term this process could arguably produce social and technological advantage.

12
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1.2.1 The potential and limitations of Social and Technological
Development

Herbert Marcuse attempted to explain and develop philosophical concepts
during the 1930s in order to advance critical social theory. He believed that
critical reason was the central factor of philosophical thought and critique.
Marcuse stressed the contrast between one-dimensional thought and dialectical
thought. In the introduction to what is considered Marcuse’s most important
and influential work, One-Dimensional Man (Marcuse,1964,1991), this contrast
is explained:

“..one-dimensional thought and action derive their standards and criteria
from the existing society, eschewing transcendent standards and norms.
Critical and dialectical thinking, by contrast, postulates norms of criticism,
based on rational potentials for human happiness and freedom, which are
used to negate existing states of affairs that oppress individuals and restrict
human freedom and well being. Dialectical thought thus posits the
existence of another realm of ideas, images, and imagination that serves as
a potential guide for a social transformation that would realize the
unrealized potentialities for a better life. Marcuse believes that great
philosophy and art are the locus of these potentialities and critical norms,
and he decodes the best products of Western culture in this light.” (Douglas
Keliner, introduction to Marcuse 1964,1991:xvi)

Marcuse (1964,1991) argues that contemporary industrial society has a
tendency to be totalitarian® because of the way it organises its technological
base. He claims that political power asserts itself over the technological
organisation and that governments of advanced and advancing industrial
societies can only maintain security when they succeed in mobilising,
organising and exploiting technical, scientific and mechanical productivity. He
claims that this productivity mobilises society as a whole, and goes beyond any
particular group or individual interests. Marcuse stresses that
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“The prevailing forms of social control are technological...... but in the
contemporary period, the technological controls appear to be the very
embodiment of Reason for the benefit of all social groups and interests — to
such an extent that all contradiction seems irrational and all counteraction
impossible.” (Marcuse,1964,1991:11)

Marcuse argues that in the most ‘advanced’ civilized nations, social controls
have penetrated to a point where even individual protest is affected at its very

core. Marcuse claims that,

“Today this private space has been invaded and whittled down by
technological reality. Mass production and mass distribution claim the
entire individual, and industrial psychology has long since ceased to be
confined to the factory.” (Marcuse, 1964,1991:12)

Marcuse concludes that in reducing the space of imagination, society forces the
imagination to prove itself on new terms, where images are translated into
potential capabilities. He claims that development is dependent on the nature
of the society that develops it. Marcuse argues, that technical development has
separated imagination from the realm of material production and material
needs, and invested it with technological logic, therefore reducing the ‘free
faculty of the mind’. He also claims that this reduces the gap between
imagination and Reason, so that they both become dependent on finding
common ground. Marcuse argues further that given the capabilities of
advanced industrial civilization, ‘play of the imagination’ has become mainly
about playing with technical possibilities to test for the chance of realisation.
(Marcuse, 1964,1991:253).

McLuhan and Powers (1989) echo the opinion of Marcuse on the loss of
individual identity:
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“The bad news is that all persons, whether or not they understand the
processes of computerized high-speed data transmission, will lose their old
private identities. What knowledge there is will be available to all. So, in
that sense, everybody will be nobody. Everyone will be involved in robotic
role-playing including those few elitists who interpret or manage large-scale
data patterns and thus control the functions of a speed-of-light society. The
more quickly the rate of information exchange speeds up, the more likely
we will all merge into a new robotic corporate entity, devoid of true
specialism which has been the hallmark of our old private identities. The
more information one has to evaluate, the less one knows. Specialism
cannot exist at the speed of light.” (McLuhan & Powers, 1989:129)

This quote illustrates the view of McLuhan and Powers that tailored data tends
to give a user an illusionary sense of identity. They predicted, in 1989, that the
initial competition between different sorts of hardware will end in a merger of
durable and efficient hardware that will cease to be noticed and that software
will emerge as the key factor in technological development. They describe
software as being,

“a system designed to service the customer’s total communication needs in
almost an organic fashion.” (McLuhan & Powers,1989:127)

However, McLuhan and Powers are keen to stress that as software becomes
more easy to use, decentralization intensifies. They propose that a remedy for
this is to diversify software, which they argue tends towards decentralisation
and discontinuity, using right-hemisphere mentality from the realms of
musicians and artists. In contrast they claim that hardware tends towards
centralism and connectivity, and is identified with left hemisphere mentality®, the
cortical region dealing with hierarchies and of linear, mathematical and
sequential categories. The ordering sense of the left brain is therefore
quantitative (diachronic) in contrast with the right brain, which is considered
qualitative (synchronic). The back, or posterior, lobes of the upper brain, deal
with specific touch sensations and spatial information. These interact with the
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frontal lobes, which tend to abstractly play with the constraints of time and the
ability to plan in order to link the world of now to the world of future. These
identified parts of the brain in conjunction with the lower brain; which has
evolved over millions of years, and deals with basic functions such as
heartbeat, respiration, aggression, ritual, territoriality, social hierarchy and
emotions; indicate that a human brain has separately interfacing cognitive
systems. (McLuhan & Powers, 1989)

The dominance of left or right hemisphere thinking when problem-solving is
largely dependent on environmental factors. According to Trotter (1976), in his
observations with Third World or non-literate societies, Third Word countries
tend to adopt oral-aural, acoustic or qualitative representations where they have
not developed the use of a phonetic alphabet. In contrast, First World countries
tend to support visual or quantitative representation (left-hemisphere thinking)
exemplified in complex transport networks and ‘logical or rational’
administration. The dominance of the left hemisphere, leading the right brain in
the context of much ‘Western’ culture, suppresses the right hemisphere. The
right hemisphere on the other hand, takes all factors into account.

McLuhan and Powers argue that;

“The present electronic age, in its inescapable confrontation with
simultaneity, presents the first serious threat to the 2500 year dominance of
the left hemisphere.” (McLuhan & Powers, 1989:62)

According to McLuhan and Powers, oriental nations allow the right hemisphere
to direct the left and they claim that this right hemisphere culture has a lot in
common with the simultaneity of the age of electronic information. They propose
that the latest technological developments are structurally right-hemisphere and
‘oriental’ in nature and effect, and that
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“The right-hemisphere culture naturally seeks to tune or reconfigure
intervals rather than to connect situations and relationships.”
(McLuhan & Powers, 1989.65)

Intervals are explained as the space between things, which define both spaces
and are “where the action is”. This space is both audile and tactile. McLuhan
and Powers, report that the oriental approach is to use this interval between
things as a primary means of getting in touch with a situation. They stress the
importance of constant readjustment to our surroundings, taking all factors into
account and attempting to find a balance between left and right hemisphere
thinking and problem solving.

In the context of social and technological development, one notion that is a
potential response to the above view, is found in Cyborgs. Harraway (1991)
claims that cyborgs have emerged as significant reinventors of humanity. This
radical representation has come about in order that individuals can claim a
place in technological space:

“By the late twentieth century, our time, a mythic time, we are all chimeras,
theorized and fabricated hybrids of machine and organism; in short, we are
cyborgs. The cyborg is our ontology; it gives us our politics.”

(Harraway, 1991)

It is not clear whether this resituation and reconfiguration of individuals in
technological space and terms, represents a continuation, a sacrifice, a
transcendence or a surrender of ‘the subject’. However, later opinion on this
from Jordan (1999), suggests that the cyborg individual is someone buying self-
identity from rampant capitalism. Whatever the definition, it cannot be denied
that there has been an increase in ‘cyborg’ like characters appearing in virtual
environments. CyberAnthropology, draws upon Harraway’s cyborg
anthropology and recognises that virtual communities cannot be defined by
geographic or even semiotic ethnic, religious and linguistic boundaries. Instead
these communities appear to provide a liberatory aspect to our lives which can
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no longer be achieved easily in our physical communities. Virtual communities
allow us to communicate with others in a social space that does not have to
conform to the usual limits of time, geographical distance and normative moral
conduct.

Mantovani (1996) reports that the lack of clarity regarding social and cultural
implications of technological development, reveals the absence of appropriate
cultural responses to problems posed by the current forms of technology, rather
than simply the presumed immaturity of new technology and its experimental

nature.

“It is on the construction of an appropriate cultural framework that possible
improvements in cooperative work in technologically advanced
environments in the near future depend; not merely on a process of
spontaneous, gradual maturation inside technologies which, left to
themselves, would eventually find their own appropriate ways of
functioning.” (Mantovani, 1996:79)

Mantovani argues that the two viewpoints lead to very different consequences.
The first case proposes computer socialization (Ellis,1991; Kling,1995), where
the overall social context is assumed to be capable of making innovative
changes as a result of new technologies. This option is not only interesting to
social science researchers, but is also considered, by Mantovani, to be a
challenge that postmodern cultures must address so that control can be
maintained over living and working environments. The second case leaves the
entire question in the hands of professional technicians, who, Mantovani
argues, are not currently properly equipped to effectively address the social and
cultural issues emerging in new communication and cooperative environments.
(Mantovini, 1996)

Mantovani claims that modern technology has the potential to undertake
functions of social control. He identifies one form of control function which
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competes for power and authority as ‘the politics of formalism’. (Bowers, 1992)
Mantovani clarifies the definition of formalism as;

“a representational system of a certain sort. A formalism generates
representations through the operation of rules over some vocabulary. The
elements which make up the vocabulary and the terms which constitute the
rules may represent human or machine action, computational procedures
or operations, etc.” (Bowers, 1992:234)

Mantovani reports that in the introduction of new technologies, we should
expect a struggle for power. He warns that delegation of control to technology
favours particular groups of people, particularly those that are in a position to
gain greatest benefit from increasing the strategic use of information. Mantovani
argues that information can be both represented and misrepresented, and that
competent groups can make strategic use of both access to and control of this

information.

“When new technologies are introduced in an organisation, the presence of
different levels of technological competence among its members tends to
modify the pre-existing distribution of power so that technically competent
members acquire greater power. We believe that the new communication
technologies do not generally favour democracy in organizations, except in
the sense that they create occasions for redistribution of influence and
authority in favour of new groups. They might even erect new barriers of
competence and alliances between actors and socio-professional groups.”
(Mantovani, 1996:96)

Mantovani argues that in an evolutionary context, there is no doubt that human
societies generate new technology. Adaptive Structuration Theory (AST;
Contractor & Eisenberg, 1990: Contractor and Seibold, 1993; Poole and
DeSanctis, 1990,1992) claims that the effects of new communication
technologies emerge from a specific set of complex social interactions existing
between users. AST rejects the assumption that technology has a general,
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essential and even effect on people’s lives, instead focusing on users’ everyday
practices to observe what uses are actually made of technological innovations.
AST studies how different groups may use the same technology resources to
complete the same tasks in a variety of different ways. Social context is
considered highly relevant in the adaptation that takes place between
technological innovation and organisational function. (Mantovani, 1996)
Mantovani claims that normative social influences mix with informational
influences in interpreting meanings assigned to new technology. He considers
Virtual Reality to be an environment of experience and communication where
the question of identity dominates.

“The cyber perspective, as we have seen, seeks from the new
communication technologies access to new forms of sociality, freed from
the body yet still sensorily vivid. It also seeks different ways of presenting
identity and developing relationships, ways which combine efficient
simulation of the presence of other people with deliberate uncertainty
concerning the real identities of interlocutors.” (Mantovani, 1996:130)

Mantovani questions whether the fiction of new media is similar in nature and
effect to the forms of fiction already in existence. He calls for further
investigation in this area and some answers may be provided in the work of
Murray (2000) discussed later in this section. However, Mantovani identifies
that we are at least now asking what we should do with technology, rather than
where technology can lead us. (Mantovani, 1996:131) There is an important
distinction here which implies the necessity for us to decide which goals we
choose to guide social and technological development towards.

Mulgan (1997) begins to suggest ways for this progression to begin;
“In economics the harbingers of the future are those institutions that
combine a clear ethos with multiple reciprocal connections, and that bring
ownership and responsibility more closely into line to make it possible to
pursue many different ends, rather than subordinating all activity to the
ends of a global capital market.” (Mulgan,1997:17)

21



Product Development in the Leisure Software industry Chapter 1 Introduction

Mulgan proposes the term connexity to describe the interdependence that has
arisen from the new electronic connections that span the planet. (Mulgan,1997)
However, he identifies that the features of connexity are experienced mainly in
North America, Europe, Japan and East Asia, and for the privileged in China,
India and Latin America. The rest of the world is still affected by the more
recent climate of technology culture in addition to the conventional connections
that have built up over centuries. Much of this activity is based on
communication and exchanges, a ‘social exchange’ according to Mulgan.
(Mulgan,1997:72)

Mulgan claims that connexity should make it easy to imagine a self-organising
society, one which is not obstructed by geographical boundaries. He argues
that this kind of society would place a high ethical emphasis on truth and
responsibility, principles of reciprocity that he considers essential to the basis of
modern social orders. Mulgan suggests that autopoiesis, or self-creation is the
best way of describing this potential future society and reports that this is an
area being explored by contemporary systems thinking. Maturana and Varela
(1992) agree with Mulgan’s view since they propose that rather than only
considering systems in relation to external environments, we should also see
them as autonomous, circular and self-referential, concerned with their own

organisation and identity.

Mulgan argues that people often feel inadequate to their social tasks, mainly
due to being unprepared for an environment in which there are fewer fixed rules
and certainties. He claims that the current education system treats children as
passive recipients of received knowledge and that the curriculum of the future
needs to provide interaction with technologies in addition to involving schools in
the life of the community, so that they can make real decisions and experience
real world knowledge. Mulgan proposes that;
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“A curriculum fit for a more connected world would place a much greater
emphasis on relationships. But it would also teach familiar subjects in a
different way. Most contemporary learning is causal. In history or the
sciences the priority is given to learning about linear causes...but
increasingly, the world works more like a system in which elements
coevolve, and more like an ecology of interacting parts. Fortunately this too
can be taught. Computers make it easy to simulate the workings of a city
and learn how a decision affecting one part can alter the viability of the
whole.” (Mulgan,1997:143)

Mulgan argues that people should be allowed to fail, risk and take responsibility,
in order to gain an understanding of the world and a mentality which is more
suited to the environment of connexity. In a densely populated environment,
Mulgan argues that we are dependent on healthy and well-intentioned minds,
and so the cultivation of stronger more adaptable people is beneficial to both
state and society in general. It is interesting to note that the skills that serve
many highly technical jobs in today’s society were acquired in video arcades in
the 1980s. (Herz,1997)

Bennet (2000) discusses the influence of popular music and youth culture on
social identity. He reports that recent studies (Reimer,1995; Johansson &
Miegel) illustrate this argument in their results. Reimer (1995) discovered in
observations with Swedish youth, that they are influenced by class, gender,
education, income and civil status, but not as significantly as they are influenced
by entertainment, which Reimer claims; ‘exists almost independently of socio-
economic background'. (Reimer,1995:135) Johansson and Miegel (1992)
suggest that taste patterns in youth entertainment cannot be explained by
singular class-based or subcultural causes, and instead ‘must be related to a
wider spectrum of individually held values, attitudes and actions’. (Johansson &
Miegel,1992:103) Bennet (2000) attempts to understand the relationship
between identity, musical taste and visual style as manifested in urban dance
music and culture. He suggests that Maffesoli’'s concept of tnbus (tribes)
provides a useful theoretical model. Maffesoli (1995) uses the fribus concept to
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describe the dynamic nature of collective associations between individuals in
societies where consumer orientation is increasing.
Maffesoli defines ‘a tribe’ as:

“without the rigidity of the forms of organization with which we are familiar, it
refers more to a certain ambience, a state of mind, and is preferably to be
expressed through lifestyles that favour appearance and form.”
(Maffesoli,1995:98)

This concept would certainly help to explain the popularity of the virtual cyborg
culture, identified by Harraway (1991) and the rise of online role-play gaming at
the turn of the 21* century. Bennet presents an alternative view to the argument
that globalisation destroys identity. He appears to support the work of Lull
(1995), who proposed the term cultural reterritorialization, in order to illustrate
how global commodities and resources are ‘reworked’ at local level in order to
integrate their meanings into everyday environments and experience.

Lull claims that;

“the foundations of cultural territory — ways of life, artifacts, symbols and
contexts — are all open to new interpretations and

understandings... Because culture is constructed and mobile, it is also
synthetic and multiple... Reterritorialization, therefore, is a process of active
cultural selection and synthesis drawing from the familiar and the new.”
(Lull, 1995:160)

Bennet's ethnographic studies (2000) offer insights into the role of popular
music and its associated lifestyles, in the local construction of cultural meanings
from mass cultural resources. He also stresses the context of an environment of
oppressive traditional organisation in many of the observed localities. (Bennet,
2000) Bennet's claims are similar to the findings of Hendry et al (1993) who
propose that peer groups, rather than being a constant in young people’s lives,
have a dynamic role, whose function and influence varies according to the
characteristics of the immediate environment or locality.
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“By experiencing the values and norms of the peer group, the adolescent is
able to evaluate the perspectives of others, while developing his or her own
values and attitudes. Because all groups are oriented towards fostering
identity development, certain developmental trends in peer pressures can
be expected to supersede group differences. Style of dress, hairstyles,
musical interests, speech and language use, leisure activities and values
are among the socially relevant characteristics that teenagers appear to
learn, in part, by exposure to peer models. Further, teenagers learn
methods of handling social relationships by observing and imitating peers.
Thus peer groups act as a source of behavioural standards in some
contexts, and particularly where parental influence is not strong. Peer
groups offer adolescents opportunities both for role-taking and for role-
modeling.” (Hendry et al, 1993:123)

Hendry identifies that as adolescents mature, they are exposed to a greater
number and variety of adult role models, and an increased diversity of social
roles and choices. Hendry argues that because political and moral values have
become more diffuse as a more pluralistic society has evolved, it has become
harder for young people to select among these options. Hendry calls for a better
understanding of adolescent behaviour if we are to help young people in the
transition to adulthood.

Murray (2000), claims that

"the computer allows us to create objective correlatives for thinking about
the many systems we participate in, observe and imagine.”
(Murray,2000:93)

Murray® reveals that her interest in creating ‘narrative microworlds’ emerged at
the same time as foreign language teachers were becoming interested in
creating immersive learning environments. Murray found that revealing a
narrative alongside the language, motivated the students in their learning.
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(Murray, 2000) Murray claims that although linear interactive formats (for
example novels, plays and stories) are becoming more interactive and
participatory, there has also been a development of new narrative formats in
electronic environments. Murray identifies computer games as being the area
that has made the most creative effort in advancing digital narrative, although
admits that the narrative content of the games is still often underdeveloped or
imported from other media. She claims that this is due to most game
development being in favour of more detailed visual environments and faster
response times or highly aesthetic, rendered characters that Murray considers
‘stereotypical’. (Murray, 2000)

Murray claims that an important advantage of digital participatory environments
is that they create the capacity to elicit behaviour that endows imaginary objects
or situations with life. In digital environments, Murray reports that we can act
through avatars, which are similar in construction to the cyborgs, described by
Harraway (1991). Avatars provide characters that can offer alternative identities
to be explored and behaviourally employed, reiterating the importance of
providing a liberatory aspect to interactive digital media.

“Computer-based journey stories offer...a pleasure that is intensified by
uniting the problem solving with the active process of navigation.”
(Murray,2000:139)

Murray claims that the most satisfying problems are those that encourage the
interactor to apply real-world thinking to the virtual world. She is critical of the
entertainment industry for being too slow in understanding what people look for
in a digital environment and claims that although the giant conglomerates of this
industry may have vast resources and established connections to mass
audiences, that ultimately, the shape of digital narrative art and entertainment
over the next few decades will be determined by an interplay between them and
independent experimenters, who are comfortable with hypertext, procedural
thought and virtual environments. Murray acknowledges that videogame
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manufacturers have provided the first step in this direction by offering
‘immersive visits to pleasurably explorable 3-D dreamscapes’. (Murray,
2000:263) She proposes however, that the most important element of new
technology is its ability to capture experience as a process of interrelated
actions;

“We are now engaged in establishing the building blocks of a procedural
medium, the musical figures that may someday grow into a symphonic
form. We are learning how to create characters by modeling their
behaviors, how to create plots by establishing the rules by which things
should happen, and how to structure the participation of the interactor into a
repertoire of expressive gestures.” (Murray, 2000:274)

The scenario, described by Murray, provides a potential solution to the issues of
identity and social development raised by Marcuse (1964,1991), McLuhan &
Powers (1989) and Mantovani (1996). It also provides an environment where
people could be exposed to a variety of social problem solving situations and
characters in order to experience and establish corresponding responses. This
may also therefore provide an arena similar to that of peer group interaction,
identified by Hendry et al (1993) and a learning environment that would satisfy
both the social and technological interaction identified by Mulgan (1997) as
necessary in developing strong, adaptable members of society.

One of the initial fieldwork observations (see Chapter 4, Section 4.2) was the
dominance of male consumers of leisure software products (Cassell & Jenkins,
1998). Subrahmanyam and Greenfield (1998) raise concerns that females
might therefore be at a disadvantage in computer competence precisely
because they do not appear to play as many computer games as males. This
study illustrates that we can no longer assume that females do not play
interactive games, since the fieldwork reveals that although the girls in this
study were not buying many computer games, they were still playing them, and
quite regularly (see Chapter 4 & Appendix 1.2). Nevertheless, Subrahmanyam
and Greenfield call for the development of Androgynous Games;
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“..in recent times we have seen a rise in the number of computer games
marketed exclusively for girls. This trend in computer games parallels the
general trend in the toy industry toward gender-specific marketing...we
would like to caution against designing girl games that stereotype “girl”
interests. The ultimate challenge facing software developers is to design
games that appeal to any gamer, regardless of gender.”

(Subrahmanyam & Greenfield, 1998.:66)

Cassell and Jenkins also call for alternative models of software to be
developed, concerned that we assume that boys and girls want different things
from digital media. They quote the view of a working game designer’;

“What all these new girl products should have done was open up different
ways the interactive medium can integrate into our free time and our social
time,...What needs to happen is for girls’ games to get out of the realm of
gender and into the realm of design.” (Cassell & Jenkins, 1998:24)

This study does not have the capacity to enter into a full discussion of the
gender issues that have arisen throughout the growth of leisure software
games. However, it is an important area, since it excludes many from
participating in a tacit learming environment that could provide important skills
and experience, necessary to interact successfully with modern society. In my
view, this principle is not exclusive to the male/female question, but identifies a
wider need to address the issues of all potential users in society.

The recent work of Von Krogh, Ichijo and Nonaka (2000) in their text Enabling
Knowledge Creation: How to Unlock the Mystery of Tacit Knowledge and
Release the Power of Innovation, they begin to address some practical ways to
accomplish such an ambitious challenge in a changing environment.

The authors clarify that knowledge can take many different forms and propose
four factors that assist in enabling knowledge creation;
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1. Knowledge is justified true belief. When somebody creates knowledge,
he or she makes sense out of a new situation by holding justified
beliefs and committing to them. Under this definition, knowledge is a
construction of reality rather than something that is true in any abstract
or universal way. The creation of knowledge is not simply a
compilation of facts but a uniquely human process that cannot be
reduced or easily replicated. It can involve feelings and belief systems
of which one may not even be conscious.

2. Knowledge is both explicit and tacit. Explicit knowledge can be put on
paper, formulated in sentences or captured in drawings. Tacit kinds of
knowledge are tied to the senses, skills in bodily movement, individual
perception, physical experiences, rules of thumb and intuition. Tacit
knowledge, although difficult to describe, has great value and is a
potential source of innovation.

3. Effective knowledge creation depends on an enabling context. An
enabling context is ‘a shared space that fosters emerging
relationships’. This is based on the Japanese concept of ba (or
“place”), which can be physical, mental, virtual or, most likely, all three.
This ‘knowledge space’ is necessary for the process of knowledge
creation.

4. Organizational knowledge creation involves five main steps.
1. Sharing tacit knowledge

Creating concepts

Justifying concepts

Building a prototype

Cross-leveling knowledge®

(Von Krogh, Ichijo & Nonaka, 2000:6-7)
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Von Krogh, Ichijo & Nonaka also stress the importance of knowledge
enabling being considered as a circular process. Five knowledge enablers
are also specified which all have a strong influence on cross leveling of
knowledge, by increasing dissemination of information and overcoming
barriers to communication. These are:

Instill a knowledge vision
Manage conversations

Mobilise knowledge activists
Create the right context
Globalise local knowledge

(Von Krogh, Ichijo & Nonaka, 2000:8)

N

‘Managing conversations’ was found to be a key component in knowledge
creation. The authors found that a caring atmosphere (where members take
an active interest in the insights of others) along with effective conversations,
allowed for a higher creativity level, stimulated the sharing of tacit knowledge,
concept creation and justification, and subsequently assisted the flow of
knowledge across organisational levels, providing essential information for
developing a powerful prototype (Von Krogh, Ichijo & Nonaka, 2000). The
authors also report that companies are beginning to recognise the
importance of knowledge or intellectual capital (ibid, 2000:11), and have
observed a number of different motives for starting knowledge initiatives.
The motives were found to fall into three broad types; risk minimisers,
efficiency seekers, and innovators. Risk minimisers tend to focus on the
contents of knowledge and emphasize existing knowledge that is useful for
solving identified problems within the company or organisation. Efficiency
seekers try to make identified existing knowledge easily accessible to the
whole organisation and find new uses for that existing knowledge. The main
aim here is to transfer experiences and best practice throughout the
company in order to reduce costs by reproduction of knowledge creation.
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The tacit aspects of knowledge become evident in these circumstances and

these companies tend to also investigate the knowledge-transfer process.

Innovators, according to Von Krogh, Ichijo and Nonaka (2000), focus both on

new knowledge and on knowledge processes. They engage and motivate '
people and create an enabling context for knowledge creation.

“As knowledge activists...these managers take a strategic view of
knowledge, formulate knowledge visions, tear down knowledge barriers,
develop new corporate values like care and trust, catalyze and coordinate
knowledge creation, manage the various contexts or ba involved, develop a
strong conversational culture, and globalize local knowledge.”

(Von Krogh, Ichijo & Nonaka, 2000:262)

Innovators are exactly what are needed to tackle the issues currently facing
social and technological developments. Perhaps the answers lie in the future in
the hands of young people still exploring these environments. In Chapter 2,
with reference to social development (section 2.1.4), the proposals and opinions
of Sylwester (2003) are reviewed. These provide potential guidelines in addition
to those of Von Krogh, Ichijo and Nonaka (2000) on how to enable innovation to
deal with the serious moral, political, economic, and cultural issues that are
confronting our society.

Sylwester’s proposal for learning in the environment of an ‘extended laboratory’
could arguably provide learning in how to make social decisions. In fact, this
context could be applied to Leisure Software Concept 4: GAIA / Virtual Contax,
proposed in Chapter 4, section 4.12.5, which was created with a focus group
participating in this study.

Sylwester’'s observation that today’s youngsters have to master cyber space
and time in addition to natural space and time, makes them essential
participants in developing a future culture of ‘collaboration for innovation’, in
which decision-making and exploration are encouraged. If we usefully and
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genuinely involve the young, then we foster an environment that is most likely to
be innovative, since consideration would be given to all knowledge rather than
just established paradigms. Sylwester's argument that it is ‘the reciprocal
process of apprenticeship’ that will lead us toward greater success in using
technology to enhance the learning experience (Marcinkiewicz & Sylwester,
2003), makes a lot of sense in the context of future social and technological
development.

1.2.2 Designing for Inclusivity

The relevance of User and Stakeholder participation in the Design Process is
an important area that has received much discussion in the fields of design,
social science and human computer interaction. This section discusses this
design approach particularly in relation to potential social and technological
development.

Norman (1988, 2002) discusses the concept of affordance, which refers to the
perceived and actual properties of something that determine how that thing
could be used. Norman'’s clarification of affordance is that;

‘A chair affords (“is for”) support and, therefore, affords sitting.’
(Norman, 1988,2002:9)

and
‘...affordances result from the mental interpretation of things, based on our
past knowledge and experience applied to our perception of the things
about us.’ (Norman, 1988,2002:219)

Clearly this example refers to the material world, but affordance is equally
applicable in a technological and virtual context. If people can clearly see what
something ‘is for’, whether in a physical or mental context, then it could be
argued that the potential for interaction with it is more likely. Additionally, if
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people help to design what something is for, then they have even more
investment in its eventual use.

Bucciarelli's (1994) claim that design is a social process, refutes the trend of
fixation on the physics of a device that has dominated much technological
development to date. Object-world thinking (Bucciarelli,1994) does little to
advance the production of socially beneficial artifacts.

The utilitarian or consequentialist vision of who and what should determine the
form and function of technology, takes into account the impact of social context
and historical setting. However, design that starts from the marketplace and lets
the consumer exercise their choice by becoming the decision makers in the
process, needs to remain aware of external environments and contexts in
addition to internal influences and beliefs.

If we are to use technology to build systems that will be socially advantageous,
then we need to consider the different interpretations of the purpose, reason or
use, of that system before we begin to design in any detail. | believe that these
factors can only be deduced by accessing users and stakeholders of potential
systems, in order to convert their disparate views, with consideration for the
relevant context, into a meaningful concept or representation that allows for
inclusion of all factors, in other words; Designing for Inclusivity.

It should be made clear that the above context itself requires clarification.
The term system is used to describe both social and technological forms of
organisation or representation. Today, much administration of social living is
not only situated in the context of a system that consists of people, but is also
reliant on a system of technology that supports that social system (Kawalek &
Leonard, 1996). Local government is an example of this, as is the education
‘system’. Every user of a system has their own unique perspective of that
system and can quickly identify problems that arise for them, as well as
probably imagine useful scenarios that would assist them in their use of that
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system. An example, given in Chapter 2, from the Schools of the Future report,
illustrates this:

“I can imagine a scenario where people carry small hand-held devices
which ...connect to the Web or larger display units or keyboards.”
(A primary school teacher, 2002)"

This example of user input, sounds like an accessible, and potentially inclusive
environment to learn in, and it is interesting to observe that there are already
products'’ on the market that could allow such portable transportation of
information and creative content, however, clearly these artifacts are not in daily
use in primary schools yet, perhaps because of limited financial resources, but
also because they have not been integrated into mainstream educational
thinking and practice. Ideas like this, from users, can however often highlight
sometimes obvious solutions to system problems. There is still a long way to
go, in terms of inclusive design, with many obstacles and challenges remaining
in today’s technological environment.

1.3 The research focus

The original contribution of this thesis is:
A concept generation technique designed to promote inclusive access to
technology, individual learning and social development through play.

This thesis proposes that the following are crucial elements of the technique:

Access to technology for a wider proportion of the population (inclusivity)
Competence and

Congruity with technology

Education & Individual learning

Social development

Social & technological advantage
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In addition, one of the design concepts proposed, provides a classification
model for leisure software products. This could be very useful in providing
inclusive access to all areas of technological development as well as for
mapping the changing interests of users connected in virtual space.

1.4 The research methodology

Having already established that the original computer systems and games were
designed by the computer literate for their own use, there was an interesting
development during the microcomputer revolution of the 1970s. At that time the
number of users of personal computers (PCs) both in the work place and in
homes rose due to the innovation of the microchip and the user population
expanded during this era to include all kinds of people. Out of this more
widespread interaction between humans and computers, discrepancies
between users’ expectations and the systems that had been designed became
more apparent and prolific. These discrepancies were the focus of certain
researchers throughout the world and gradually the research discipline of
Human Computer Interaction (HCI) emerged to begin to address the specific
problems. This study sits firmly within the HCI research discipline.

1.4.1 Human Computer Interaction

e Has a multidisciplinary background.

e Has a relatively short history (about 30 years) as an independent
research discipline.

e Is neither the study of humans nor the study of technology, but
the bridging between those two disciplines.

« |s very much an applied discipline to provide knowledge and
methods for the design of usable computer systems within a
social and organisational context.
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The success or failure of computer systems is reliant on understandable and
efficient user interfaces.

The discipline needs to establish a body of knowledge and ensure that this
knowledge is applied successfully by designers and developers of computer
systems including games. Currently there is no consensus over any accepted
research strategy or methods within the wide range of disciplines that make up
the field of Human Computer Interaction. The effect of this situation is that for
each specific study under investigation, the individual researcher has to decide
how to proceed on the basis of previous research undertakings within the
domain of study and by carrying out as comprehensive a review of the available
published methods as possible. Figure 1.4, illustrates the range of different
domains that contribute to the discipline of human-computer interaction.

Cognitive
psychology

Figure 1.4 Arts and Science disciplines that contribute to Human
Computer Interaction. lllustration from: Preece (1994)
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Sasse (1997) reviews the history and nature of the HCI discipline in her thesis,
Eliciting and Describing Users’ Models of Computer Systems. She concludes
that there are three different views of how to carry out research in order to
advance the discipline;

1. HCI as a traditional science tempered by approximation, providing
engineering-style theories and tools for designers.

2. HCI as a design science, developing a craft-based approach and new
research methods to evaluate existing systems in their intended and tasks
context, using the results to inform designers for the next generation of
systems.

3. HCI as an engineering discipline, accumulating knowledge and formulating
engineering principles which form the basis for design and evaluation.

Sasse reports that all three approaches argue that their strategy and methods
are the best way forward in generating the knowledge required to design more
usable systems. However Sasse argues that pursuing any one of them
exclusively may not produce the integrated body of applicable knowledge which
would take on board elements from each of the disciplines and establish
theories inclusive of all contributions.

Rather than pursuing divisive methods, this thesis agrees with Sasse and
assumes the standpoint of the multi-disciplinary approach due to the more
probable possibility that it would generate;

* A body of knowledge that combines the ontologies and epistemologies from
science and social science.

¢ Theories and tools which support designers to produce usable systems

* Successful application of this knowledge in designing new technology
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This approach is more forward-looking and creative rather than prescriptive
and/or predictive. Obviously, the discussion and debate over relevant theories
and models will continue, but it seems apparent in the context of this study that
all relevant disciplines need to be included in the debate. However, having
made a case for a multi-disciplinary approach, the design discipline itself, which
appears to receive little support as a problem-solving arena despite centuries of
experience, is ironically rejected by Sasse (1997) with the argument that HCI
knowledge cannot be accumulated in the form of designed systems since:

“we know that the design of a system is influenced by considerations other
than usability; economic (e.g. marketing) and legal (e.g. copyright)
considerations play a substantial role in the conception, design and
development of systems.” (Sasse, 1997:Ch2, p10)

While not disagreeing totally with this statement, it should be made clear that
economic and legal considerations are relevant in the development of all
systems, whether from a science, engineering or design discipline, and whether
they are produced for commercial, social or educational reasons. Additionally,
since HCI is a multidisciplinary field, surely the expertise of designers, who are
key people in conceptual problem solving, is as relevant as that of engineers,
ergonomists, or any of the professionals included in making a system work. Any
possible solutions should be considered equally until it is established whether
they are useful, relevant and valid. The most important thing is that all
disciplines within HCI work together, respecting each other’s specialities, in
order to advance the usability and potential of technology.

1.4.2 Grounded Theory

Both quantitative and qualitative research deserve an important place in
developing the discipline of HCI, since observations and detailed descriptions of
phenomena provide the foundations of any research activity.
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In order to utilise and progress from these descriptions, it is necessary that they
form the first step of a theory-building process. Theories provide the most
systematic way of building, synthesising and integrating scientific knowledge.
(Strauss & Corbin, 1990) Thus, observations and results of specific evaluations
must be used as a basis for the formulation of HCI theories. (Sasse, 1997)

This leads to the proposal of Grounded theory (Glaser & Strauss, 1967) as a
research methodology for this particular study.

“Grounded theory refers to a specific methodology on how to get from
systematically collecting data to producing a multivariate conceptual
theory.” (Glaser, 1967,1999:836)

According to Strauss and Corbin (1990) grounded theory is designed to build
rather than only test theory and offers the route of data-analysis-theory instead
of the theory-hypothesis-test route offered by traditional science. Grounded
theory is therefore inductive rather than deductive. According to Sasse (1997),
grounded theory;

“...offers a framework for deriving theories from observations which exactly
fits HCI's requirements...... Theories constructed in this manner can not
only be used to explain observations, but also provide a framework for
deriving subsequent action, which suits the applied nature of HCL.” (Sasse,
1997: Ch2, p11)

Any specific research undertaking has to begin by establishing existing
knowledge of the phenomenon under investigation. The research topic of this
thesis is Product Development in the Leisure Software Industry: a design
methodology for the development of Inclusive Interactive Digital Media. Since
no established research method was identified for this context at the initial
literature review, grounded theory was considered the best research method
available to provide a way of deriving theories from data relevant to the domain
of study, in the context of HCI.
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Grounded theory develops through the ‘comparative method’. To do this it is
necessary to study the same event or process in different situations and thus
identify new cases, settings and areas of otherwise unidentified interest. This
investigation studies the design process for computer games within different
settings or situations.

Glaser and Strauss (1967) propose two main criteria for evaluating the quality of
a theory. First, it needs to be analytic to enable some generalisation to take
place, and secondly it needs to be sensitising, so that people can relate the
theory to their own experiences and perceptions. As Jones (1987) comments,
grounded theory works because:

“Rather than forcing data within logico-deductively derived assumptions
and categories, research should be used to generate grounded theory,
which “fits” and “works” because it is derived from the concepts and
categories used by social actors themselves to interpret and organise their
worlds.” (Jones,1987: 25)

This study does use ‘deductively derived assumptions’, which are all derived
from the initial questionnaire results and therefore reflect the concepts and
categories of the user group under study. This is important in order to view the
domain in that sensitising way that Glaser and Strauss identify as fundamentally
important to any theory development.

1.4.3 Research Methods Used in this study

Under the overall guidance of Grounded Theory the main research methods
used in this study are; stakeholder participation, questionnaires, focus groups
and generative research and tools. Details of how these were applied are
illustrated in Chapter 4: Fieldwork: Accessing Potential Users. Also used in this
study, are some of the more specific research methods; constant comparison,
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inductive and deductive analysis, conjoint analysis, bivariate and multivariate
analysis and finally cluster analysis. These methods lead the analytical
processes that allow for generalisation, providing a way of deriving subsequent
theory from observations. The theory constructed can then be used to explain
observations, in addition to providing a framework for identifying subsequent
action. The research methodology should not be confused with the design
methodology that developed during chapter 4, although the application of these
research methods as part of the design analysis, illustrates that there are clear
overlaps in utility of these methods between the design and research
disciplines. Not surprising, since analytical thought is an important part of the
process of both.

A brief description of the more specific analytical methods utilised follows, with
some references to particular examples of application illustrated in chapter 4.

1.4.3.1 Constant Comparison

Constant comparison is a strategy for identifying items within a research
investigation. It was initially introduced by Glaser and Strauss in 1965 in a
study of death and dying in a hospital. Their analysis records the stream of
behaviour or language and then separates these into discrete concepts using
constant comparison to put them into categories. Subsequent steps link the
categories into concepts or theoretical constructs that permit selection or
development of theories to explain what is observed.

Systematic analytic induction is a specialised form of comparison which has as
its principle feature of emphasis the ability to search for negative or
disconfirming cases. Finding items that are similar to each other is relatively
easy, and often confirms a researcher’s insights or hunches. However analytic
induction helps the researcher to identify omissions that they thought should be
present in addition to omissions that they had not anticipated.
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1.4.3.2 Inductive and deductive analysis

Induction is generally the inference from a finite number of particular cases to a
further case or to a general conclusion. (Mautner, 2000)

“Aristotle introduced the concept of induction in the Posterior Analytics. It
has been claimed, however, that there, induction’ does not mean a process
of reasoning, but the examination of instances that results in a common
feature coming to view.” (Mautner, 2000:273)

It is the Aristotelian concept of induction that is most relevant to this thesis. This
will be illustrated in Chapter 4: Fieldwork: Accessing Potential Users during the
process of examining the existing components of software games.

The traditional concept of ‘deduction’, on the other hand is a valid inference
from necessary premises. Descartes defined it as an operation by which we
have insight into something which follows necessarily from other things that are
known with certainty. (Ibid: 124)

In a modern context, a valid deduction or a valid deductive inference is one in
which the conclusion is a necessary consequence of the premises, so that the
conclusion cannot be false if all the premises are true.

The classic Aristotelian concept of ‘deduction’ is as a valid inference from more
general premises to a less general, i.e. a more specific conclusion. Itis
contrasted with induction, which is an inference from particular instances to a
general conclusion.
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1.4.3.3 Conjoint analysis

Conjoint analysis can provide valuable information for new product development
and forecasting, market segmentation and pricing decisions. The technique can
be used to answer a wide number of questions about the features and attributes
of a product that drive the purchasing decisions of the users.

The specific questions to be answered in this study are detailed in chapter 4;
Fieldwork; accessing potential users, and will be discussed there. In general
terms, conjoint analysis introduces consumers or users to a range of features or
attributes of a product and then asks them to make judgements or trade-offs to
determine their final purchase preferences. These preferences are then
analysed to determine the combination of attributes that will be most satisfying
to the user or user group. This allows the researcher to predict what will be
most appealing to a specific market segment by identifying a range of attributes,
based on user preferences, which can substantially aid the design of a new
product or service.

This technique was particularly useful in this study since it could be used to
identify possible market opportunities by exploring the potential product features
or combinations of features that were not currently available within software
games. In addition, conjoint analysis can be used to identify and suggest the
best marketing strategies for a product or service by identifying the features that
are most important for that particular product with a potential user group.

1.4.3.4 Bivariate analysis

Using statistical techniques to associate two variables is referred to as bivariate
analysis. This form of analysis allows the researcher to examine the preference
of a user between two opposing ends of the spectrum for one item. This

method helps to establish and reveal intragroup variation for particular attributes

under investigation.
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1.4.3.5 Multivariate analysis

Statistical techniques that associate groups of variables or more than two
variables is referred to as multivariate analysis and allows for a similar analysis
as bivariate, but the results are spread over a wider range of variables. This
form of analysis is particularly used in this study to produce an illustrative
diagram of different group’s psychological profiles in relation to particular
attributes of the study.

1.4.3.6 Cluster analysis

This method allows for analysis and mapping of the position of different groups
within a diagrammatic illustration of the set of variable attributes under
investigation. Cluster sampling involves identifying the natural groups or
settings in which a population can be found, listing those groups or settings, and
sampling these rather than sampling a group of individuals. The units of
analysis, then, become all of the individuals found within the specific clusters in
the sample. (Schensul, Schensul & LeCompte, 1999) All of the above research
methods are illustrated, with examples from the empirical research, in Chapter
4, Fieldwork: Accessing Potential Users.

Research disciplines have to begin somewhere to build a theory on which they
can be reliably based. This process can surely only happen once several
starting points have been identified and established:

The qualitative data generated from the initial questionnaires was organised into
factors, subfactors and variables (or attributes). These attributes were then
used as components of a tool kit that could be used to investigate the
responses at focus group level. These responses became useful for further
investigation at advanced tool kit level. The quantitative data that was obtained
was then organised in the form of scales and indexes representing the same
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variables (or attributes). The meeting of these two comparable data sets at the
factor and subfactor level provides the opportunity for both triangulation and
integration.

Schensul, Schensul and LeCompte (1999) propose simply that theory refers to
the relationships between facts. This equates to the ordering of facts in some
meaningful way. Theory is what makes sense of observations, statements,
events, values, perceptions and correlations. It is what transforms facts into a
hypothetical description of a given time and place, which can then be used to
predict, explain or test similar events in another time and/or place.

An ancient Chinese view adds another interesting slant on the discussion. This
quote illustrates how differing perspectives might be applied to any
methodology of research and how the researcher’s perspective can itself either
iluminate or restrict the study;

“The manner in which the | Ching tends to look upon reality seems to
disfavour our causalistic procedures. The moment under actual
observation appears to the ancient Chinese view more of a chance hit than
a clearly defined result of concurring causal chain processes. The matter
of interest seems to be the configuration formed by chance events in the
moment of observation, and not at all the hypothetical reasons that
seemingly account for the coincidence. While the Western mind carefully
sifts, weighs, selects, classifies, isolates, the Chinese picture of the
moment encompasses everything down to the minutest nonsensical detail,
because all of the ingredients make up the observed moment.”

(Jung, 1949)"

This study revealed that there was no established methodology for the
production or development of software games and therefore endeavored to
build one. This proved useful since it provided a process that could be
developed and tested in order to attract users that had little previous interest in
accessing technology through play.
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Grounded theory provides the process to develop theory from data.

Data collection and analysis proceed simultaneously. The process and
products of the research are then shaped from that data, rather than from any
preconceived theoretical frameworks. The process involves a seven-stage
analysis according to Easterby-Smith, Thorpe and Lowe (2002). These stages
are:

Familiarization

Reflection

Conceptualization

Cataloguing concepts

Re-coding, linking

Re-evaluation.

It is also recommend that a critical peer group is useful in the early stages of
data collection and analysis in order to suggest new categories as well as assist
with interpretation. This study did have such a peer group, but also importantly,
collected this information from the respondents under investigation.

“In short: methodology should not be a fixed track to a fixed destination but a
conversation about everything that could be made to happen.”
(Jones, 1970,1980:73)

This concept is an important one in producing relevant theories, particularly
where new or unexplained phenomena are under investigation. It is essential to
have an open mind about the results of a study in order for the theory to emerge
from the data itself. Preconceived results may or may not become reality.
These should not detract from issues raised in the study that were not predicted
or even identified prior to the research undertaking. It was found in this study,
that attributes and user preferences were identified that had previously been
unrecognised as important, particularly with reference to the specific user group
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under investigation. These attributes became key factors in moving the
development process forward to attract wider user participation.

The next chapter reviews some of the relevant psychological influences on
human behaviour, in order to begin to comprehend the wide range of factors
that contribute to the way that humans are motivated, play, learn and develop,
both independently and socially. Knowledge acquired from the field of
psychology will substantially assist any designer or design process and is a
valuable resource of empirical and theoretical research.

» A market segmentation analysis carried out by Continental Research in March 1999.

Figures published by Screen Digest in association with the Entertainment & Leisure Software Publishers Association
(ELSPA) in Screen Digest: Interactive Leisure Software Report 4” edition (2003) Global market assessment and
. forecast to 2006. Available from the Screen Digest website (www.screendigest.com).

New Screen Digest report, published in association with ELSPA;
a “European Interactive Games — The 2005 State of the Industry Report.”

Totalitarian / Totalitarianism n. the total control of all aspects of life that are actually or potentially of political
significance. The term was first used in the 1920s by Italian fascists for their own political goals, and later applied to
Nazism and to Soviet communism. The word began to be used pejoratively in the 1940s. (Mautner, T. 1996,
s2000:567‘l'l'mPonguinDicl'ionaryofPhilaoophy)

‘The left side of the upper brain has a very specialist role. It is largely concerned with linguistic matters, the ability to
order, to quantify, to label. The right side of the neo-cortex is best in spatial tasks, the sense of the muiti-
dimensional... The left hemisphere prefers units of neural information which can be said to be “similar” and focal,
,whemathorigmminmfavonunimgnbdunbofm.‘(ud.uhan&Pmﬁm:w)

Janet H. Murray is Director, Program in Advanced Interactive Narrative Technology (PAINT) and Senior Research
" mmmmwsmcmmlmnummlmanww.
‘Hem Dangeimaier from Weil, 1997.
.TMﬁvephammoriginallydoﬂnedbyNomkaande(euchi(w%) :
Utilitarianism. n. a moral theory according to which an action is right if and only if it conforms to the principle of utility.
Bentham formulated the principle of utility as part of such a theory in Introduction to the Principles of Morals and
Legislation 1789. According to Bentham, an action conforms to the principle of utility if and only if its performance will
be more productive of pleasure or happiness, or more preventive of pain or unhappiness. A characteristic feature of
Bentham'’s theory is the idea that the rightness of an action entirely depends on the value of its consequences. This is
why the theory is also described as consequentialist. Since the 1960s, many writers have used consequentialism
instead of utilitarianism for the view that the rightness of an action entirely depends on the value of its consequences.
(Mautner, T. 1996, 2000:582 The Penguin Dictionary of Philosophy)
m%w(M)TmndomkuﬂnWayWeLum.AvNonformFunmoflCThswools.—'TMSchoolofmo
"' For example, lomega Mini USB Drives, which plug into any USB port and allows files or presentations, graphics,
M.mmbammmummwm. The unit is designed the size of a key ring, is available in
1264Mk'o. 128Mb & 256Mb capacities and costs under £25. Ref: Jigsaw Digital Tools issue 49M
met;\emmbyc.e.Jung.mmanunm, 1949, of Richard Wilhelm's 1968 translation of the / Ching (3"
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2 Motivation, Play, Learning and
Social Development.

2.1 Literature Review

As stated in the introductory chapter, it was decided to review the psychological
literature covering this subject chronologically, wherever possible, in order to
obtain an understanding of the gradual evolvement of theories over a period of
time. This has been achieved by reviewing the earliest theories and
considering these together with later related theories within each of the areas of
motivation, play, learning and social development, using the comparative
method of grounded theory. It is not within the scope of this thesis to cover all of
the literature in this vast field, however what has been reviewed illustrates the
important potential of integrating knowledge from different domains of research
to the discipline of human-computer interaction and the future design of
inclusive interactive digital media.

1.1 Motivation

One of the earliest theories regarding motivation is that of the British
philosopher, Thomas Hobbes (1588-1679), who maintains that the natural
situation of human beings is something he calls ‘The Law of Nature'.

“That is the fundamental Law of Nature to seek peace where it may be
had, and where not, to defend ourselves.”
(Hobbes, 1651, 1983:53)'

Hobbes claims that everyone pursues happiness as they understand it. No
single concept of this is shared, since it is a matter of the continual satisfaction
of desire, which is different for each person. Hobbes argues that people
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naturally exercise their ‘right of nature’ to pursue happiness or ‘peace’ as they
see it and that they judge for themselves how best to get what they want. He
concedes that most of this is driven by unspoken laws rather than laws that are
written down.

“The Lawes of Nature oblige only in the Court of Conscience.”
(Hobbes, 1651, 1983:61)

The pursuit of happiness is similar to the ‘pleasure principle?’, which maintains
that all behaviour is determined by the seeking of pleasure and the avoidance of
pain. This behaviour is immediately apparent in young children as they develop
their abilities and begin to explore their environment, yet it remains in us all as
we mature.

All of the major theoretical approaches in psychology attempt to explain the root
causes or motives of human behaviour. The tendency to seek pleasure and
avoid pain were also important in Freud’s psychoanalytic theory, where the
pleasure principle rules the Id, but is partly repressed by the ‘reality principle’.
(Freud, 1927)

“Freud started with the assumption that human behaviour is determined
by the amount of pleasure or pain to which it leads. Pleasurable
experiences are sought, painful ones avoided.”

(Millar, 1968:25)

Freud (1856-1939) initially specialised, as a doctor, in neurological disorders.
Most of his psychoanalytic theory was produced between 1900 and 1930. He
originally tried to explain the mind’s workings in terms of physiology and
neurology, but realised quite early in his treatment of neurological patients, that
symptoms which had no organic or bodily basis could imitate real physiological
and neurological symptoms. Freud then began searching for psychological
explanations for these symptoms and ways of treating them.
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Freud collaborated with Josef Breuers (1842-1925) to develop a method of
allowing patients to ‘talk out’ their problems, calling it ‘free association’. This
became one of the fundamental tools of psychoanalysis. (Millar, 1968)

Freud believed that the personality consisted of three parts, (which he stressed
were not physical parts) the id, the ego and the superego. He saw
psychoanalysis as an instrument to enable the ego in its conquest of the id.
However, he also identified that the ego is constantly menaced by three
dangers, from the external world, from the libido of the id, and from the severity
of the super-ego. (Freud, 1927, 1949)

Freud assumed a basic instinct, ‘eros’ or ‘libido’, an ‘urge to live’ as the source
of all motivation. To him it included all manifestations of striving for pleasure.
Part of it however, is checked, transformed and redirected by the necessity to
come to terms with reality. (Millar, 1968)

The id responds directly to these instincts, the demands arising from within the
person. Since the id is in close touch with the body and is not affected by logic,
it is said, by Freud, to be governed by the pleasure principle. The id can
therefore be thought of as the infantile part of the personality, before any social
influence has had effect. The id retains its infantile character throughout our
lives, any impulsive, selfish or wishful thinking is initiated by the id. (Freud,
1927,1949) Some reflexes release the tension built up by impulses arising from
the body’s needs, for example, blinking or sneezing. However, not all impulses
can be satisfied by reflex action, for example hunger cannot automatically
produce food, instead it produces irritability and crying in a baby or child. The
signals in the case of hunger have to be interpreted by another person, in order
that the child can be fed. If the id were capable of satisfying all of its needs in a
reflex way, there would be no need for psychological development, so
frustration and discomfort are therefore necessary for development beyond the
reflex level. A form of thinking; the primary process, occurs in the id, to form an
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image of the object needed to reduce tension. However the ego is the part that
is concerned with how to obtain that object.

The ego is the rational and logical part of us, which engages in secondary
process thinking. This thinking is roughly equivalent to the cognitive processes
of perception, attention, memory, reasoning and problem-solving. The ego is
able to distinguish between a wish and reality, subjective and objective and is
governed by the reality principle.

“The ego has the task of bringing the influence of the external world to bear
upon the id and its tendencies, and endeavours to substitute the reality-
principle for the pleasure-principle which reigns supreme in the id. In the
ego perception plays the part which in the id devolves upon instinct. The
ego represents what we call reason and sanity, in contrast to the id which
contains the passions...”

(Freud, 1927, 1949:29-30)

Once the superego has developed, according to Freud, we can describe the
person as a moral being, that is, someone who has internalised a set of moral
values which determine and distinguish whether a certain behaviour is right or
wrong, good or bad. The superego represents the moral part of the personality
and comprises two components; the conscience, which threatens the ego with
punishment (in the form of guilt) for bad behaviour; and the ego-ideal, which
promises the ego rewards (in the form of pride and high self-esteem) for good
behaviour.

“From the point of view of morality, the control and restriction of instinct, it
may be said of the id that it is totally non-moral, of the ego that it strives to
be moral, and of the super-ego that it can be hyper-moral and then
becomes as ruthless as only the id can be.”

(Freud, 1927, 1949:79)
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Freud believed that conflict between the id, the ego and the superego is
inevitable. He believed that the superego develops in order to assist the ego in
keeping the powerful id in its place. The ego is caught in the middle between
the id, the superego and reality. It has to find ways of satisfying all demands
and prioritising some at the expense of others. Freud believed that this leads to
behaviour that is a compromise and could take three major forms; dreams,
neurotic symptoms and defence mechanisms, in order to ‘satisfy’ demands from
the id or the superego.

“The ego develops from perceiving instincts to controlling them, from
obeying instincts to curbing them. In this achievement a large share is
taken by the ego-ideal, which indeed is partly a reaction-formation against
the instinctual processes in the id.” (Freud, 1927, 1949:82)

Freud described dreams as a disguised fulfillment of suppressed or repressed
wishes. Dreams represent a compromise between forbidden urges and their
repression. Dream interpretation can unravel the wish from the manifest dream
content and provide invaluable information about the unconscious mind of a
person. Neurotic symptoms have much in common with dreams. They are
essentially the expression of a repressed wish (or memory) that has become
disguised in different ways. (Freud, 1900,1953) Most of Freud’s patients were
suffering from ‘hysterical conversion neurosis’, where emotional energy is
converted into physical energy, so that the problem is manifested in
conspicuous symptoms. (Freud, 1906-08,1959) Defence mechanisms are used
by the ego in the face of inevitable conflict. The defence mechanisms are
unconscious and share the characteristic of involving some degree of self-
deception. Nevertheless, the defences help people to deal with anxiety or with
being overwhelmed by temporary threats or traumas. They can provide ‘space’
or time in which a person can come to terms with conflict or find alternative
ways of coping. However, defence mechanisms are not considered to be
healthy as long term solutions to problems. Some of the major defence
mechanisms are; repression, displacement, denial, rationalisation, reaction-
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formation, sublimation, identification, projection, regression and isolation.
(Freud, 1900,1953 & 1906-08,1959)

This thesis does not have the scope to cover all of Freud’s theories in full, nor
does it attempt to do so. However, this basic understanding of Freud’s beliefs
does help to introduce some of the ideas behind his work and theories. His
theory of play is discussed in the next section of this chapter.

Around the same era as Freud, Alfred Adler was developing his theory of
Individual Psychology. He claimed that;

“Individual psychology covers the whole range of psychology in one survey,
and as a result it is able to mirror the indivisible unity of the personality.”
(Adler, 1923: v)

Adler saw people as being motivated primarily by the drive towards affirmation
of their personality, the will to power or striving for superiority. Adler believed
that because children spend their early years being dependent on others and
appear to experience all kinds of desires which cannot be satisfied, adults, to a
child, seem to have more power to achieve their desires. Adler argued that
children come to experience this dependence and powerlessness as a state of
inferiority relative to adults. In reaction to this, an unconscious drive emerges
towards superiority, or the will to power.

“In consonance with our earliest conclusions, dreams are seen with
increasing clearness to be a preparation for confronting some problem
which has presented itself, in accordance with the desire for superiority,
and by means of an analogy.” (Adler, 1923: vi)

Adler also states that:
“The conclusion thus to be drawn from the unbiased study of any

personality viewed from the standpoint of individual-psychology leads us to
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the following important proposition: every psychic phenomenon, if it is to
give us any understanding of a person, can only be grasped and
understood if regarded as a preparation for some goal.” (Adler, 1923:4)

He expands on this theory by going on to speak of ‘a general goal of man’, and
argues that ‘we can best understand the manifold and diverse movements of
the psyche’ as soon as we recognize the ‘general pre-supposition, that the
psyche has as its objective the goal of superionity’. (Adler, 1923:7)

Adler (1923) identified three major ways, or compensatory dynamics, in which
people attempt to overcome their feelings of inferiority;

1. Successful compensation — compensating in a positive and
constructive way which is socially advantageous for the individual.

2. Overcompensation - trying too hard, aiming for extraordinary
achievements and settling for nothing less. Such goals may only be
fantasy and this can result in maladjustment.

3 Escape from combat — a way of ensuring that failure is impossible or
minimal, but at the price of any real success.

Adler’s individual psychology is criticised by Brown (1961) for his over-emphasis
of the role of inferiority. Brown argues that it is difficult to believe that all non-
organic nervous disorders (neuroses) are produced by feelings of inferiority or
that all psychoses are the result of complete failure to conquer inferiority.

Both Freud and Adler appear to describe a constant striving from within a
person for a balance, that somehow satisfies both physiological and
psychological desires or imbalance. Cannon (1929,1932) used the term
homeostasis®, to describe the process by which an organism maintains a
balance in its internal bodily environment. (Cannon, 1932:24)"
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“The constant conditions which are maintained in the body might be
termed equilibria. That word, however, has come to have fairly exact
meaning as applied to relatively simple physico-chemical states, in closed
systems, where known forces are balanced. The coordinated
physiological processes which maintain most of the steady states in the
organism are so complex and so peculiar to living beings — involving, as
they may, the brain and nerves, the heart, lungs, kidneys and spleen, all
working cooperatively — that | have suggested a special designation for
these states, homeostasis. The word does not imply something set and
immobile, a stagnation, it means a condition - a condition which may
vary, but which is relatively constant.” (Cannon, 1932:24)

When a state of imbalance arises, the body must ‘do’ something to rectify the
imbalance and this is achieved sometimes through a physiological action, for
example sweating when the body is overheating. However, in the case of an
imbalance which is caused, for example, through hunger or thirst, the body
must behave in a way so that food or drink may be obtained. This is where the
concept of Cannon’s homeostatic regulation is most relevant. Tissue need,
leads to internal imbalance, which leads to homeostatic adjustment or drive,
which leads to appropriate behaviour, which leads to restoration of internal
balance, which leads to drive reduction as the tissue need is satisfied.

Cannon’s theory is purely a physiological theory, where as the concept of need
proposed by Murray (1938) is useful in understanding the why of human
behavior. Murray attempted to identify all the different kinds of motives, which
he called needs, in his work exploring personality.

Murray’s definition of need offers a detailed level of explanation;

“A need is a construct (a convenient fiction or hypothetical concept) which
stands for a force (the physico-chemical nature of which is unknown) in
the brain region, a force which organizes perception, apperception,
intellection, conation and action in such a way as to transform in a certain
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direction an existing, unsatisfying situation. A need is sometimes
provoked directly by internal processes of a certain kind (viscerogenic,
endocrinogenic, thalamicogenic) arising in the course of vital sequences,
but more frequently (when in a state or readiness) by the occurrence of
one of a few commonly effective press (or by anticipatory images of such
press). Thus, it manifests itself by leading the organism to search for or to
avoid encountering or, when encountered, to attend and respond to
certain kinds of press. It may even engender illusory perceptions and
delusory apperceptions (projections of its imaged press into unsuitable
objects). Each need is characteristically accompanied by a particular
feeling or emotion and tends to use certain modes (sub-needs and
actones) to further its trend. It may be weak or intense, momentary or
enduring. But usually it persists and gives rise to a certain course of overt
behaviour (or fantasy), which (if the organism is competent and external
opposition not insurmountable) changes the initiating circumstance in
such a way as to bring about an end situation which stills (appeases or
satisfies) the organism.” (Murray, 1938:123-124)

In other words, a need represents a force within us, which acts as a motivator to
organise and direct our perception, memory, thought and action so as to reduce
dissatisfaction and increase satisfaction. Needs (or motivators) may be aroused
by internal states, such as hunger, or they may be provoked by external
stimulation, such as the sight of food.

Murray claims that our behaviour reveals certain ‘trends’ (or effects) that can be
observed objectively and compared with the ‘effects’ which a subject say that
they intend to achieve or that they desire. Clearly this requires interaction with
the surrounding environment or social group and Murray stresses that:

“Psychology should not lose sight of human nature as it operates in
everyday existence.” (Murray, 1938:xii)
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Murray divides needs into two broad categories; the primary (viscerogenic)
needs and the secondary (psychogenic) needs. The viscerogenic needs are
related to physical satisfactions and the psychogenic needs to mental or
emotional satisfactions. Murray lists twelve viscerogenic needs; Air, Water,
Food, Sex, Lactation, Urination, Defecation, Harmavoidance, Noxavoidance®,
Heatavoidance, Coldavoidance and Sentience®. He also recognizes a need for
Passivity, which includes relaxation, rest and sleep. (Murray, 1938)

The psychogenic needs stand for ‘common reaction systems and wishes’
according to Murray, who supposes that they are not fundamental, biological
drives, but that some of them may be innate. Murray (1938) provides a full
detailed account and explanation of his proposed psychogenic needs, but for
the sake of this thesis a summary list, although lengthy, follows for reference;

Acquisition (Acquisitive attitude), Conservance (Conserving attitude), Order
(Orderly attitude), Rentention (Retentive attitude), Construction (Constructive
attitude), Superiority (Ambitious attitude), Achievement (Achievant attitude),
Recognition (Self-forwarding attitude), Exhibition (Exhibitionistic attitude),
Inviolacy (Inviolate attitude), Seclusion (Isolatory or reticent attitude),
Infavoidance (Infavoidant attitude)’, Defendance (Defensive attitude),
Counteraction (Counteractive attitude), Dominance (Dominative attitude),
Deference (Deferent attitude), Similance (Suggestible attitude)®, Autonomy
(Autonomous attitude), Contrarience (Contrarient attitude)®, Aggression
(Aggressive attitude), Abasement (Abasive attitude), Blameavoidance
(Blamavoidance attitude)'®, Affiliation (Affiliative attitude), Rejection (Rejective
attitude), Nurturance (Nurturant attitude) and Succorance (Succorant attitude)'".

Murray then admits that with some hesitation, Play (Playful attitude) is added,
defining it as; ‘To relax, amuse oneself, seek diversion and entertainment. To
‘have fun’, to play games. To laugh, joke and be merry. To avoid serious

tension’. Finally, Murray identifies two complementary needs which he claims
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occur frequently in social life; Cognizance (Inquiring attitude)'? and Exposition
(Expositive attitude)'”. (Murray, 1938)

Murray also reports that evidence of rhythms of activity is found within both the B
viscerogenic and psychogenic need categories. He terms this the periodicity of
needs. it

“The fact of periodicity speaks for the dynamic importance of intraorganic i
successions. It also speaks for a theory of dynamic forces rather than
theories which attempt to explain behaviour on the basis of chained
reflexes.” (Murray, 1938:85)

Murray also discusses manifest and latent needs in the context of need
expression. He classifies the ‘chief courses or levels’ of need expression as;

1. An objectified (overt or manifest) need. This includes all action that is
‘real’ (seriously and responsibly directed towards actual objects), whether
or not it is preceded by a conscious intention or wish.
2. A semi-objectified need. Here we class overt activity that is playfully and
imaginatively (irresponsibly) directed towards real objects, or that is
seriously directed towards imagined objects.
2a Play, particularly the play of children, but also many of the things that
adults do ‘for fun’, let us say, when they are intoxicated.

2b Dramatics: expressing a need integrate by playing the preferred role
in a theatrical production.

2c Ritual, religious or semi-religious practices that are expressive of
some relatedness to imagined higher powers.

2d Artistic expression: singing a song, playing a musical composition or
reciting a poem that gives expression to a complex.

2e Attistic creation: composing a work of art (painting, sculpture, music,
literature) that portrays a complex, in whole or in part.

3. A subjectified need. This covers all need activity that finds no overt
expression. The following are significant:
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3a Desires, temptations, plans fantasies, and dreams. Information as to
these important processes must be obtained directly from the subject.

3b Vicarious living. Here, the subject occupies himself with the
objectification by another object of tendencies similar to his own
inhibited impulses. He empathically participates in the action. The
following are sources of stimulation:

i. Contemporary events, actual happenings in the present world
which the subject observes (ex; an execution, a marriage or a
funeral), or hears about from his acquaintances or reads about in
the newspaper,

ii. Fiction, fairy tales, stories, plays and movies that the subject
especially enjoys; or

ii. Art objects which represent some element in a need integrate.
The art object may stand for an object of desire or of fear, or it
may be something with which the individual can identify himself.
(Murray, 1938:111-112)

Murray also distinguishes that some needs are conscious, while others are
unconscious. Whatever a subject can report or recall is considered
conscious and everything else is considered unconscious.

Additionally, Murray discusses the concept of Pre-actions and Outcomes.
Any action, which determines the course of future behaviour, is termed a
‘pre-action’. Qutcomes are considered to be ‘the fortunes of previous
strivings’. Further, Murray introduces the Concept of Thema;

“A simple thema is the combination of a particular press or pre-action or
outcome and a particular need. It deals with the general nature of the
environment and the general nature of the subject’s reaction....In our
experience, the unconscious (alter ego) of a person may be formulated
best as an assemblage or federation of thematic tendencies.”

(Murray, 1938:123)
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Maslow (1954) formulates a ‘positive theory of motivation’ which is derived from o
clinical observation. He proposes that the theory is a fusion of functionalist,
holistic and dynamic theoretical traditions and that this ‘synthesis’ produces a 4
holistic-dynamic theory. Maslow’s view was that humans are subject to two i
potential motivational states or forces. Firstly, those that ensure survival by 1
satisfying basic physical and psychological needs (physiological, safety, i
belongingness, love and esteem needs); and secondly, those that promote a
person’s self-actualisation; that is the realisation of their full potential. i

‘B!
SELF-ACTUALISATION NEEDS
M Realising your full potential.
0
T COGNITIVE
i & AESTHETIC NEEDS
\'/ Beauty — in art and nature — symmetry, balance, order,
E CONATIVE form.
S NEEDS
Knowledge
ESTEEM NEEDS
and The esteem and respect of others and self-esteem and
self-respect.
‘D’ understanding, A sense of competence
curiosity,
LOVE AND BELONGINGNESS NEEDS
M exploration, Receiving and giving love, affection, trust and acceptance.
Affiliating, being part of a group (family, friends, work).
o]
need for
T
I meaning -
Vv SAFETY NEEDS
E and Security, stability, dependency, protection; freedom from fear,
from anxiety & chaos; need for structure, order, law, limits;
S predictability. strength in the protector and so on.
|
B
PHYSIOLOGICAL NEEDS _ FBH
Food, drink, oxygen, temperature regulation, elimination, rest,
activity, sex. etc.

Figure 2.1.1.1 Diagram to summarise

Maslow’s ‘Postitive Theory of Motivation’.
(Based on Maslow, 1954, 1970:35-51)
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Maslow, one of the humanistic psychologists, claimed that while behaviours that
relate to basic survival or deficiency needs (deficiency or D-motives or D-
cognition) are carried out because they satisfy those needs, those that relate to
self-actualisation are carried out for their own sake, because they are
intrinsically satisfying (being or B-motives or B-cognition). Maslow reports that
B-cognition is particularly executed in relation to intellectual and creative
activities and that it is much more passive and receptive than active. He
suggests that we could name it “desireless awareness”. (Maslow, 1962:81)

“Growth is, in itself, a rewarding and exciting process, e.g., the fulfilling of
yearnings and ambitions, like that of being a good doctor; the acquisition
of admired skills, like playing the violin or being a good carpenter; the
steady increase of understanding about people or about the universe, or
about oneself; the development of creativeness in whatever field, or, most
important, simply the ambition to be a good human being.”

(Maslow, 1962:28)

With regard to ‘the esteem needs’, considered to be one of the group of basic
survival needs by Maslow, he states;

“ All people have need or desire for a stable, firmly based, usually high
evaluation of themselves, for self-respect, or self-esteem, and for the
esteem of others.”

(Maslow, 1954, 1970:45)

Maslow articulates two subsidiary sets of ‘esteem needs’;

(i)  Desire for strength, achievements, for adequacy, mastery and
competence, for confidence in the face of the world, and for
independence and freedom.

()  Desire for reputation or prestige (defining it as respect or esteem
from other people), status, fame and glory, dominance,
recognition, attention, importance, dignity or appreciation.
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Maslow asserts that the esteem needs have been stressed by Adler and
his followers, but relatively neglected by Freud. He admits agreement with
many existentialist views and philosophies. He also explains that the
cognitive needs, for example understanding and knowledge, are essential
pre-conditions throughout all of the needs. (Maslow, 1954, 1970) |
Maslow also clarifies that;

“If we define growth as the various processes which bring the person
toward ultimate self-actualization, then this conforms better with the
observed fact that this is going on all the time in the life history. It
discourages also the stepwise, all or none, saltatory conception of
motivational progression towards self-actualization in which the basic
needs are completely gratified, one by one, before the next higher one
emerges into consciousness...we are thereby helped also to realize that
basic needs and self-actualization do not contradict each other any more
than do childhood and maturity. One passes into the other and is a
necessary prerequisite for it.” (Maslow, 1962:24)

Human goals are often remote, long-term and require achievement in a series
of small steps. Human behaviour is unique in its ability to pursue goals that lie
in the future and individually, people are differently able in the setting and
achievement of long-term goals.

“A musician must make music, an artist must paint, a poet
must write, if he is to be ultimately at peace with himself.
What a man can be, he must be. He must be true to his own
nature. This need we may call self-actualization.”

(Maslow, 1954, 1970:46)

It is interesting that Maslow refers to these goals as needs rather than desires,
giving the condition ‘if he is to be ultimately at peace with himself’.

62




?-f—

Product Development in the Leisure Software industry Chapter 2 Motivation, Play, Learning & Social Development

Maslow’s theory provides an ideographic view of human psychology and
strongly retains the importance of the personal experience of being human in
addition to proposing a pro-active and optimistic view of human development.

“Difficult though it may be, we must learn to think holistically rather than
atomistically. All these “opposites” are in fact hierarchically-integrated,
especially in healthier people.” (Maslow, 1962:164)

Maslow interviewed people who he considered to be self-actualizing and
concluded with the view that at moments of peak experience’ (moments of
happiness when people feel most ‘real’ and alive), the person is only concerned
with ‘being’ and is totally unaware of any deficiencies in their needs or in the
possible reactions of others to what they are doing. (Maslow, 1962)

“The multitude of idiosyncratic motives which come under the head of
‘self-actualization’ can hardly be listed since each person has different
talents, capacities, potentialities. But some characteristics are general to
all of them. And one is that these impulses are desired and welcomed, are
enjoyable and pleasant, that the person wants more of them rather than
less, and that if they constitute tensions, they are pleasurable tensions.
The creator ordinarily welcomes his creative impulses, the talented person
enjoys using and expanding his talents. It is simply inaccurate to speak in
such instances of tension-reduction, implying thereby the getting rid of an
annoying state. For these states are not annoying.” (Maslow, 1962:27)

Furthermore, Maslow argues that

“The coming-to-rest theory isn't adequate even for deficiency motivation.”
(Maslow, 1962:28)

Maslow felt that there had been an emphasis in psychology to identify neuroses
or sickness and felt strongly that it is also important to illustrate, through the
example of healthy people, the potential growth available to all human beings.
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“We can never really understand human weakness without also
understanding its healthy trends. Otherwise we make the mistake of
pathologizing everything. But also we can never fully understand or help
human strength without also understanding its weaknesses. Otherwise we
fall into the errors of overoptimistic reliance on rationality alone. If we wish
to help humans to become more fully human, we must realize not only that
they try to realize themselves but that they are also reluctant or afraid or
unable to do so. Only by fully appreciating this dialectic between sickness
and health can we help to tip the balance in favour of health.”

(Maslow, 1962:156)

In his positive approach to psychology, Maslow presents one of the problems
generated by this perspective,;

“Social psychology must shake itself free of that variety of cultural
relativism, which stresses too much man's passivity, plasticity, and
shapelessness and too little his autonomy, his growth tendencies, and the
maturation of inner forces. It should study the active agent as well as the
pawn.” (Maslow, 1954, 1970:291)

Kelly's Personal Construct Theory (PCT) arose out of his belief in man the
scientist; that all humans put their own interpretations or theories on the world of
events and from these personal theories produce hypotheses, which are
predictions about future events. Depending on the outcome, these hypotheses
are either validated, or not, and this will determine the nature of subsequent
behaviour. Kelly’s approach is based upon his assumption that;

“..all of our present interpretations of the universe are subject to revision
or replacement....we call this philosophical position constructive
alternativism.” (Kelly, 1955, 1963:15)

There is no way of checking whether one’s interpretation of the world matches
the reality, so each person sees the world through ‘constructs’ which are not
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fixed, since the ‘person as scientist’ is constantly engaged in testing, checking
and revising their own set of unique constructs which represent their working
hypotheses. Each person’s construct system is organised hierarchically, with
broad constructs (superordinate) subsuming other, narrow constructs
(subordinate). Kelly's theory comprises a fundamental postulate, which is;

“A person’s processes are psychologically channelized by the ways in
which he anticipates events.” (Kelly, 1955, 1963:46)

Kelly declared that the concept of motivation and ‘drives’ or needs’ could be
dispensed with since he claims that we should reconsider motivation in a long-
term view; where each individual is

“...ever seeking to predict and control the course of events with which he
is involved.” (Kelly, 1955, 1963:5)

Peck and Whitlow argue that Kelly trivialises important aspects of behaviour
such as motivation, learning and emotion as well as neglecting situational
influences on behaviour.

“In PCT we find little mention of motivation (or learning or perception or
emotion); the person is considered to be essentially active. He is at all
times trying to enhance his understanding of events and he does not need
to be pulled or prodded into motion.” (Peck & Whitlow, 1975:47)

Peck and Whitlow argue that in failing to deal adequately with emotion,
Kelly's theory ignores ‘a wealth of physiological knowledge’ and that some
of the definitions appear to “fly in the face of common-sense”. (Peck &
Whitlow, 1975:49)

“Situational factors are also neglected and PCT appears to place man in
an ‘empty world’.” (Peck & Whitlow, 1975:54)
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According to White (1959), the ‘master reinforcer’ which keeps most humans
motivated over long periods of time, is the competence motive. Although not
unique to the human race, competence is defined as;

“an organism’s capacity to interact effectively with its environment.”
(White, 1959:297)

In an article published in 1959, White attempts to ‘describe more fully the
possible nature of the motivational aspect of competence’ by proposing that it
be termed ‘effectance’.

“We might say that the effectance urge represents what the neuromuscular
system wants to do when it is otherwise unoccupied or is gently stimulated
by the environment.” (White, 1959:321)

It is both rewarding and satisfying to feel that we are capable human beings and
although hunger as a need comes and goes, competence remains a continuous
motivator. Competence cannot be satisfied because it is not derived from a
physiological need, it is not a motivator that pushes us to seek its reduction, as
hunger would push us to find food.

A further important difference between competence motives and homeostatic
drives (that is the satisfaction of physiological needs or imbalance), is that
competence motives often involve a search for stimulation rather than an
attempt to reduce it, as with homeostatic drives. The search for stimulation has
been observed in other species and exhibits itself in similar behaviours, namely
curiosity and exploration. These behaviours are continued even in the absence
of any obvious extrinsic rewards such as food. Butler (1954) identified this as
the curiosity drive. In his experiments with monkeys, to investigate their visual
exploratory behaviour, data strongly suggested that the drive to explore visually
was a fundamental motive in monkeys. Butler suggests that;
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“The curiosity motives are largely responsible for the early and extensive
learning which unquestionably contributes to the biological success of the
primates.” (Butler, 1954:75)

White (1959) describes how the behaviour of playful exploration with the
environment surrounding us involves continual adaptation. Our environment is
often dynamic, creating new situations and experiences for us to cope with.
Satisfaction is not achieved through a ‘consummatory climax’, or a goal that is
reached, but in a trend of behaviour. White therefore replaces the term
‘satisfaction’ with the term ‘feeling of efficacy’ in describing the subjective and
affective aspects attached to effectance motivation.

Csikszentmihalyi (1975), when researching the experiences of sports players,
rock-climbers, chess players, composers, dancers, artists and others that were
felt to be involved with ‘autotelic’ activities, discovered that these people;

“..reported an exhilarating feeling of power while involved in the activity; at
the same time, they spoke of the soothing sense of being part of something
larger than themselves.” (Csikszentmihalyi, 1975:195)

Csikszentmihalyi called this experience ‘flow’ and believed it was the reward,
the basis for people’s intrinsic motivation. He theorized that ‘flow’ is brought
about by a balance between challenges and skills:

“Flow is experienced when people perceive opportunities for action as
being evenly matched by their capabilities. If, however, skills are greater
than the opportunities for using them, boredom will flow. And finally, a
person with great skills and few opportunities for applying them will pass
from the state of boredom again into that of anxiety. It follows that a flow
activity is one which provides optimal challenges in relation to the actor’s
skills.” (Csikszentmihalyi, 1975:50)
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Some of Csikszentmihalyi's studies have shown that, during periods of ‘flow’,
participants reported higher levels of concentration, creativity, control and
activation. The studies also demonstrated differences in the amount of flow in
different activities. (Csikszentmihalyi, 1975)

Carli, Delle Fave and Massimi (1988) found during studies with American and
Italian teenagers, that satisfaction and happiness were reported for ‘control’
activities, that is where skills are rated as greater than challenges. According to
flow theory, this situation should produce boredom. However, it can be
observed that a lot of people do choose less demanding activities, such as
watching television, much of the time, when given the opportunity to do
whatever they like. (Argyle, 1996)

Csikszentmihalyi believed that intrinsic motivation was a source of flow. He
defined intrinsic motivation as the reported wish to be doing the current activity
and not something different. The artists, rock-climbers and others who had
been studied by Csikszentmihalyi, were participating in activities where skills
are needed to cope with challenges. Although this does produce intense,
positive feelings, it does not motivate every person, in the same way as
challenging work only motivates certain workers. It was found by
Csikszentmihalyi that the amount of time spent in reported flow activity, varied
greatly between individuals. (Csikszentmihalyi, 1975)

An interesting finding by Deci & Ryan (1987) while carrying out research into
intrinsic motivation is that external rewards can often weaken the motivation to
do something which is enjoyed for its own sake, because this changes the
perceived locus of causation.

“When behavior is controlled by events such as rewards, the behavior
tends to persist only so long as the controlling events are present. In
terms of effective behavior change in therapeutic settings, the implication
is that behavior change brought about through salient external controls is
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less likely to persist following the termination of treatment than is change
that is brought about more autonomously. Behavior and personality
change will be maintained and transferred, we have argued, when the
change is experienced as autonomous or self-determined.”

(Deci & Ryan, 1987:1028)

Some people are able to find challenges and acquire or utilise the skills to deal
with them more often than others, thus avoiding both boredom and anxiety
better than others. Csikszentmihalyi called these ‘aufotelic’ personalities. It is
clear, therefore that different individuals can tolerate different levels of arousal.
(Csikszentmihalyi, 1975)

Apter (1982) proposed an interesting theory to account for this phenomenon.
He suggests that there is not one homoeostatic equilibrium condition, but two.
These correspond to high and low states of arousal and to different motivations.
Apter identified that when people are in a ‘telic’ state, they tend to pursue
serious goals, frequently planning ahead and avoiding high arousal. The end
product of this state is attainment of the goal and a state of relaxation.

However, when people are in a ‘paratelic’ state, they are more likely to pursue
goals that are playful, spontaneous and that add to their inmediate pleasure.
This is when they do things for their own sake, because they are fun or
enjoyable. Apter claims that this state corresponds to intrinsic motivation.
(Apter, 1982) Also, it should be noted that the subjective experience of high
and low arousal is quite different in the two states. High arousal is experienced
as stress when in a telic state but as excitement when in a paratelic state. Low
arousal is experienced as relaxation when in the telic state, but boredom when
in the paratelic state. Additionally, there are often reversals, where people shift
from one state to another, which may be influenced by environment factors,
frustration or through satiation of the original state. For example, someone
might become bored with watching television and decide to go and do some
gardening, or stop working to relax and listen to the radio. When in the paratelic
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mode, more things are found humorous and most leisure would presumably be
associated with this state.

Survival or physiological motives are essential not only to humans, but to all
living creatures. Without basic biological survival, the human race would have
disappeared. However, as identified by White (1959), competence remains a
continuous motivator. A major competence motive is the need to be in control
of our own destiny and not at the mercy of external forces. This need for control
is closely linked with the need to be free from the controls and restrictions of
others, in order that we may determine our own actions. Brehm (1966) reported
that when our freedom is threatened, humans tend to react by reasserting their
freedom. He called this psychological reactance.

Deci and Ryan’s cognitive evaluation theory (Deci & Ryan, 1985b), focuses on
the impact of contextual variables on motivation. Their model has been
successfully used to predict and explain how events associated with the
performance of a particular activity affect motivation to pursue the same activity
again. Deci and Ryan agree that intrinsic motivation stems from drive-like
human needs to be self-determining and competent, that is, to be autonomous
rather than externally controlled. An intrinsically motivated behaviour is one
which appears to be spontaneously initiated by the person in pursuit of nothing
other than the activity itself. Accordingly, Deci and Ryan propose that events
that foster self-determination or competence will enhance or maintain intrinsic
motivation, whereas events that weaken self-determination or competence will
decrease intrinsic motivation. Self-determination and competence from a
specific experience should, in turn, contribute to the person’s general self-
perception of autonomy and if specific experiences do contribute to changes in
general levels of self-determination and competency, then it follows that general
changes in intrinsic motivation should also occur. These changes should be
manifested behaviourally when the person encounters a new activity, thus
affecting intrinsic motivation to engage in new activities. (Deci & Ryan, 1987)
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Cognition means knowing, so cognitive motives are those driven by the
acquisition of knowledge. Cognitive processes are all the ways in which
knowledge is attained, retained and used, including attention, memory,
perception, language, thinking, problem-solving, reasoning and concept-
formation (‘higher-order’ mental activities). One of the most researched
cognitive motives is the need for cognitive consistency. (Gross, 1992)
Cognitive psychology compares the human mind to a computer. It regards the
mind as an information processor that selects information, codes it, stores it and
retrieves it when needed. Memory, perception and language are central to this
process. Learning and social psychology are cognitive, since they are
concerned with the mental processes involved in interpersonal perception,
learning and attitude change (social cognition). It could be claimed that all
psychology is social, since all behaviour takes place within a social context.
Even when alone, people are still influenced by what other people think or feel.
Social motives are driven by social or environmental influences and are
ilustrated in behavioural or emotional responses to familiar situations or places.

Motivation is a central topic in the psychology of leisure and play. What
motivates people in their interests and what are the rewards? Is it due to
achievement, social motivation, self-image, self-expression, sex or perhaps
aggression? Some leisure or play interests seem to be driven by a quest for
excitement, but some are driven by a quest for rest and relaxation.

212 Play

There is more play at higher levels of the animal kingdom, which suggests that
it may give some evolutionary advantage. It is widely assumed that play gives
practice in motor skills; including the use of tools for primates and that it can
establish social bonds and give practice in social skills. The drives of curiosity,
exploration and manipulation are demonstrated in most forms of play. The
Dutch anthropologist Johan Huizinga (1944,1955) believed that play was the
origin of culture. He believed that play consisted of contests with rules, or
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representations, for fun, and that it is set apart from ordinary life. He identified
that although play is not usually serious, it can become so, and that it can lead
to the creation of new social institutions. Examples given are of inventions
being produced when the inventor is fooling about, the practice of law in Greece
being traced to a kind of ritualized contest and war being perceived as a game
on a giant scale. Huizinga believed that much of life in the Middle Ages had a
strong play element, with its elaborate dressing up and symbolism. He was
concerned that life in the twentieth century had lost much of this play element.

As a child, play activity is needed for the child to learn to know their own world,
to discover and learn about the objects which are presented to them by their
senses. (Tudor Hart, 1955) For a child, play is a means of learning, training and
practicing newly found skills. These skills, for example, grasping, holding,
throwing, walking and climbing, co-ordination of hand, eye and brain, building,
stimulating imagination, help to satisfy many emotional needs and feelings. It is
through play that a child’s physical, mental, emotional and social life grows and
develops. Tudor Hart (1955) maintains that adults can help or impede this
progress by the way in which they treat the child with regard to their play, and
by the kind of play material that is provided. This potential impedance should
also be considered in relation to leisure products in today’s society since
according to Tudor Hart, it is through play that a person gains confidence, self-
reliance, initiative and independence. Above all, it is through play that children
make their most important social contacts, that of their peers.

“It is through and in play that the young child first learns to curb his will
voluntarily, in the interest of another, to accept orders from others, to
conform to group decisions, to give and take services and to share. He
learns to do all these things of his own free will because in that way lies
the possibility of being a recognized and well-like member of the
community. We would do well to consider what discipline and self
discipline are required to reach the stage of co-operative play of four-year-
olds playing an elaborate game of mother and father, hospital and doctor,
captain and crew of ship or an aeroplane.” (Tudor Hart, 1955:10-11)
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Freud’s theory of play illustrates how he perceived some of the typical play
behaviours used by a child to make sense of the world. Like all behaviour,
Freud maintains that play is motivated behaviour (i.e. caused by the child’s
feelings and emotions, both unconscious and conscious). In common with
dreams and fantasy, play is determined by wishes. (Freud, 1906-08,1959) The
child can distinguish play from reality but uses objects and situations from the
real world to create a world of its own in which to repeat pleasant experiences
at will and to order and alter events in the way that it finds most pleasing. For
instance, when children want to be grown up and do what adults do, they can,
in play where anything is possible.

The frequency with which unpleasant experiences are repeated in play
interested Freud. For example when children who hate taking medicine dose
their dolls with it, or they graphically re-enact a frightening accident or event.
Through play Freud believed that the child was attempting to master disturbing
experiences by actively bringing them about rather than being a passive and
helpless victim; this view contributed to the development of play therapy and the
use of projective tests of personality.

Freud, influenced by Fechner's principle of homeostasis'®, concluded that
humans try to keep excitation to a minimum since all increases in excitation are
felt as unpleasant and all decreases as pleasurable. Repeating distressing or
upsetting experiences in play is, in fact, an attempt to feel pleasure, since
repetition reduces the associated excitation. The aim (as with all instincts in
Freud’s view) is to reduce tension or excitation to a minimum and ultimately, to
its total elimination. He also concluded that this impulse to repeat (repetition
compulsion) is part of the urge to return to an earlier, more stable, tension-free
state (i.e. death). This was the idyllic state we enjoyed in the womb, where our
needs were met as they arose and Freud proposes that the only way of
achieving such a ‘Nirvana’ again is through death. (Freud, 1955)
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Given that conflict and frustration are inevitable in life, Freud believed that much
play can be seen as the special use of defence mechanisms that manifest
themselves in projection, displacement, regression and sublimation. Freud also
maintained that different kinds of play can be associated with different
psychosexual stages, for example, playing roles that reflect identification with
the same-sex parents during the phallic stage. (Freud, 1955)

Erikson (1950,1963), in his observations of play behaviour, relates play as an
attempt by the individual to resolve any psychosocial crisis that is currently
being experienced. Erikson indicates that play is not limited to childhood, but is
pursued throughout the life cycle. According to Erikson, play also has a crucial
social quality or dimension. The first ‘social modalities’ are learned during early
development between a baby and mother. The initial interactions in this and
other early relationships can help us learn how to resolve our psychosocial
crises since we can try out possible solutions on others to see how they
respond.

“As the child’s radius of awareness, co-ordination, and responsiveness
expands, he meets the educative patterns of his culture, and thus learns
the basic modalities of human existence, each in personally and culturally
significant ways.” (Erikson, 1950,1963:75)

Gross (1992) makes an interesting comparison between Erikson’s and Freud’s
stages of development. This is illustrated in table 2.1.2.1 and is included since
it identifies the theoretical proposals of focus for each stage of human
psychosocial development. It also demonstrates the potential focus for play
activity at much later stages of life than would normally be identified.
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No.of | Name of Stage | Psycho “Radius of Human Freud's Approx.
stage | (Psycho- Social- significant virtues Psycho- ages
social crises) | modalities relationships | (‘Qualities | Sexual Stages
(dominant modes of of
being and acting) strength’)
1 Basic trust To get, Mother or Hope Oral - 0-1
versus basic To give in return mother-figure Respiratory
mistrust Sensory
Kinesthetic
2 Autonomy To hold on, Parents Willpower Anal-Urethral 13
versus Shame To let go Muscular
and doubt
3 Initiative versus | To make (going after), | Basic family Purpose Phallic 36
Guilt To ‘make like’ Locomotor
(playing)
4 Industry versus | To make things Neighbourhood | Competence | Latency 742
Inferiority (completing), To make | and School
things together
5 Identity versus | To be oneself (or not | Peer groups and | Fidelity Genital 12-18
Role confusion | to be), outgroups,
To share being models of
oneself leadership
6 Intimacy versus | To lose and find Partners in Love 20s
Isolation oneself in another friendship, sex,
competition, co-
operation
7 Generativity To make be, Divided labour Care Late 20s-
versus To take care of and Shared 50s
Stagnation household
8 | Ego integrity To be, through having | ‘Humankind’, Wisdom 50s and
versus Despair | been, ‘my kind’ beyond
To face not being
Table 2.1.2.1. Comparison between Erikson’s and Freud’s stages of

development. (from Gross, 1992)
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According to Erikson, play deals with life experiences and attempts to repeat,
master or negate these in order to organise an inner world in relation to the
outer one. It also involves self-teaching and self-healing. (Erikson, 1950,1963)

‘Playing it out’ becomes the child’'s means of reasoning and allows the child to
free itself from the ego boundaries of time, space and reality but maintain a
reality orientation because it and others know it is ‘just play’. Erikson illustrates
that play is also an important form of self-expression for the ego and helps the
child (and presumably also the adult) master new developmental stages.

“Industrial revolution, world-wide communication, standardization,
centralization, and mechanization threaten the identities which man has
inherited from primitive, agrarian, feudal, and patrician cultures. What inner
equilibrium these cultures had to offer is now endangered on a gigantic scale.
As the fear of loss of identity dominates much of our irrational mativation, it
calls upon the whole arsenal of anxiety which is left in each individual from the
mere fact of his childhood. In this emergency masses of people become ready
to seek salvation in pseudo identities.” (Erikson, 1950, 1963:412)

This observation is interesting considering cultural history since the 1960’s
when this work was published. ‘Pseudo identities’ could of course be
interpreted and manifested in a number of ways and there is no doubt in my
mind that this has happened on a large scale. Additionally though there is little
doubt that in today’s cultural climate, the identity of individuality is difficult to
obtain as we are all increasingly given numbers in order fo identify ourselves for
various organizations and systems of social control or welfare, or encouraged to
be led by invasive marketing to participate in particular lifestyles or brands.

Before Jean Piaget's theory of play can be reviewed, it is necessary to
understand that his work focused on the study of how knowledge develops in
human beings. To Piaget, intelligence is the whole system of cognitive
adaptations in humans; intelligence consists of knowledge and the cognitive
functions integral to the form of knowledge representation. Piaget regarded
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intelligence as a process, something which changes over time and which
represents a means by which humans adapt to their environment. The process
essentially involves the individual trying to construct an understanding of reality
by interacting with it. Piaget believed that knowledge has to be discovered
actively.

“Knowledge, then, at its origin, neither arises from objects nor from the
subject, but from interactions — at first inextricable — between the subject
and those objects.” (Piaget, 1970:703)

Piaget proposed that these structures develop in a predictable way and can be
summarised as four major stages of cognitive development, through which all
children progress; the sensory-motor stage (0-2 years); the pre-operational
stage (2-7 years); the concrete operational stage (7-11 years); the formal
operational stage (11-15 years). People move through these stages of
intelligence development at different speeds, usually due to environmental
factors. However, the sequence of stages is universal, being based on
biological maturation. Piaget maintained that development is a continuous
process, rather like a spiral, with later stages building on earlier ones by
reconstructing new levels of achievement built onto the earlier stages.
(Piaget, 1950)

During this progression, schemas (or schemes) are identified as being the basic
unit of intelligent behaviour. A baby’s schemas are mainly concerned with
inborn reflexes, for example sucking, and tend to operate quite independently of
other reflexes. In the course of development, separate schemas co-ordinate
and integrate into a more inclusive structure. It is these ‘structures’ which
constitute the typical abilities and understanding of each development stage.

“..schemas of action, i.e. co-ordinated systems of movements and
perceptions, which constitute any elementary behaviour capable of being
repeated ad applied to new situations.” (Piaget, 1951:274)
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The schemas change by means of assimilation, accommodation and
equilibrium. In assimilation the schemas that the youngster already possesses
are utilised to try to fit into the environment and can be thought of as the use of
skills we already possess. Schemas are not just physical actions or skills but
include, for example, ideas, concepts, bits of knowledge and verbal labels. In
accommodation already existing schemas are changed to match any new
requirements of the environment, which brings the child to equilibrium. For
example the sucking reflex will develop into drinking from a cup if a child is
continually offered a cup to drink with. It may take much practice before the
new technique of drinking is mastered, but nevertheless it will be acquired and it
is at this point that accommodation occurs. When a schema has just been
developed, assimilation again then ensures that the new learning is
consolidated by being practiced repeatedly until it becomes easy and automatic.
Piaget proposed that it is through this continual series of assimilations and
accommodations, equilibrium and disequilibrium, that development proceeds as
an ongoing process throughout life, but with the most significant developments
taking place during the first fifteen years or so of life. Assimilation and
accommodation together constitute the fundamental process of adaption, which
Piaget believed was central to human life. (Piaget 1970)

Piaget (1951) saw play as an adaptive activity, which begins early in the
sensory-motor period (0-2 years) when infants start to repeat actions which they
find satisfying or pleasurable. He called these repetitions of actions ‘circular
reactions’ and distinguished three major kinds corresponding to three sub-
stages of the sensorimotor period:

() primary circular reactions (1-4 months) centered on the baby’s own body;

(i) secondary circular reactions (4-8 months) centered on external objects.

(iil) tertiary circular reactions (12-18 months) where the child experiments in
order to find new ways to solve problems or to reproduce interesting
outcomes. (Piaget, 1951)
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According to Piaget, play, as an adaptive activity, involves both assimilation and
accommodation. However, assimilation is often the more important and evident
of the two processes and a great deal of play (especially up to the end of the
pre-operational period, 2-7 years) is ‘pure assimilation’, whereby the child
attempts to fit the world of reality into its own needs and experience. By
contrast, imitation is an action of almost ‘pure’ accommodation. Following on
from this, Piaget makes a distinction between play which is performed for its
own sake, and intellectual activity or learning in which there is an external aim
or purpose. In play, Piaget maintains that the child repeats behavior not in any
effort to learn or investigate but for the mere joy of mastering the action and of
showing off to himself his own power of controlling reality, therefore play is done
for its own sake. Piaget also believed that play allows children to practise their
competencies in a relaxed and carefree way. (Piaget, 1951)

Piaget applies this distinction between play and intellectual activity to three
major kinds of play that he classifies; Practice play, Symbolic play and Play with
Rules. (Piaget, 1951) Throughout development, Piaget argues that play serves
to consolidate recently acquired abilities and also aids the development of
additional cognitive and social skills. Piaget proposed that the three major kinds
of play correspond to the major stages of his cognitive development theory:

I First Period: (Sensory-motor stage) Practice Play
Sensory-motor activity (age 0-2)

Il. Second Period: (Pre-operational stage) Symbolic Play
Egocentric representative activity

Stage I: Preconceptual thought (age 2-7)

ll. Second Period: (Pre-operational stage)
Egocentric representative activity
Stage II: Intuitive thought (age 4/5-7)

IV. Third Period: Operational representative activity Play with Rules
Concrete operational activity (age 7-11)
Formal (including abstract) operational activity (after age 11)
(Piaget, 1951)
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Maslow (1954, 1970) claims that play ‘may be either coping or expressive’ and
hopes that more ‘useful and realistic interpretations of animal play’ will arise
from the realization that this ‘coping-expressive dichotomy * exists. He suggests
that in order to ‘open up this new area for research’, we need to admit that it is
possible for play to be unmotivated; ‘a phenomenon of being rather than of
striving, end rather than means.’ (Maslow, 1954,1970:238)

It is interesting to compare these theories of more than fifty years ago with a
more recent publication, Diane Ackerman'’s book, Deep Play (1999). In this
Ackerman asks the question; “Why play at all?” The following quote from
Ackerman goes a long way towards answering such a question:

“Every element of the human saga requires play. We evolved through play.
Our culture thrives on play. Courtship includes high theater, rituals, and
ceremonies of play. Ideas are playful reverberations of the mind.
Language is a playing with words until they can impersonate physical
objects and abstract ideas. Animal play serves many purposes. It can be a
dress rehearsal for adult life, as when young mammals play courtship
games, war games, socializing games, motor-skills games. ...Play is far
older than humans. It's so familiar to us, so deeply ingrained in the matrix
of our childhood, that we take it for granted. But consider this: ants don't
play. They don't need to. Programmed for certain behaviors, they
automatically perform them from birth. Learning through repetition, honed
skills, and ingenuity isn’t required in their heritage. The more an animal
needs to learn in order to survive, the more it needs to play. The more
leisure time it has, the more it can play.....Play is widespread among
animals because it invites problem-solving, allowing a creature to test its
limits and develop strategies. In a dangerous world, where dramas change
daily, survival belongs to the agile not the idle. We may think of play as
optional, a casual activity. But play is fundamental to evolution. Without
play, humans and many other animals would perish.” (Ackerman, 1999:3)
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According to Ackerman, play is a refuge from ordinary life, a sanctuary of the
mind, where one is exempt from life's customs, methods, and decrees. She
argues that play always has a special place, some version of a playground, in
which it happens and also that play has a time limit. Sometimes the time limit is
prearranged; at other times it's only recognizable in retrospect.

Ackerman is influenced by Huizinga (1944, 1955) and quotes his identification
of one of the ‘very positive feature of play’:

"It creates order, is order. Into an imperfect world and into the confusion of
life it brings a temporary, a limited perfection. Play demands order absolute
and supreme. The least deviation from it ‘spoils the game’, robs it of its
character and makes it worthless."

(Huizinga, 1944, 1955:10)

Ackerman also believes that play has its own distinctive psychology. It happens
outside ordinary life, and it requires freedom. Players like to invent worlds, alter
the outcomes of events, supplement versions of reality, or cr%ate other selves.
Make-believe is at the heart of play, and Ackerman argues that it is also at the
heart of much of what passes for work. Much play also involves competition and
tests skills or courage. “To play is to risk: to risk is to play.” (Ackerman,1999:7)
Ackerman identifies that interestingly, the word fight derives from the word play.
She also reports the context of medieval tournaments being ritualized battles
that followed strict rules and contained many of the elements of play; a special
location, particular costumes, time limits met, rules followed, rituals performed,
where the atmosphere is tense and the outcome uncertain.

Ackerman also relates some uses of language describing play; in Anglo-Saxon
times, the word for play was plega, which meant singing or dancing gestures,
clapping and quick movements. In Indo-European culture, plegan meant to risk,
chance or expose oneself to hazards. A pledge was integral to the act of play,
as was danger. Play's original purpose was to make a pledge to someone or
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something by risking one's life. However, by far the most common use of play
words, in many languages, is in the erotic context. The Sanskrit word for
copulation is kridaratnam, which translates as "the jewel of games." In
Germany, a Spielkind (literally a "play child") is a baby born out of wedlock. In
English, we make a play for, play up to, or ‘indulge’ in love play. The English
word for lechery also evolved from Jeik, a root word for play. Among Native
Americans of the Blackfoot tribe, the word koani could be applied either to
child's play or to unlawful sex. Ackerman'’s research reveals that words for play
mainly gave rise to words used in love play, battle, or religious rites and that
feasts and festivals also trace their etymology to play. (Ackerman, 1999)
Ackerman proposes that:

“The savage is what we sometimes long to be, living by cunning and raw
emotion, attuned to nature, senses alert, eluding danger, thrilled by
challenge.” (Ackerman, 1999:9)

Ackerman claims that there is a connection between moral power and the
sense of exposure to the mortal elements and argues that as a human, facing
trials and winning is essential, especially if the forces of good are against the
forces of evil. She also states that luck is an important component; particular
examples are the myths, where gods wager with human life and ancient heroes
given sacred riddles to solve, where a wrong answer meant death. This is
illustrated clearly in ancient and modern courtrooms, where opposite sides also
battle with words. Ackerman (1999) agrees with Huizinga's argument that;

“The rules of warfare, the conventions of noble living, were built up on play-
patterns. We have to conclude, therefore, that civilization is, in its earliest
phases, played.” (Huizinga, 1944, 1955:173)

Ackerman also challenges our ‘normal’ perception that play is self-indulgent and
iresponsible. She argues that sports are the height of seriousness and cites the
example of ancient Roman "games" which included bloodthirsty crowds and
gruesome deaths; she identifies that the games could often be whimsical: ‘let's
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see what happens if we pit a man against a bear or a crocodile’. Also,
Ackerman claims that children can be observed to be extremely serious about
play, behaviour also observed by Tudor Hart, (1955) during the twenty-five
years of her teaching experience. Because we think of play as the opposite of
seriousness, we don't notice that it governs most of society.

In common with Huizinga, Ackerman proposes that play can be observed in
political games, in law games, money games, love games, advertising games
and many more areas of day to day life. Ackerman proposes that much of
human life unfolds as play, that it offers rare challenges, has different strengths,
and ‘even in its least intoxicating forms’, feels satisfying, absorbing, and has
rules and a life of its own. Ackerman particularly explores transcendent play.

“Not just how children play - rejoicing in the delights of silliness, perfecting
their coordination, or rehearsing the rules of courtship and society - but a
special dimension of adult play. Something exquisitely human. Of course,
adults often play in the same way and for the same reasons that children
do; they act silly because it's fun; they play to socialize, and that can
include besting a rival or developing a friendship. But there is a deeper form
of play, akin to rapture and ecstasy, that humans relish, even require to feel
whole.” (Ackerman, 1999:12)

Ackerman proposes that deep play is the ecstatic form of play. Perhaps related
to the ‘flow’ identified by Csikszentmihalyi (1975). She states that deep play
should be classified by mood, not activity. Ackerman also clarifies that games
don't guarantee deep play, but identifies some activities that are prone to it: art,
religion, risk-taking, and some sports, especially those that take place in
relatively remote, silent, and mesmeric environments, for example scuba diving,
parachuting, hang gliding or mountaineering. Deep play appears therefore to
involve an almost sacred and holy experience, sometimes hidden in the most
unlikely or humble places. Ackerman argues that we spend much time in these
Pleasure-seeking activities in pursuit of moments that will allow these altered
states to happen.
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Ackerman also identifies that creativity, psychotherapy and sensation-seeking
are all ideal playgrounds for deep play. She argues that psychotherapy can be
experienced as deep play since all play happens in a special mental place
similar to therapy, where there are time limits and rules, where one feels
‘beyond everyday life’. She also argues that psychotherapy contains
uncertainty, illusion, an element of make-believe or fantasy, and allows one to
take risks, or explore new or past roles, thus illustrating other recognizable
components of play.

“Psychotherapy takes place in the overlap of two areas of playing, that of
the patient and that of the therapist. Psychotherapy has to do with two
people playing together ... psychoanalysis has been developed as a highly
specialized form of playing in the service of communication with oneself
and others.” (Ackerman, 1999:14)

Ackerman’s text also reveals other writers who have illuminated important
facets of the human condition that she relates to deep play: D. W. Winnicott
wrote about play as a creative state of withdrawal from everyday life. Sartre,
Heraclitus, Plato, and Nietzsche emphasised the appeal of control and freedom
in play. She is clearly influenced by Johan Huizinga's work about play and
society, identifying play as the beginnings of culture and Abraham H. Maslow,
who Ackerman describes as writing of "peak experiences ... of ecstasy, rapture,
bliss, the greatest joy," transcendent states that also include "awe, mystery,
complete perfection, humility, surrender, and worship.” She acknowledges that
healthy ("self-actualizing") people often experience such inherently rewarding
moments as they discover their capabilities and limits.

Ackerman argues that play is central to the life of each person and aiso to
society. Her claim is that it inspires the visual, musical, and verbal arts;
exploration and discovery; war; law; and other elements of culture. This is
similar to Huizinga’s view of play being the source of culture. Ackerman claims
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additionally that Deep Play reveals a human need to seek a special kind of
transcendence; that humans pursue this with a passion that makes thrill-
seeking explicable, creativity possible, and religion inevitable. She also claims
that although religion seems an unlikely example of ‘playing’, a close
examination of religious rites and festivals reveals all of the play elements, and
also how deep that play can become. Religious rituals usually include dance,
worship, music, and decoration. They often take a long time, yet people are so
absorbed that they hardly notice time passing. Interestingly, in the context of
language and communication, Ackerman reveals that the word "prayer” derives
from the Latin precarius, and contains the idea of uncertainty and risk implying
that life or death may depend upon the outcome. (Ackerman, 1999)

Perhaps Ackerman’s view of ‘religion as play’ is also derived from Huizinga’s
theories. The following quote from Huizinga, expresses his view:

“Let us consider for a moment the following argument. The child plays in
complete — we can well say, in sacred — earnest. But it plays and knows
that it plays. The sportsman, too, plays with all the fervour of a man
enraptured, but he still knows that he is playing. The actor on the stage is
wholly absorbed in his playing, but is all the time conscious of “the play.”
The same holds true of the violinist, though he may soar to realms beyond
the world. The play-character, therefore may attach to the sublimest forms
of action. Can we now extend the line to ritual and say that the priest
performing the rites of sacrifice is only playing? At first sight it seems
preposterous, for if you grant it for one religion you must grant it for all.
Hence our ideas of ritual, magic, liturgy, sacrament, mystery would all fall
within the play concept.” (Huizinga, 1944,1955:18)

From a general perspective, the average person on the street would surely
argue that play is simply about enjoyment. We do not consciously engage in
Play to find out how things work, to try out different roles or to exercise
imagination. We play because it is fun and satisfying, any learning that results
is incidental and subconscious. However, the next section attempts to cover
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some of the theories specifically relating to learning and discuss them in the
context of play.

21.3 Learning

Before any of the psychological theories of learning can be reviewed there are
several general issues relating to this area of research that need to be
understood,;

Psychologists differ regarding the extent to which they focus on the overt,
behavioural changes as opposed to the covert, cognitive changes involved in
learning. Behaviourist approaches to psychology, for example Watson and
Skinner, emphasis the overt behavioural changes to the exclusion of the
cognitive, while cognitive psychologists are more interested in the cognitive
changes as they are reflected in behaviour. (Gross, 1992)

It is also important to be clear that most psychology focuses on the process of
learning rather than what is learned. Gross (1992) stresses that learning is a
hypothetical construct. In other words, it cannot be directly observed but can
only be inferred from observable behaviour. Learning normally corresponds
with a permanent change in a person’s behavioural performance for a particular
task or situation. However, behavioural changes can occur due to other
causes, for example the changes associated with puberty and other maturation
Processes, or more severe changes such as brain damage.

As with all of the psychological literature, there are many learning theories that
this thesis does not have the capacity to cover. However, an attempt has been
made to examine a range of theories considered relevant within the specified
context of human computer interaction, across the last century. This is by no
means an exhaustive review, but again shows the important potential of
integrating knowledge from the different domains that contribute to the discipline
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of human computer interaction, as illustrated in the introductory chapter of this
thesis. In this way the body of knowledge that already exists in more mature
disciplines, such as psychology, can be applied to contemporary design
situations, informing and assisting the design process for developers of leisure
software products and inclusive interactive digital media.

At the beginning of the twentieth century, Russian physiologist lvan Paviov was
researching the process of digestion in dogs and the ‘anticipatory’ behaviour of
dogs in relation to food. Paviov developed a technique by which a dog’s salivary
secretions could be collected and measured since he noticed that the dogs
would often salivate before any food was given to them. Pavlov then introduced
a conditioned stimulus into the experiment by sounding a noise just before and
during the presentation of food to the dogs. The ‘sound-food’ sequence was
repeated over and over again and gradually the amount of saliva produced by
the dog began to increase as soon as the sound was heard, since the dog was
anticipating the arrival of the food. The animal could now be said to be

salivating in response to the sound rather than to the food. Pavlov called the
presentation of the food the unconditioned stimulus and the salivation which it
evoked the unconditioned response. The repeated pairing of the sound with the
food turned the originally ‘neutral’ stimulus into a conditioned stimulus which
now evoked salivation as a conditioned response. The whole process was
called conditioning, now commonly referred to as Classical or Respondent
conditioning. (Pavlov, 1927)

The first attempt to apply Paviov’s findings with dogs to humans was made by
Watson and Rayner (1920) who managed to induce fear in a young child
through classical conditioning. This work led the way for Jones (1924b) to treat
a young boy using ‘direct unconditioning’, a method of removing fears (or
phobias) called systematic desensitization. The boy learned not to be frightened
of a range of things which he had previously had an extreme fear of.
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Skinner (1938) claimed that most animal and human behaviour is not driven by
specific stimuli in the way described by Pavlov and Watson, but that the interest
lies in how animals operate on their environment and how this ‘operant
behaviour’ is instrumental in bringing about certain consequences which then
determine how probable that behaviour is to be repeated. Skinner saw a distinct
difference between respondent and operant behaviour and saw the learner as
much more active than Pavlov or Watson. In operant conditioning the outcome
is much less certain. Behaviour is emitted by the organism rather than elicited
by the stimulus. Thus the behaviour is essentially voluntary, as opposed to
reflex or involuntary. The likelihood of a particular behaviour being emitted is
directly related to the past consequences of that behaviour.

Skinner maintained that the consequences of operants can be; positive
reinforcement; negative reinforcement, or punishment. Skinner (1953:73)
Positive and negative reinforcement have the same effect on behaviour, which
is strengthening it and making it more probable. Positive reinforcement involves
presenting something that an animal likes (for example, food). Negative
reinforcement involves the removal or avoidance of some ‘aversive’ (usually
painful) state (for example electric shock). Punishment weakens behaviour
(making it less probable) by presenting an aversive stimulus. (Skinner, 1953)
Skinner’s principles of positive and negative reinforcement have certain
similarities with the pleasure seeking and avoidance of pain key to Hobbe's
early theory.

Tolman (1948) illustrated, in his experiments with rats in a maze, that during
non-rewarded trials the animals had been leaming more than they had exhibited
in their behavior.

“ ..as long as the animals were not getting any food at the end of the maze
they continued to take their time in going through it — they continued to
enter many blinds. Once, however, they knew they were to get food, they
demonstrated that during these preceding non-rewarded trials they had
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learned where many of the blinds were. They had been building up a
‘map’, and could utilize the latter as soon as they were motivated to do
s0.” (Tolman, 1948:195)

Tolman'’s experiments help to explain /atent learning, but take this theory further
by illustrating that the rats in a maze appear, during latent learning to establish
‘something like a field map of the environment’ in their brain. (Tolman,
1948:192) Tolman called these ‘cognitive maps’ and proposed that they
represented a primitive kind of perceptual map. A cognitive map cannot be
directly observed but only inferred by behaviour, the behaviour of Tolman'’s rats,
showed that they had an understanding of the spatial relationships that
constituted the maze, so that when a reward was presented they adjusted their
‘exploratory’ behavior to quickly find the food and avoid the blind alleys. Tolman

proposes:

“First, that learning consists not in stimulus-response connections but in
the building up in the nervous system of sets which function like cognitive
maps, and second, that such cognitive maps may be usefully
characterized as varying from a narrow strip variety to a broader
comprehensive variety.” (Tolman, 1948:193)

However, further experiments by Tolman, illustrated that, in fact most rats did
show that they had acquired a wider comprehensive map, since when the route
to the reward was altered, they still exhibited behavior which led them in the
correct direction to where the food was situated.

Tolman proposes that:;

“..some, at least, of the so-called ‘psychological mechanisms’ which the
clinical psychologist and the other students of personality have un-
covered as the devils underlying many of our individual and social
maladjustments can be interpreted as narrowings of our cognitive maps
due to too strong motivations or to too intense frustration.”

(Tolman, 1948:207)
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In light of this, Tolman argues the importance of ‘child-trainers’ and ‘world-
planners’ developing broad cognitive maps:

“Only then can these children learn to look before and after, learn to see
that there are often round-about and safer paths to their quite proper
goals.” (Tolman, 1948:208)

According to Vygotsky (1934,1962) thought and language start out as separate
and independent activities. In very young humans, as in animals, thought
precedes language and language is devoid of thought, for example when a
baby cries or makes other sounds, it is usually expressing feelings, or trying to
attract attention or fulfill some other social aim. Then, at about age two,
Vygotsky argues that there is a crucial moment when pre-linguistic thought and
pre-intellectual language meet and join to initiate a new kind of behavior where
thought is turned into communication or words. In relation to pointing, Vygotsky
states:

“We consider this transitional gesture a most important step from
unadulterated affective expression toward objective language.”
(Vygotsky, 1934, 1962:35)

Initially, pointing is nothing more than an unsuccessful attempt to grasp
something beyond a baby’s reach. However, when a mother sees a child trying
to reach something, she usually comes to help and is likely to point to the
object. The child learns to do the same. It is the social mediation, not the object
itself, which provides the basis for the child learning to point and a
communication or language can be built upon this social mediation. Vygotsky
claims that this is the most significant moment in the course of intellectual
development, since it gives birth to the purely human forms of practical and
abstract intelligence which occur when speech and practical activity, two
Previously completely independent lines of development, converge. (Vygotsky,
1934, 1962)
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Vygotsky theorises that between the ages to two and seven, language has two
functions, firstly as an internal language that motors and directs internal

thought, and secondly as an external language that communicates the results of
the child’s thinking to others.

“Inner speech is speech for oneself, external speech is for others.”
(Vygotsky, 1934,1962:131)

‘Egocentric’ speech, where a child talks out loud about their plans and actions is
common and is the result of the child neither thinking privately nor
communicating publicly to others, but being somewhere in between, unable to
distinguish between speech for itself and speech for others.

“Direct communication between minds is impossible, not only physically
but psychologically. Communications can be achieved only in a
roundabout way. Thought must pass first through meanings and then
through words.” (Vygotsky, 1934,1962:150)

At about age seven, according to Vygotsky, around the time when concrete
operational thought usually begins, the child learns how to restrict its overt
language to the purposes of communication, at the same time as the thought
function of language is being internalised as internal speech or verbal thought.

“All our observations indicate that inner speech is an autonomous speech
function. We can confidently regard it as a distinct plane of verbal thought.
Itis evident that the transition from inner to external speech is not a
simple translation from one language into another. It cannot be achieved
by merely vocalizing silent speech. It is a complex, dynamic process
involving the transformation of the predicative, idiomatic structure of inner
speech into syntactically articulated speech intelligible to others. *
(Vygotsky, 1934,1962:148)
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Vygotsky’s experiments illustrated that when six or seven year olds are trying to
solve difficult problems or become frustrated when attempting to do something,
they often resort to overt verbalization or ‘egocentric speech’. Adults too often
‘think out loud’ in similar situations. Vygotsky was convinced that these findings;

“_indicate that the function of egocentric speech is similar to that of inner
speech; It does not merely accompany the child’s activity; it serves mental
orientation, conscious understanding; it helps in overcoming difficulties; it
is speech for oneself, intimately and usefully connected with the child’s
thinking. Its fate is very different from that described by Piaget. Egocentric
speech develops along a rising, not a declining, curve; it goes through an
evolution, not an involution. In the end, it becomes inner speech.”
(Vygotsky, 1934,1962:133)

Vygotsky reports that because of the decreasing vocalization of egocentric
speech, the child develops a new skill of ‘thinking words’ instead of saying
them, thus developing the ability to abstract and abbreviate thought and
language.

Bruner (1966) developed a theory of modes of representation that presented
three different forms that our knowledge and understanding can take. Bruner
claims that language is essential if thought or knowledge are not to be limited to
what can be learned through actions (enactive representation) or images (iconic
representation). He argued that language was crucial for the development of a
third mode, ‘symbolic representation’. Bruner sees the ‘symbolic mode’ as the
phase where language has most influence on thought. For Bruner, language
and logical thinking are inseparable. Without language, Bruner argues that
human thought would be limited to what could be leared through actions or
images:
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“Man is seen to grow by the process of internalizing the ways of acting,
imaging, and symbolizing that “exist” in his culture, ways that amplify his
powers....Whenever learning occurs outside the context it will be used,
outside the ranges of events that are directly supportive in a perceptual
way or indirectly available for pointing, then language enters as a means
of conveying the content of experience and of action.”

(Bruner, 1966:320-322)

The example of pointing supports Piaget'’s view of language and cognitive
structures, by illustrating the convergence of previously independent
developments. This supports Piaget’s beliefs about knowledge as a set of
structures that are progressively created by continuous interaction between a
person and the world. (Piaget, 1970)

Piaget’s views on how knowledge develops in humans have been covered in
section 2.1.2 on play earlier in this chapter. An important distinction, made by
Piaget, was that there was a difference between play for its own sake and
intellectual activity or learning in which there is an external aim or purpose.

He did however also admit that play not only served to consolidate recently
acquired abilities, but also, importantly, that it assisted the development of
additional cognitive and social skills, therefore implying that learning can take
place during any kind of play. (Piaget, 1970)

Howe (1980) offers his own definition of learning:

“In brief, learning enables human beings to make adaptive modifications
that allow the species to survive and prosper.”
(Howe, 1980:3)
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According to Howe, learning is cumulative. What we learn at any time is
influenced by the things that we have previously learnt. This illustrates how
closely developmental and learning processes are linked. Howe argues that
most instances of learning take the form of adaptive changes where we
increase our effectiveness in dealing with the environment. (Howe, 1980)

This demonstrates an obvious survival value, but interestingly, it also links with
White's (1959) competence motive, where ‘competence’ is also defined as ‘our
capacity to deal effectively with the environment’. (White, 1959:297)

Diana Oblinger'®, who is familiar with the interaction between higher education
and information technology (IT), from both a business and an educational angle,
expresses a more recent view of learning. In an interview in 2002 for The
Technology Source'’, Oblinger comments on information technology and the
future of education.

“‘Although we've come a long way in using IT tools to enhance education, at
present we're hampered by our fragmented approach to incorporating
them. In almost every institution you can find islands of innovation, but we
have yet to integrate the pieces into a seamless enterprise.”

(Oblinger, 2002:1)

Oblinger goes on to discuss how these institutions have welcomed IT tools that
help them manage education and accountability to meet the demands placed
upon them, however, she claims that the obstacle to a more seamless
educational enterprise is the fragmentation of the institutional organisations
themselves and the integration of new technology. She also identifies a number
of significant forces currently driving the use of IT tools in education;

“There are a number of significant drivers. One is technology itself.
Technology challenges people’s assumptions about what it means to be
educated. Technology and globalization have changed the way we do
business; as a result, we have seen the emergence of a lifelong leaming
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culture, one in which education allows us to keep pace with change.
Moreover, it goes beyond extending our notion of education from four years
to a lifetime. In fulfilling the expectation for lifelong learning that it created,
technology changes both the ways in which we learn and the ways in which
we conceive of the leaming process. IT tools provide just-in-time learning,
knowledge management, simulation, and visualization. Through the use of
these tools, we have grown increasingly aware that learning facts is not
enough. Knowledge management in particular is leading us to question our
focus on explicit knowledge, gained from textbooks, and our relative
neglect of tacit knowledge, gained from experience.” (Oblinger, 2002:2)

Oblinger envisaged at this time that a great deal of effort would be put into
integration and the creation of more seamless educational systems. She also
draws attention to the changes in the wider range of students wanting to learn
and the increasingly divergent student expectations, citing the example of
younger students who have never known life without technology and older
students who are new to technology or who have also become accustomed to
the speed and response times associated with technology based services.

“Another area that IT tools will continue to influence involves learning.
Already, our focus has shifted from teaching to learning, and our next step
is to redefine the IT enriched learmning environment. Much of what we have
done in the past has been constrained by the prevailing conception of the
classroom, but the lecture and the lab are only two ways to learn. Now we
are getting into visualization, simulation and electronic performance support
systems. The next step may be the integration of knowledge management
and e-learning systems to augment current practices. This represents a
more radical revision of the classroom, since knowledge currently being
developed within an institution could serve as the material for its classes,
which would break down barriers between research and learning.”
(Oblinger, 2002:3)

Oblinger argues that people learn best when they need information and that if
information is delivered at the point of need so that it can be put to use
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immediately, learning is more effective. Oblinger also claims that a growing
enthusiasm for learning communities requires online learning communities that
complement face-to-face environments. These environments, it is argued, will
establish connections between individuals resulting in a learning experience
built around sharing information, challenging ideas and constructing new
paradigms. Oblinger also identifies time as being a key factor, recognising the
tension between needing to change to accommodate technology and needing
time to absorb change and prepare for change. Oblinger's summary view
focuses on the importance of retaining the correct perspective relating to
technological developments;

“Ultimately, the information revolution is not about technology; it is about
what happens to people as a resuilt. We have to remember that education
is a very human endeavor and that students are terribly important people.
Although technology plays a central role, people still come first.”
(Oblinger, 2002:5)

During the period 2001 to 2002 in the United Kingdom, at the same time that
Oblinger was forming these opinions in the United States, research was being
carried out that resulted in two conferences investigating the future of
education. The first conference was organised by the British Educational
Communications and Technology Agency (BECTa)'® working in partnership
with the National Grid for Learning (NGfL)'®. The conference report™,

published in 2001, entitled; Helping to Create Schools of the Future, outlines the
strategy for ICT in education at this time, and in summary proposes:

3. The creation of an infrastructure that allows the widening
community to benefit from the NGfL.

2. Providing learners, teachers and institutions with access to
educationally valuable content and services.

3. Developing a profession that makes effective personal use of the
technology and is able to understand the pedagogic issues.
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The report also identifies significant challenges with each of these strategic
aims:

; 9 Infrastructure is often maintained by educationalists at a cost to
educational direction and outcomes, and hampered by limited
network and broadband capacity.

v 3 Content is predominantly provider determined with little
differentiation for the end user, and there is too small a range of
genuinely interactive multimedia content.

3. There are islands of excellence and developing teacher capacity
and confidence with regard to practice, but much is still to be
achieved and there is insufficient communication of good practice.

On the subject of ICT and Inclusion, the report recognises

“...the need to take greater account of the complex interactions between
inclusion and educational technology, particularly with regard to learning
outside the formal school setting.” (BECTa, 2001:12)

The report also acknowledges that the wider social effects of technology are
bound to impact on teaching and learning. It was identified that the national
curriculum and the current schooling structure, were felt to restrict the ‘dynamic
use of technology and its potential to increase motivation’. It was felt that
motivating students who are ‘switched off from learning was a key area that
could benefit from learning materials that were not necessarily based directly on
the curriculum. A suggestion was made that rather than trying to reintegrate
excluded students back into the mainstream system, the aim should be to ‘re-
engage their interest in learning’. A case was made for more creative
approaches to involvement with learning and research methodologies of an
‘intervention design’ action research approach were called for. It was felt that

this approach would allow researchers and designers to refine practice as it
developed.
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The second conference organised by BECTa was in conjunction with TEEM, a
working group set up by the Department for Education and Skills (DfES).
This conference focused specifically on Exploring the Potential of Computer
Games in Education. A report by McFarlane, Sparrowhawk & Heald (2002) on
research into the educational use of games was presented, being the first of its
kind in the UK. This research project evaluated a range of current leisure
software products®' with a range of pupils, teachers and parents from eight
primary and four secondary schools drawn from regions across the country. The
results support an overall consensus that software games did contribute to
children’s learning across all key stages of education. The nature of the
learning supported by games use was broadly divided into three types:

e Learning as a result of tasks stimulated by the content of the games

e Knowledge developed through the content of the game

« Skills arising as a result of playing the game, both as direct and indirect

learning.

The games used in the evaluation were found to vary in the amount of content
they contained which was of direct relevance to the school curriculum. This was
often found to be low. The games found to be of greatest potential in content
relevance were simulations, but there was concern about the models driving the
current range of products and the extent to which they replicated real world
models. Future use of the evaluated products was felt to be more likely to be
beneficial as an extra-curricula activity due to the time needed to devote to
complex simulation games. There was general recognition across the age
range that games supported the development of a wide range of skills which are
essential to the autonomous learner, for example, problem solving, sequencing,
deductive reasoning and memorization. Other skills were apparent due to the
learning context, for example, when children worked in groups, illustrating peer
tutoring, co-operation, collaboration and co-learning. In particular the
discussion around the game task was highly valued throughout since it led to
the development of negotiating skills and group decision-making as well as
réspect for peers. (McFarlane, Sparrowhawk & Heald, 2002)

98




?—i

Product Development in the Leisure Software Industry Chapter 2 Motivation, Play, Learning & Social Development

Teacher evaluators described the curriculum relevance of the games that were
used at different key stages. Some of the specific curriculum objectives that the
software games were considered to support at Foundation Level were:
Personal and Social Development
¢ Provide interest and motivation to learn
¢ Maintain attention and concentration levels
e Can work as part of a group and can learn to share resources
Language and Literacy
e Encourage children to explain what is happening
e Sustain attentive listening, responding to what they have heard by
relevant comments, questions or actions
e Use talk to organise, sequence and clarify thinking, ideas, feelings
and events
Mathematical development
» Use everyday words to describe position
Creative Development
* Recognise and explore how sounds can be changed, sing simple
songs from memory, recognise repeated sounds and sound patterns
and match movements to music
* Respond in a variety of ways to what they see, hear, smell, touch and
feel
* Use their imagination in art and design, music, dance, imaginative and
role play and stories
Knowledge and understanding of the World
* Use early control software to investigate direction and control
Physical Development
* Fine motor control can be developed with the increased refinement in
using a mouse for navigation and selecting objects.
(McFarlane, Sparrowhawk & Heald, 2002)
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Key stage 2 evaluators found that it was difficult to identify specific targets
within the curriculum that the games directly served. However, there was

evidence from a number of evaluators that the games were seen as a valuable
tool for skill development and collaborative working, the main examples given
were; communication skills, the skills of planning and strategy as well as some
in estimating and budgeting.

Skills identified within a business simulation game evaluated at Key stages 3
and 4 included:

Communication: communication within the game is important and the setting
up of scenarios/the hiring and firing of staff/playing the
markets — all generate discussion and debate amongst
pupils.

Application of number: budgeting is a critical part of the game; quite clearly it
lends itself to the delivery of application of number.

Working with others:  as for communication

Problem Solving: this lies at the heart of the game as pupils make the
appropriate decisions that will keep them in the game.

Financial Capability:  as with application of number, a sound understanding
of numeracy is critical to success in the game.

It was found that teachers needed both to recognise and map the relationship
between activities in the games and the associated learning before they could
embed the use of the game within the wider learning context. For current
leisure software products, this would require a knowledge of the game which
the teachers would have to find the time to develop. The greatest obstacle to
integrating games use into the curriculum was found to be the mismatch
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between the skills and knowledge developed in current games and those
recognised explicitly within the school system. (McFarlane, Sparrowhawk &
Heald, 2002) At the conference, it was felt that a positive contribution could be
made to games design if more academics, psychologists and teachers were to
be involved in the creative process of software games design.

One final quote from BECTa’s earlier associated research work, featured at the
conference and summarises the general findings of the study;

“Teachers in the study found that the use of games could provide
motivation, develop skills and encourage collaboration. The motivating
power of games and their ability to encourage co-operation were felt to
support the work of schools in developing independent but social
individuals”. (Dawes & Dumbleton, 2001:8)

In a document produced by the Department for Education and Skills in 20027,
the ‘School of the Future’ was described as being an ‘ICT-rich’ environment.
Careful consideration was however considered necessary for a number or basic
issues; connectivity, networking, specialist furniture, ventilation and energy
efficiency, in addition to the implications of increased use of technologies for
presentation and video conferencing. Future schools could potentially opt to
combine the use of ICT in classrooms with parallel access to complementary
facilities in open learning centres that would also incorporate library resources.
Itis suggested that this could lead to the development of ‘satellite’ centres
focusing on particular subjects in the future.

The challenge of space constraints was identified by the report as particularly
relevant in smaller primary schools. It was felt that this would potentially
encourage the use of portable computers or devices. This in turn would lead to
further implications for security and safe storage when these devices are not
being used.
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“| can imagine a scenario where people carry small hand-held devices
which ...connect to the Web or larger display units or keyboards.” (A
primary school teacher, DfES & Ngfl. 2002:25)

It is interesting to observe that we do indeed have products on the market
today, in 2004, which could allow such portable transportation of information
and creative content within an early learning environment. However, obstacles
and challenges still remain in today’s technological society and the prospect of
a truly smooth flow of traffic on our current systems and the ‘information
superhighway’ is still unfortunately a virfual reality. However, the possibilities for
future educational development of play in digital environments offer exciting
potential. The next section of this chapter reviews some of the available
theoretical work on social development itself.

21.4  Social Development

Triplett (1898) carried out what could be considered to be the first social
psychology experiment. He studied the effects of competition during trials for
bike racing, ‘fishing reel turning’ and finger dexterity exercises. Performance
was found to be superior when the subjects were paired with others. Triplett's
work was developed further in 1924, by Allport, who argued that it is the mere
presence of others that is the crucial variable (social facilitation), and not the
element of competition. Allport found that subjects performed better when they
could see others working rather than when they were working alone. He called
this form of social facilitation the co-action effect. (Allport, 1924)

In 1934, Mead proposed a ‘Theory of Self, influenced partially by Cooley
(1902,1964), who maintains that in order to understand what we ourselves are
like, we need to see how others regard us and this helps us to build up a
gradual picture of who we are. Mead (1934) claims that knowledge of ‘seif’ and
others builds simultaneously and is interdependent. Mead stresses that the self
's a process rather than a structure, and argued that humans act upon
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themselves and respond to themselves and therefore are involved in a reflexive
process. Mead proposed that the key process that helps us to represent
ourselves to ourselves is role-taking. He argued that the only way that the idea
of self can develop is if it gets outside of itself, in order to observe ourselves
from different perspectives, particularly that of other human beings who relate to
us. Mead particularly distinguishes play from games, clarifying that games
involve rules, and proposes that through play (which may involve the games of
each character involved), a child can acquire a range of social perspectives
which can then be used to evaluate his or her own behaviour. Mead stresses
that this is how the socialised part of the self develops. (Mead, 1934) Murray’s
identification of two complementary, but frequently occurring, social needs;
Cognizance (Inquiring attitude)® and Exposition (Expositive attitude)*, could
help to clarify and explain the ‘reflexive process’ described by Mead. (Murray,
1938)

Erikson’s theory of play was reviewed earlier in this chapter (section 2.1.2) and
this is linked very closely with his Psychosocial Theory of Development, and his
Eight Ages of Man, first proposed in 1950. Erikson believed that development
continued throughout life and added three stages to those proposed by Freud.
These extra stages covered early, middle and late adulthood. Erikson criticised
Freud for under-emphasising the importance of socialisation and in particular
the effects of cultural acceptance of behaviour. Erikson proposed eight
Psychosocial stages, in contrast to the Psychosexual stages proposed by
Freud, and argued that each stage revolves around a struggle between two
conflicting personal characteristics. Erikson was particularly concerned with
mental health and stressed that each developmental stage can be transgressed
by resolving the psychological crises, but that to achieve this, social and cultural
factors also have to be absorbed and considered. He argued that at each new
stage, a greater dimension of ‘social interaction’ becomes possible. (Erikson,
1950, 1963) (A summary of Erikson’s stages of development is illustrated in
table 2.1.2.1 earlier in this chapter.)
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Erikson did agree with Freud that there is a biological basis to development and
that this is genetically pre-determined. Erikson’s epigenetic principle, derived
from embryology, argues that development is ruled by a genetic structure
common to all, which dictates the timetable of growth of a foetus. Erikson
maintained that this principle also held for social and psychological
development. He continued to stress the importance of the social and cultural
environment on this development and emphasised that ‘growing up’ is a
process of achieving Ego Identity which is made up of two aspects: an inner
focused aspect and an outer focused aspect. The inner focused aspect
concentrates on knowing and accepting oneself, where as the outer focused
aspect concentrates on recognising and identifying with the ideals, norms and
patterns of our cultural environment in addition to sharing ‘some kind of

essential character with others’. (Erikson, 1968)

Language is an important cultural factor that is essential for successful social
interaction, yet it varies enormously even in a relatively small geographical area.
Itis dependent on many influences including those of peer sub-groups and
family traditions. This thesis does not attempt to discuss language in its
entirety, however when considering a common universal language, or means of
communication, it is interesting to note that Ekman (1971) identifies six primary
emotions which are recognised universally, since they are expressed facially in
the same way, and are understood by people from a diverse range of cultures.
They are therefore believed to be innate qualities of human beings, and are

expressed as; happiness, disgust, surprise, sadness, anger and fear.

Emotion plays a large part in our communication with others. Often our
emotions are read by close family or friends via body language rather than by
Spoken words. Our feelings or emotions can also conflict with the expected
behaviour at a particular time. Thus social contact can often be a catalyst for
facing who we are and establishing identity, since the views and reactions of
others can influence our behaviour. We can also find ourselves contradicting
‘Social norms’, that is; generally accepted ways of thinking, feeling or behaving
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that are endorsed and expected because they are perceived as the right and
proper thing to do. Social norms are rules, values or standards shared by the
members of a social group that prescribe appropriate, expected or desirable
attitudes and conduct in matters relevant to that group. (Turner, 1991)

Lifespan developmental psychology emerged during the last two decades of the
twentieth century. The main themes of the theory focus on; promoting a multi-
disciplinary approach to studying human development; recognising the need to
study human ecology and contexts in human development (e.g. geographical,
historical, social and political circumstances); a concern with the way in which
individuals and groups influence each other; and the importance of individuals
as active agents in their own development. This approach of treating young
people as active agents in their own development was introduced by Selman
(1980) and suggests that adjustments in adolescence have a profound effect on
later adult development. Selman argued that because an individual has to cope
with a vast amount of change during adolescence, these adjustments require
coping processes to be developed and it is these processes that are likely to be
reused to respond to further challenges at later stages of life. The theory
stresses the importance of dynamic interaction in social development and
identifies three modes exhibited in adolescent behaviour;

1. stimulus - eliciting different reactions from the social environment.

2. processor - in making sense of the behaviour of others.

3. an agent, shaper and selector — by doing things, making choices and
influencing events. (Selman, 1980)

Hendry (1993) claims that adolescence is the first phase of life requiring and
therefore stimulating;

“..mature patterns of functioning and the development of a clear-cut
personal and social identity that persists throughout life.”
(Hendry, 1993:13)
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Hendry also reminds us that failure to cope effectively with the pressures of
adolescence can result in ‘deficiencies’ in the self-concept of an individual,
which will inhibit their subsequent social and psychological development.

It is clear that human behaviour, when interacting socially is quite different from
behaviour when alone. Social motives can manifest themselves in all kinds of
ways and exhibit many different influences. Interestingly, Hendry (1993)
attempts to understand the lives of adolescents within the terms of Coleman’s
focal theory of adolescent development. This theory argues that adolescents

’, mature by confronting a range of challenges from different sources which
include: gender identity, peers and parental authority. Coleman concedes that
‘adolescence is a period of both role transition and role conflict’, but argues that
most do somehow cope with this transition successfully. (Coleman, 1980)
Through research and the subsequent development of his ‘focal’ model,
Coleman explains how they cope;

“The answer which is suggested by the ‘focal’ model is that they cope by
dealing with one issue at a time. They spread the process of adaptation
over a span of years, attempting to resolve first one issue, and then the
next. Different problems, different relationship issues come in to focus and
are tackled at different stages, so that the stresses resulting from the need
to adapt to new modes of behaviour are rarely concentrated all at one
time.” (Coleman, 1980:207)

Among young people, there is a clear need to assert and confirm a unique
identity. Hendry (1993) maintains that the peer group usually has most
influence over expressive behaviour and in contemporary society, there are

strong ideas about acceptable work, health and leisure lifestyles. According to
Hendry;
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’ “Lifestyles can be regarded as the product of interactions amongst a
complex network of interdependent factors. They are the means through
which individuals assert and confirm their position within society.
Understanding adolescent lifestyles consists not only of gauging young
people’s behaviour but also includes understanding their attitudes, values
and orientations in relation to the material and cultural resources available
to them.” (Hendry, 1993:166)

Hendry (1983) produced an adaption of focal theory that suggests that external
social factors are as important as personal internal factors when determining
social, relational behaviour. Hendry argues that self-concept is dependent on

! feedback which may be positive or negative and will subsequently lead to a
state of agreement or conflict. It is this level of detail that Hendry’s theory
concentrates on, stating that feedback can lead to learning and result in
changed behavioural patterns, altered attitudes and beliefs and to the
development of a more stable self-concept. The social circumstances of a
person can contribute greatly to their psychological development. Hendry cites
the example of becoming independent of your parents, as this can have both
sociological and financial implications as well as psychological. Hendry argues
that in circumstances of economic deprivation, there is little doubt that it would
be more difficult to control an adolescent’s healthy adjustment. Unpleasant
situations imposed on individuals can often provoke feelings of being out of
control or unable to control events. Hendry claims that this can then contribute
to conflict in close personal relationships with friends and family members,
burdening a young adult with additional stress (Hendry, 1993).

Argyle (1996) argues that ‘the power of socialisation is considerably greater
than that of personality’ when discussing leisure activities (Argyle, 1996:151).
He cites acquiring the interest and acquiring the skills as being the most
important forms of social influence on behaviour and specific leisure interests.
Argyle claims that an important aspect of social leaming is skill leamning and
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discusses how being good at a particular leisure activity results in more
satisfaction from it and more participation in it. (Argyle, 1996)

Argyle’s research spans decades and is vast in detail, so no attempt can be
made within the scope of this thesis to do it justice. However, his study of
leisure could prove to be a valuable source of rich information for designers of
contemporary technology. He argues that ‘leisure is one of the most important
sources of identity’ (Argyle, 1996:172) and quotes observations on devoted
amateurs of theatrical, archaeology and baseball as reporting that their leisure

| activity provided development and enrichment of their self-concepts and
feelings of actually becoming more of a person.

Argyle also identifies the importance of leisure for certain groups within society.
He claims that leisure could make a substantial contribution to the treatment of
mentally or socially challenged people by utilising play for social learning.
Argyle argues that for those whose work does not give them a social identity,
leisure can be the only source of life interest available. He claims sociologists
would argue that;

“..in modern mass society there is a need to form a self-image from more
‘vivid and emotionally gripping attachments’ than are readily available.”
(Argyle, 1996: 172)

Ackerman (1999) claims that social play establishes rank, mate-finding, and
Cooperation when needed. Ackerman also identifies the way that certain
leisure’ activities resemble deep play. Games, sports, religion and art, she
argues, have much in common and are potentially interchangeable activities.
Within a social context Ackerman states that:

“‘We evolved through play. Our culture thrives on play. Courtship includes
high theater, rituals, and ceremonies of play...Language is a playing with
words until they can impersonate physical objects and abstract ideas.
Animal play serves many purposes. It can be a dress rehearsal for aduit
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life, as when young mammals play courtship games, war games,
socialising games, motor-skills games... Play is far older than humans. It's
so familiar to us, so deeply ingrained in the matrix of our childhood, that we
take it for granted.” (Ackerman, 1999:4)

Another area taken for granted for a long time, is the human response to stress
itself. As identified by Hendry (1993) and Argyle (1996), socialisation can
induce stress, particularly in adolescence when the adult mind is at its crucial
stage of formation. In an ever-changing world, keeping up with the multitude of
societal and personal demands made upon us, it is common for behaviour to be
affected by stressful circumstances and environments.

Recent research by Taylor, Klein et al (2000) identified that prior to 1995, the
majority of research on responses to stress had been carried out by studying
male subjects. The established theory was therefore that the human stress
response was that of fight-or-flight behavior, discussed by Cannon (1932)%.
Taylor and Klein's research sought to redress that imbalance and in reviewing
literature from 1995, they identified and studied research being carried out in
more balanced programmes. Their conclusion, that the Biobehavioural
Responses to Stress in Females are more Tend-and-Befriend rather than Fight-
or-Flight is verified by substantial references to over 200 studies of physiological
and neuroendocrine responses to an acute experimental stressor conducted
between 1985 and 2000. (Taylor, Klein, et al, 2000) This research is particularly
interesting since it highlights how easily assumptions are made about the
human responses to situations involving stress and excitation. Perhaps the

new catch-phrase, that has emerged from this research; ‘fight, flight or unite’,

will provide a new philosophical perspective on human responses.

Musick (2000) argues for the philosophy of social activism, that is not victim-

orientated. She identifies that youth development needs ‘new blood’ in order to
have any significant and lasting impact on young people’s lives. Musick claims
that this should be achieved by incorporating different people and organisations
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with new perspectives. Musick’s study focuses on projects that work with
socially isolated children, particularly those from low income and minority youth
groups. The findings reveal that the majority of programs offer services to
reduce or prevent problems, but few offer environments that encourage social

“Social activism promotes the acquisition of valuable personal skills
because it builds on the natural idealism of adolescence and fuffills the
need to be engaged in something useful and real, versus artificial or “make-
work”. It is developmentally appropriate because it crosses disciplines and
artificial boundaries... ... youth acquire a range of competencies as they
name (identify) social, economic and environmental inequities, and go
about trying to change them.” (Musick, 2000:8)

Musick claims that social activism is a way to promote positive risk taking and to
question or reinforce goals, behaviours and norms. In addition, she argues that
the philosophy of social activism is important since it views young people not as
victims of their circumstances, but as having control over their own lives.

A very recent opinion given by Sylwester (2003)% is that the development of the
human brain can be divided into two periods of around ten years each. During
the first phase, from birth to about age ten, Sylwester claims that the brain
focuses on how to be a human being, including learning movement,
communication and how to master basic social skills. The second phase, from
about age eleven to twenty, is mainly concerned with learning how to be a
productive and reproductive human being, considering career options and
exploring emotional commitment, relationships and sexuality. (Marcinkiewicz &
Sylwester, 2003)

In an interview with Marcinkiewicz, Sylwester argues that we have a limited
brain, yet are interested in what is beyond our brain’s limitations. He argues
that curiosity has led to technology:
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» “Consider that organizational functions of our brain and the great variety of
technologies we have developed to get beyond our limitations —
technologies that regulate things, enhance sensory input and motor output,
and remember/analyze/organize information for decision-making. We can
almost think of technology as another layer of the brain on the outside of
our skull that extends performance beyond the limited capabilities of the
brain on the inside — capabilities that mature during our extended juvenile
development.” (Marcinkiewicz & Sylwester, 2003:1)

Sylwester argues that the development of competence during the first ten years
is displayed in increasingly rapid automatic responses to challenges, whereas
during the second ten years, that is during adolescence, competence is
characterized by delayed and reflective responses that are processed in the
frontal lobes. The ‘instant-gratification’ responses of a pre-adolescent therefore
gradually give way to a less impulsive response of a maturing adult who learns

, to consider options and social implications before making a response.

'; (Marcinkiewicz & Sylwester, 2003)

: With regard to technology in society, Sylwester expresses an interest
| particularly in the interface between our brain and the technologies and cultures
it develops. He argues that;

l “An immature brain must practice key human skills to reach the mastery
level required in a society that uses technological substitutes to override
brain limitations.” (Marcinkiewicz & Sylwester, 2003:2)

: Sylwester claims that children use informal play and games to master

| technological skills during the first ten years of development and then seem to
focus on how best to use these skills, particularly how to improvise them, during
the second decade. He suggests that mastery of technology appears to be a
two-stage process that has parallels in the way that the brain itself matures.
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Sylwester argues that today’s youngsters have to master cyber space and time
in addition to natural space and time. He considers the Internet as a giant video
game and claims that once children have mastered the computer control
technology and organisation of cyber space through video games during the
first ten years, they then move onto the Internet at around age twelve, where

& they prefer more autonomous and perhaps more risky frontal lobe exploration.

: Sylwester argues that it is important during these formative years for adults and

: parents to help young people develop an ‘internal judgment of what's useful and

appropriate on the Internet’ in the same way as we help students develop a
critical sense of published literature.

| Sylwester also argues that the new technologies are creating complex issues

| that society will have to address; issues of privacy, intellectual ownership,
censorship and funding, to name a few. He also claims that the challenge for
higher education is to help youngsters recognise the difference between Can /
do it technologically? and Should | do it? Sylwester (2003) explores the many
ways that educators can develop a culture of collaborative exploration.
Sylwester claims that:

‘We're living in a period of unprecedented rapid advance in science and
technology, and so schools must shift from the previous perspective that
the adults have all the answers and the students should learn them. That
naive notion works well for a question like “How much is 6 x 57" — but it
doesn’t work for the serious moral, political, economic, and cultural issues
without obvious solutions that are confronting our society.”
(Marcinkiewicz & Sylwester, 2003:4)

Sylwester's argument for shifting classroom management from an
administrative function to a curricular function, therefore providing students with
an ‘extended laboratory’ for learning how to make decisions within a social
environment, is based on his theory of the two separate periods of
development. He argues that making decisions about were and when to do
Something, or who should do it for example, are important to frontal lobe
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maturation, in the same way as crawling is important when mastering mobility.
Sylwester therefore strongly advocates collaboration in decision making, both in
the classroom and in the family, wherever it is possible to usefully and
genuinely involve the young. He claims that it is the young that are most likely
to be innovative, once they have understood the basic scientific and
technological principles, and before they have settled on established

paradigms. Sylwester argues that it is the

“..reciprocal process of apprenticeship that will lead us toward greater
. success in using technology to enhance the learning experience”.
(Marcinkiewicz & Sylwester, 2003:5)

[‘ 2.2 Comment on literature reviewed

The wide range of theoretical and empirical research reviewed in this chapter
illustrates a diverse emphasis of focus regarding the role of motivation and play
in human behaviour, learning and social interaction.

In summary, with regard to motivation, all of the theories reviewed provide
useful information on what potentially drives human beings. There appears to
be general agreement though, that ‘seeking pleasure’ or improvement and
‘avoiding pain’ are at the root of most behaviour.

Several of the psychologists reviewed, provide theoretical work on motivation,
play, learning and social development that is considered more relevant and
useful in the discussion and context of this study. Murray (1938), in his work
identifying motives, discusses manifest and latent needs and regards play as an
expression of these needs. He describes how this expression can be seen in
many different forms including role-play and artistic expression. Murray stresses
the importance of interaction with the surrounding environment or social group,
and lists play as one of the psychogenic needs, maintaining that it is an activity
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which helps us to avoid serious tension. He also identifies two needs important

in social interaction; an inquiring attitude, which encompasses exploration,
satisfying curiosity and seeking knowledge (all of which are part of learning);
and an expositive attitude, that is relating facts, giving information, explaining,
interpreting and lecturing (all part of teaching). (Murray, 1938) This view of
social interaction as a reflexive process is similar to that of Mead (1934), who

believed that through play a child can acquire a range of social perspectives
which can then be used to evaluate one’s own behaviour.

Maslow (1954,1970) provides a holistic-dynamic theory which identifies two
motivational forces; the deficiency needs, which satisfy basic needs, and the

being needs, which are intrinsically satisfying. Maslow claims that the being

needs promote a person’s self-actualisation, or the realisation of their full

potential. Importantly, Maslow classified esteem needs as part of the deficiency

needs group; that is one of the basic survival needs. He identifies competence

as one of the esteem needs and stresses that it is essential for confident

interaction in the world, and for independence and freedom. Maslow makes a

good case for the human growth and development being a life-long process.

He encourages psychology to study the ‘active agent’ in humans as well as the

‘pawn’, in order to explore how we develop positive traits of character such as

‘autonomy, growth tendencies and the maturation of inner forces’. (Maslow,
1954,1970:291) Maslow identifies play as either ‘coping’ or ‘expressive’, and

that it is a phenomenon of ‘being’ rather than striving.

White (1959) claims that the competence motive is the master reinforcer of
Motivation, stating that it often involves a search for stimulation, rather than a
search for tension reduction. This search for stimulation at a basic level leads to
a curiosity drive (Butler,1954) which involves playful exploration and continual
adaptation with the environment and people around us. White talks of a ‘feeling
of efficacy’ when describing the satisfaction we feel during a trend of behaviour
that is competently adapting to the dynamic changes invoked by interaction with

our environment. He termed this ‘effectance motivation’. White maintains that

114




| i

Product Development in the Leisure Software Industry Chapter 2 Motivation, Play, Learning & Social Development

competence remains a continuous motivator throughout life. Deci and Ryan's
(1985b) claim that competence enhances intrinsic motivation, contributing to a
person’s autonomy and making them more likely to engage in new activities,
should also be noted.

The literature review also reveals agreement by many of the writers on the
potential for play as a beneficial activity in both individual learning and social
development. Huizinga, (1944,1955) regarded play as the origin of culture and
identified that play can be serious and can lead to the creation of new social
institutions. He was concerned that twentieth century life had lost much of the

| play element, although perhaps it has just shifted to new cultural forms. Tudor
Hart (1955) expressed strongly that play was needed for a child to learn to know
their world, and that play comprises of leaming, training and practicing new
skills. She was concerned about how play can be impeded or helped by adult
intervention, which clearly illustrates the importance of careful design of play
environments. Tudor Hart maintains that through play a person gains
confidence, self-reliance, initiative and independence and that importantly,
through play we make social contact with our peers and learn how to operate as
part of a group.

Freud (1955) believed that much play is the special use of defense mechanisms
that manifest themselves in projection, displacement, regression and
sublimation. This seems similar to Erikson’s view that play is an attempt by the
individual to resolve current psychosocial crises. Erikson (1950,1963) stressed
that play has a crucial social quality and is not limited to childhood but is also
clearly evident in adults. He claims that play is an important form of self-
expression and helps us to master new developmental stages. Interestingly,
Erikson also claims that play involves self-teaching and self-healing and that
People seek pseudo identities in play because of a loss of identity in the social
climate of the twentieth century. Play deals with life experiences and attempts to
repeat, master or negate these in order to organize an inner world in relation to
the outer one. Erikson proposed eight psychosocial stages, during which social
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! and cultural factors have to be absorbed and considered. At each stage Erikson
claims that a greater dimension of social interaction becomes possible.
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