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Rural America in the Age of Technology:

A Case Study of Internet Use in Appalachia
Introduction

Problem Statement

Rural America in general and McDowell County in West Virginia in particular, is
at a disadvantage in terms of modern technology, such as the Internet. Income and
Education play a major role in determining access to modern technology. Income in
rural America is less than that of the urban areas of America creating income inequality.
This in turn creates inequality in the amount of technology that rural Ameﬁcms can
access. For example, in the 1990 U.S Census, the total population of McDowell County
was 35,233 people. Of those 35,233 people, thirty-seven percent live below the poverty
level. Additionally, out of 9, 757 families within the county only 1,854 families earn
above $35,000 year with the median family income only $15, 756. McDowell County is
representative of impoverished rural America.

Education is another determining factor of access to modern technologies.
Educational inequality is connected to income inequality. Over sixty-percent of all
workers in the rural areas of America are classified as lower-skilled workers. Therefore,
they lack the skills to compete for higher paying jobs (Rural Condition and Trends,
2000). Moreover, in the future the fastest growing job market will be in areas of
computer related jobs. Most of these jobs require an associates degree or higher
(Postsecondary Education Opportunities, 2000). Educational levels have been found to
be lower in rural areas of America. For example, in McDowell County, only 4.6 percent
of the populations obtain a bachelor degree or higher and only 42.3 percent graduate high

school compared to 80 percent overall in the United States. Because rural Americans



such as the residents of McDowell County face educational inequality, they have a lower
the likelihood of gaining access to modem technology. Income and education play a
major role in the ability to utilize modern technology.
Research Objective

The question of this research deals with McDowell County, West Virginia.
McDowell County is one of the poorest counties in the United States. This research is
looks at technology inequality, particularly Internet use and ownership.
Hypothesis

Rural America has lower income, lower education, and lower infrastructure
unlike than urban areas. Rural Americans are isolated form the advances in technology
and therefore are not able to benefit from them. There are two hypotheses that emerge
from this research. Hypothesis one: people of lower socio-economic status are less likely
to have access to modern technology, such as the Internet. In rural America citizens do
not have the same job opportunities as those in urban areas. Take for instance McDowell
County, this rural Appalachian area once was one of the most prosperous counties in
America during the early 1900’s. Coal mining was one of the corner stones for the
county development. As the coal mines moved out of the area so did other business.
McDowell County went though machination. This lead to a sharp decline in the income
and status of the people of McDowell County and in turn to a lack of capital needed to
gain access to modemn technology. Additionally, The Bureau of Labor Statistics predicts
that mining is expected to decline by almost 25 percent in the future (Rural Condition

and Trends, 1999).
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Hypothesis two: rural Americans are less likely to have access to modern
technology such as the Internet. Rural Americans, such as like the people of Appalachian
are spread over a larger geographical area. For example, people in rural Appalachian are
geographically separated from the outside world because of such factors as mountains,
roadways, and the lack of adequate telecommunications service within the area
(Phatiochs and Scharguilli, 1970). The mountains provide a physical separation from
outside influence as do the roadways within Appalachian. The mountains make it
difficult to provide a large numbers of roadways though the area. Moreover, the
mountainous terrain spreads the population over a large area of land making it a
challenge for the telecommunications industry to provide services and repairs.
Additionally, the telephones lines within rural Appalachian are not up-to-date (Rowely,

1999).

Summary

Rural America is at a disadvantage in terms of .access to modern technology such
as Internet access. Many factors play a role in the lack of technology in the area, such as
education, job opportunities, income inequality, and low infrastructure. This research
looks at technology inequality, particularly Internet use and computer ownership within

McDowell county as a function of income, job status, and rural location.



Literature Review

Rural America has been disconnected from the technological revolution, while
the rest of America has been savoring the economic and social advances w1thm the
technology world. In rural America, the social arrangement within the distribution
system perpetuates social inequality and social disadvantage. In the United States
approximately 94 percent of all households have some sort of basic phone service, but
only about 25 percent have access to the Internet. These number tend to be lower in rural
America. Lack of technology such as the computer and the Internet functions to lower
job opportunities, which in turn are linked to income inequality, lower education, lower
infrastructure, and higher cost of service (Rowley, 1999). Therefore, the technological
inequality of the social environment in rural America has serious implication.

Technology has been on of the major driving focuses electrifying the U.S.
economy. According to the Bureau of Labor Statistics, the largest job area in the coming
years will be in the fields of technology and services (Rural Sociology, 1999). Education
is now the focus point of the information age in term of employment. Computer skill and
comprehension of the Internet will be imperative for career success in the future. Those
who lack the skills will be left behind. A rise in equipment investment, such as computer
in the workplace, leads to an increase in the skill premium and to higher relative
employment for skilled labor (Greenwood, 1999). In 1997, the United States Census
Bureau found that forty-nine percent of workers eighteen and over use a computer on the
job. Eighty percent of those workers are in the highest income bracket. Moreover,
educational levels were higher in the areas of computer usage (Postsecondary Education

Opportunities, 2000).



Communication and technological jobs are far less common in the rural areas of
America (Rural Sociology, 2000). The lack of technological education is one of the
possible causes for the lack of job opportunities in this region. The Bureau of Labor
(BLS) expects the fastest growing employment areas of computer usage will require an
associate degree of higher. These new jobs require a high level of training and skill.
However, sixty percent of rural America workers are classified in the lower skilled areas
(Rural Condition and Trends, 1999). Studies have also showed Internet use at work is
found to be higher among those with a bachelor’s degree or higher (Postsecondary
Education Opportunities, 2000). Nevertheless, an effort is being made by rural
communities to increase the level of technological education. For example, in West
Virginia, the state board of education is making an effort to increase computer
knowledge in the classroom. According to one study, analysis of data shows that fifth
graders’ test scores from the 1997 state test rose up 11 percent, when a technology
programs implemented. (Link, 1999).

Technological Inequality and Social Capital

Parental involvement in the development of children is a major force in their
learning process. Parental involvement is an example of social capital. Social capital
consists of trust, networks of cooperation and reciprocity, and civic engagement and
community ties (Marcow, 1999). Parental involvement has been linked to the quality of
education youths obtain as well as their well-being in the community. Moreover, lack of
parental involvement can lead to possible behavior problem (McNeal, 1999).

There are other forms of capital that can be influential at the personal and

community levels. The other forms of social capital are the following: norm, form of



obligation and reciprocity, and resource. Form refers to the many structures of social ties
and relations, including the breadth of the network, the depth or intensity of the
relationship and the nature of the relation. The Norm of Obligation and Reciprocity is
some sense of investment or return on that investment. Resource is the materials that
increase status or help to reach social goals (McNeal, 1999).

Within social capital is cultural capital. Cultural capital is the capital within the
social network of parents and their ability to work within the network with other parents,
teachers, administrative officials and etc. In a Leacaw Annette 1989 study entitled, “The
Importance of Cultural Capital,” she states that cultural capital is significant in
determining a child’s performance in school, and is also linked to personal involvement
in the community (Morow, 1999). Like social capital, cultural capital has various forms.
One of them is institutional cultural capital, which is academic success within the
network. The second is cultural capital, which is the use of the language and etiquette
within the network (Morow, 1999). All of these forms of capital have a major influence
on the education of children and the social arrangement arising from social capital and
cultural capital can influence levels of social inequality.

A general definition of social capital is a hierarchical system in which social
positions are differentially ranked on the basis of importance and reward (Ward and
Stone, 2000). Within any social system there is means of ranking. In this county we
rank though income, status, and power. Within the current American social system the
means of production is the basis of human life. (Kriesberg, 1979). For example, in fiscal
year 1999, the GDP (Gross Domestic Product) of the United States totaled

9,252,600,000,000 (nearly 9.3 trillion dollars) and two third of the GDP was for personal
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consumption (Postsecondary Education Opportunities, 2000). Personai consumption has
become the measuring stick for our quality of life. This leads to class inequality. Class
inequality is the difference in people’s material conditions and life opportunities resulting
from the market situation (Kriesberg, 1979). Income and geography can account for
some of the class inequality within the capitalist system.

Class inequality can lead to other inequality. Status inequality is specific positive
or negative social establishment. With class inequality and status inequality come power
inequality. Power is the ability to control the actions of others (Kriesberg, 1979). These
inequalities are linked to one another to form social inequality, which effects rural
America.

Qther Factors

The Internet service provided in the rural areas of America has been questionable.
The Telecommunication Act of 1996 was a measure designed to lower the price of
telephone access and make an effort to provide a higher level of service in rural areas,
However, about 90 percent of 127 small telephone companies that responded to a
nationwide survey said they believed that the rural customer would benefit very little or
not at all from the measure (Rowely, 1999). This measure did not enthance the quality of
service in rural areas because of the following. In rural areas the lower income and
educational levels of the region hamper the adoption of modern technologies.

The demand for Internet use in rural America is less than in urban regions,
People in rural America, such as Appalachia, are relatively isolated from outside
influences because of the lay of the land, and the mountainous terrain. The culture in

rural Appalachian retains itself to the people of the area and the environment. The



mountainous region causes the population to be more dispersed. Furthermore
infrastructure within rural America is different than the infrastructure of the urban
centers. Traveling is often long and dangerous due to the curving mountain roads. For
companies, this makes traveling for repairs time consuming and costly. For example, the
Internet service for McDowell County comes from either Beckley W.V., or Bluefield
W.V. The drive time to either place from McDowell County is approximately one hour
or more. Finally, the telephone wires within these areas are not up dated and most
modems run on phone lines that are 25 years old or older (Rowley, 1999).- All these
factors play a role in the lack of job opportunities and technology inequality.

The computer age has affected society in many positive ways. Providing new
jobs, skills, faster means of communication, and growth in the economy. It has also
created greater income, social, and technology inequality between urban and rural
populations. In essence, the more education, income, and social status one has, the more

likely one is to adopt and use new technology such as the computer and Internet.
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The Importance of the Question being asked

The importance of the question of technology inequality is important.
Technology has been linked to education and the improvement of the quality of
education. Furthermore, technologies such as the computer are an important tool in the
modern workplace. Those who do not have the means to obtain these new technologies
are often left behind. They do not have the skills and the education to compete in the
information age. This research locks at Internet use to see if it has impacted on rural
Appalachian, more specifically McDowell County
Relationship between literature and problem statement

The relationship between the literature and the problem statement is very clear.
Rural areas such as McDowell County do not have the same technological opportunities
as urban centers of America. The literature review showed research supporting our
hypothesis that rural areas are at a disadvantage in terms of technology. It also
strengthens the argument that other factors such as edﬁcation, income, and infrastructure
play a role in the inequality of technological access.

Method

This research deals with the population of McDowell County, West Virginia.
McDowell County has a population of 35, 233. This research will obtain a random
sample within the population through the use of phone surveys. First, the prefixes from
the county will be obtained. The prefix refers to the first three digits of a persons phone
number. The prefix is organized based on city size. Then, using a random number sheet
a complete survey of the population will be obtained though systematic sampling. This

research will obtain randomly 115 people from the population.
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The surveys will assess computer ownership and the use of the Internet.
Occupation will be assessed to compare rates of ownership and Internet use for blue
collar vs. white-collar worker. Finally, education will be assessed to see if those with
higher education have rates of computer use (Refer to Appendix A).

Result

Based on previous research in areas closely related to this topic, it was suspected
that those subjects with lower educational levels, lower income, and those not living in
urban areas would have relatively low rates of computer ownership and internet. The
two hypothesis of this research are; 1) those of lower socio-economic status are less
likely to have access to ﬁlodem technology such as the Internet. 2) Rural Americans in
general are less likely to have modern technology such as the computer and internet.

Fifty-one percent of the 115 respondents were male. Twelve years of education
was the average of education with six percent of the respondents having sixteen or more
years of education. Forty percent of the _respondents re-ported that they were, “not
employed” with another thirty-four percent holding blue-collar jobs. With concemn to,
“not employed” the respondents where classified unemployed if they where either
retired, disabled, and unemployed. The average age of the respondents was 46 years of
age with an age range of twenty to eighty-six years.

The results of the research were significant for both hypothesized relationship.
Using a Chi-Square test of signiﬁc‘:ance it was found that those with higher educational
levels and white-collar jobs were significantly more likely lto own and use a computer.

With those with more education, they utilize the computer and the Intemet more.
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Discussion

According to the Bureau of Labor Statistics the fastest area of growth will be in
the area of technology. Furthermore, those with an associates degree or higher will be
able to obtain these jobs. The BLS predicts further, that jobs will be lost in the blue-
collar sector due to the rise of technological job; If this trend continues, rural America
will suffer. In rural America, like McDowell County, over 60 percent of the workers are
classified as blue-collar workers (Rural Condition and Trends, 2000).

The findings of this research demonstrate that income, education, and location are
linked to technology inequality. Technology is not simply a luxury but a key tool for
success. Research has shown that those with higher education are more Iikelj.r to have
access to a computer and, the Internet. In areas such as McDowell County where
educational attainment is lower than the rest of the United States, so is the use of
technology such as the Internet.

Technelogy has long been a sign of social class, especially here in the United
States. In the 1930’s through the 40’s, the car was the symbol of class. In the 50’s every
one had to have a T.V. Today, computers are the new capital, and symbol of middle-
class America. Capital, is anything that helps one to obtain power and wealth.

As this research has shown, rural America in general and McDowell County in
particular is being left behind in terms of éducation, income, and now technology. This
research has demonstrated a significant association between education, and Internet use.
Those with higher education are more likely to use the Internet. This research found that

those with higher educational levels were more likely to have a computer. Those in the
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white-collar sector where more likely to own a computer than those of blue-collar jobs.
Finally, those in the white-collar sector were more likely to use the Internet.

This research did have its limitations. Due to financial and time restrictions the
sample size was limited to115. A larger sample size would theoretical provide stronger
results. For future research, one might consider doing a longitudinal study of technology
in rural America. Another possibility would be to look at rural school systems in terms
of technology compared to those in urban areas.

This inequality is facing rural America has a domino effect. With the lack of
education, comes the lack of income, and thus results in the lack capital. Thisis a
pressing issue for rural America. Further research could provide potential solutions to

the problem of inequality in rural America.

Summary

Technology varies among rural and urban areas. Thie rural areas of America lack
opportunities in education, jobs, income and now technology. Technology is a powerful
tool in the modern age. It electrifies market growth and job opportunities. E-trade, e-
business, and ¢-mail are a necessity in the current work force. New technological job
opportunities create higher paying jobs increasing one’s, socio-economic status. Those

who do not have the means or the capital to gain access to tools such as the computer and

the Internet are not equipped for new opportunities.
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Crosstabs

Case Processing Summary

Cases
Valid Missing Total
N Percent N Percent N Percent
OCCUP * OWN 109 94.8% 6 5.2% 115 100.0%
QCCUP * OWN Crosstabulation
Count
OWN
_ N YES NO Totai

QCCUP BLUE COLLAR 13 26 39

WHITE COLLAR 18 5 23

NOT EMPLOYED 1 35 46

12.0 1 1
Total 42 67 109

Chi-Square Tests
Asymp. Sig.
Value df (2-sided)

Pearson Chi-Square 20.5502 3 .000
Likelihood Ratio 20.981 3 000
Linear-by-Linear
Association 1.677 1 195
N of Valid Cases 109

a. 2 cells (25.0%) have expected count less than 5. The minimum expected count is .39,

Crosstabs

Case Processing Summary

Cases
Valid Missing Total

_ N Percent N Percent N Percent

OCCUP * USE 109 94.8% _6 52% 115 100.0%
OCCUP * USE Crosstabulation
Count
USE
_ YES NO Total

OCCUP BLUE COLLAR 12 27 39

WHITE COLLAR 18 5 23

NOT EMPLOYED 8 38 46

12.0 1
Total 38 71 109
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Chi-Square Tests

Asymp. Sig.
Value df (2-sided)
Pearson Cmquare 26.0822 3 .000
Likelihood Ratio 26.220 3 .000
Linear by Linear 2.358 1 125
N of Valid Cases 109

a. 2 cells (25.0%) have expected count less than 5. The minimum expected count is .35.

Crosstabs
Case Processing Summary
Cases
Valid Missing Total
_ N Percent N Percent N Percent -
AGE " USE 107 93.0% 8 7.0% 115 100.0%
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Count

AGE * USE Crosstabulation

YES

NO

Total

Total

AGE

20.00
22.00
25.00
26.00
27.00
28.00
29.00
30.00
31.00
32.00
33.00
34.00
35.00
36.00
37.00
38.00
39.00
40.00
41.00
42.00
43.00
44.00

. 45.00

46.00
47.00
48.00
49.00
50.00
52.00
56.00
57.00
58.00
64.00
66.00
67.00
68.00
69.00
71.00
72.00
74.00
75.00
77.00
78.00
81.00
83.00
86.00

—

e W S Y=y S - X

39

—_= o N S e DN o= o N N R W = W e A B, T . P S W N Ny

QTS X J Gy X

= =2 NN WL

[a13
[=-]

ek 2 NN NWWN =2 a NABN= @A DW= NWWRNMDNBEUTWNNGWGNDR = ) = = () = 00 H W =N =W

107




Chi-Square Tests

Asymp. Sig.
_ Value df (2-sided)

[ Pearson Chi-Square 35.7329 45 837
Likelihood Ratio 46.419 45 414
Linesr by- Linear 8.269 1 004
N of Valid Cases 107

a. 91 cells (98.9%) have expected count less than 5. The minimum expected count is .36.

Crosstabs

Case Processing Summary

Cases
Valid Missing Total
_ N Percent N Percent N Percent

GENDER * USE 114 99.1% 1 5% 115 100.0%

GENDER * USE Crosstabulation

Count
USE
) YES NO Total '

GENDER MALE 17 42 58

FEMALE 24 31 §5
Total 41 73 114

Chi-Square Tests
Asymp. Sig. Exact Sig. Exact Sig.
_ Value df (2-sided) (2-sided) {1-sided)
Pearson Chi-Square 2.7186° 1 .099
Continuity Correction® 2.110 1 146
Likelihood Ratio 2724 1 .099
Fisher's Exact Test 120 073
Linear-by-Linear
Association 2.692 1 101
N of Valid Cases 114
a. Computed only for a 2x2 table )
b. 0 cells {.0%) have expected count less than 5. The minimum expected count is 19.78.
Crosstabs
Case Processing Summary
Cases
Valid Missing Total
N Percent N Percent N Percent

EDUC * OWN 111 96.5% 4 3.5% 115 100.0%

EL:




EDUC * OWN Crosstabulation

Count
OWN
YES NO Total
"'EDUC _ 6.00 1 1 2
7.00 2 2
8.00 1 2 3
9.00 6 6
10.00 2 2
11.00 1 3 4
12.00 23 45 68
13.00 2 4 6
13.50 2 2
14.00 6 1 7
15.00 1 1
16.00 7 7
36.00 1 1
Total 45 66 111
Chi-Square Tests
Asymp. Sig.
Value df {2-sided)
Pearson Chi-Square 30.819° 12 002
Likelihood Ratio 38.391 12 .000
neay by near 12,241 1 000
N of Valid Cases 111

a. 24 cells (92.3%) have expected count less than 5. The minimum expected count is .41.
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Data Sheet

Information for the surveyors:
Hello, my name is Robert Smith and I am a student at Concord College. [ am conducting
research on technology in McDowell County. May I have five minutes of your time to

ask you a few short questions on this subject?

Questions

1. Do you or any member of your household own a computer?
A. If No, Why don’t you own a computer?

2. Do you or any member of your household use the Internet?
A. If yes, how many hours a week do you use the Internet?
B. If no, why don’t you use the Internet?

3. What is your occupation?

4. How many years of education do you have?

5. What is your total yearly household income?

6. How old are you?

7. How many people live in your home?

Gender: M F
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Abstract

Robert Smith

Concord College

Rural America in the age of technology: A case study of McDowell county

Rural America in general and McDowell County in West Virginia in particular, is
at a disadvantage in terms of modern technology, such as the Internet. Income and
Education play a major role in determining access to modem technology. Income in rural
America is less than that of the urban areas of America creating income inequality. This
in turn creates inequality in the amount of technology that rural Americans can access.
There are two hypotheses that emerge from this research. Hypothesis one: people of
lower socio-economic status are less likely to have access to modern technology, such as
the Internet. The second Hypothesis is rural Americans are less likely to have access to
modem technology such as the Internet. '

The lack of technology in rural Appalachian is due to several factors such as
geographic location, such as the mountains, poor education, lack of a growing job market
and finial the lack of population.

Technology is a powerful tool in the modern age. It electrifies market growth and
job opportunities. E-trade, e-business, and e-mail are a necessity in the current work
force. New technological job opportunities create higher paying jobs increasing one’s,
socio-economic status. Those who do not have the means or the capital to gain access to
tools such as the computer and the Internet are not equipped for new opportunities.
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Aggressive cognition 1

Running head: AGGRESSIVE COGNITION

Effects of Differing Types of Violence in Video Games on Aggressive Cognition
Douglas Snuffer

Concord College
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Aggressive cognition 2

Abstract
In recent years, many crimes comnitted by adolescents and young adults have been
blamed in part on violent media, such as movies, music and video games. The current
experiment examines the role of abstract and realistic violence in video games on
aggressive cognition. Subjects were pooled from college level introductory psychology
courses. The subjects were asked to play one of three video games with differing levels of
violence, and then fill out a short scale to assess their current state of aggressive
cognition. Results demonstrated a marginal effect on aggressive cognition between
subjects playing a non-violent game and a realistic violent game. No other significant

effects were discovered.
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Aggressive cognition 3

Effects of Abstract and Realistic Violence in Video Games on Aggressive Cognition

For years, the effects of media such as television, music and movies on human
behavior and cognition have been pondered. One of the investigated areas is the effect
that exposure to violent media has on aggressive human behavior.

The belief that violent media has an effect on human behavior is not a new one.
Some scientists made it a topic of concern decades ago when movies first became widely
distributed (Huesmann, 1986). More recently, Huesmann (1986) developed a theory to
account for the relationship between media violence and aggressive behavior. Huesmann
proposes that aggressive scripts for behavior are acquired from observation of media
violence, and in both childhood and adulthood, certain cues m the media may trigger the
activation of aggressive scripts.

A few years later, Carlson, Marcus-Newhall, and Miller (1990) wrote about the
effects of situational aggression cues. Referring to Berkowitz and LePage’s “weapons
effect” (1967), Carlson et al. (1990) stated that the pre;ence of an environmental cue like
a revolver may act automatically to stimulate aggressive thoughts and actions. Carlson
and his peers also wrote that, “Situational cues that stimulate images of unpleasantness or
violence may prime or further strengthen the effects of such schemata and thereby
facilitate the experience of negative emotion and the subsequent expression of
aggression” (Carlson et al., 1990, p. 622). Carlson’s statement implies that exposure to
violent situations, whether in the media or in real life, can create an aggressive state of
mind, which leads to aggressive behavior.

In addition to the link that media violence has with increased aggressive behavior,

a second harmful effect has been proposed. The viewing of violent acts on television



Aggressive c.ognition 4

may lead to a desensitization of emotional response to viewing aggression (Irwin &
Gross, 1995). This desensitization could lead to acceptance of aggression as an adaptive
coping mechanism. A study by Molitor and Hirsch (1994), replicating earlier studies by
Drabman and Thomas (as cited in Molitor & Hirsch, 1994), found that children tend to
tolerate the aggressive behaviors of others more if they have first seen violence on
television or film.

The idea that violent media has a causal effect on violent behavior is not without
opposition, however. Freedman (1984) writes that while a substantial amount of
laboratory research has demonstrated that viewing violent material on television or film
can increase aggression, the research may tell little about the effect that television has in
the outside world. Freedman also gives reasons why the findings of laboratory research
may not generalize to situations outside the laboratory. First, the measures of aggression
that are used in the laboratory are usually only analogues of aggression, and are behaviors
that are rarely executed in real life (Freedman, 1984). éecond, laboratory research suffers
from strong experimenter demands. As Freedman (1984) states:

Because the film or television program has clearly been chosen by the

experimenter, the subjects are likely to assume that the experimenter

approves of the film and its content....When the subjects are given a

chance to behave aggressively, they are more likely to do so because, in a

sense, they have been told to or perhaps given permission by the

experimenter. (p. 228)

In addition, a one-way causal relationship between violent media has not been

definitely established. While it is possible that television violence can effect aggression,
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Aggressive cognition 3

it is equally possible for an aggressive person to prefer violent television (Eron, 1982;
Freedman, 1984). Obviously, questions concerning the direction of the relationship
between violent television and aggression can be raised.

A far more worrisome violent media for many researchers however, is that of the
violent video game, which, like television, has the potential to be a major socializing
agent for children (Loftus & Loftus, 1983). At one time, the biggest question conceming
the ethical value of video games was whether video games could improve a person’s
performance by improving hand/eye coordination and motor skills or if the games created
deficits in intellectual ability by occupying too much of a person’s time in an
unproductive manner. Today however, the biggest question has been whether video
games, particularly of a violent nature, are dangerous. This topic of controversy was
intensely ignited immediately after the Columbine High School Massacre in 1999. The
gunmen, Eric Harris and Dylan Klebold, were supposedly fans of the violent video game,
Doom (Gillespie, 2000). Many violent games like Doo;n have been tied to violent acts,
particularly school shootings, by the media.

The argument tying violent video games to violent acts is that the interactive
interface between the player and the game makes the coping reactions to arousing events
in the game become real coping procedures for the player’s daily Iife (Grodal, 2000). As
Dill and Dill (1998) write, “...once children learn that aggressive behavior is appropriate
and that it can be rewarding, they are more likely to choose aggressive responses to
conflict situations in their own lives” (p. 410).

While violent video games are, like violent television, considered to be a form of

violent media, important distinctions between the two forms need to be made. Television



Aggressive cognition 6

does not require constant attention, and requires no physical involverent, whereas video
games, whether violent or not, require constant attention, and active mvolvement
(Dominick, 1984; Irwin & Gross, 1995). These two differences, according to Trwin and
Gross (1995), may serve to enhance the impact of video aggression on a child’s behavior.
The combination of these two characteristics in violent video games can be paraphrased
as “Identification with the aggressor’” (Dill & Dill, 1998, p. 413). This identification is
produced by a video game player choosing a character (perhaps by default), and acting
out that character’s role.

Also, Kinder (1996) writes that the interactivity of video games provides an active
sensori-motor experience that usually demands repetitive moves, pushing the same
buttons over and over until success occurs, which may mean that if cognitive learning is
accelerated by physical enactment, the earlier people are exposed to violent video games,
the more repetitive and habitual violent behavior may become (Kinder, 1996).

In sum, the interactive nature of video games @y be a catalyst for learning
aggressive behavior. Buchman and Funk (1996) write that if violence is learned, then
“the powerful combination of demonstration, reward, and practice inherent in electronic
game playing creates an ideal instructional environment” (p. 15). The difference in the
level of interactivity appears to be the key distinction between video games and
television. Violent video game players find themselves to be active participants in the
violent actions that are exhibited on screen, while viewers of television violence take a
more passive role, allowing the violence to occur without actually taking part in it.

A key element of the interactive distinction between violent games and violent

television is the reward system that is utilized by video games, but not television. The
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basic premise of violent video games is, put simply, kill or be killed. As such, the best
strategy for success in a violent video game is to cormit violent actions (Funk, Flores,
Buchman, & Germann, 1999). According to Funk and her peers, the players that stick to
this strategy will experience positive reinforcement (Funk, et al, 1999). Since any
behavior that is reinforced will increase in frequency (Loftus & Loftus, 1983), it may be
of some concern that aggressive actions in video games are being reinforced. Also, it is
important to understand how these violent acts are being reinforced.

Dominick (1984) asserts that aggression in video games is portrayed as justified,
and success is “rewarded by a high score and a chance for a person to register his or her
initials in the machine for others to see and envy” (p. 138). These rewards quite possibly
create reinforcement for playing the games, especially since more practice tends to lead
to more success. Dill and Dill (1998) take the idea that video game players are remforced
by a high score a bit further. A person playing a violent video game is not only
reinforced by a high score, but also by sound effects, a‘.:cess to new levels of the game,
etc. This idea may be important, as it implies that sight of violence being committed may
be reinforcing by itself. This idea is consistent with today’s video game market, as many
current violent video games do not incorporate the use of high scores.

Taking a more simplistic approach, Morlock, Yando, and Nigolean (1985) write
that two of the incentives that video games offer to players are opportunities to master a
complex game, and to compete with others. Certainly, these incentives, which imply that
the violence in games is not a motivating factor, but only incidental, cannot be denied.

However, Morlock et al. (1985) state that video games offer many incentives to players,
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not just the two previously mentioned. Therefore, violent content may indeed be a
motivation for some game players.

In support of the notion that violent content is a motivator, Graybill, S&awmak,
Hunter, and O’Leary (1987) write that violence occurs in video games only when the
player causes it to happen. The violence that occurs on television however, is beyond the
control of the person watching it. Therefore, the video game player is in control of the
amount of violence that happens while playing the game. Since continued gare play
contributes to higher amounts of violence in the games, it is logical to suspect that violent
content is a reinforcer for violent video game players.

Another possible reinforcer for aggressive actions while playing violent video
games is watching the opponent suffer. As Berkowitz (1974) explains, “the angered
individual is often gratified at learning that his tormentor has been hurt” (p. 171). This
theory however is not without flaw, as it implies that the game player must be provoked
by his video game adversary, which is not always the case. In many violent video games,
the main character, who is controlled by the player, is given the chance to annihilate his
opponent before the opponent has a chance to strike. In fact, this strategy is
recommended when playing violent video games, as it lowers the chance of defeat.

Regardless of what reinforces video game playing behavior, the fact that video
games are an extremely popular leisure activity cannot be denied. A study by Griffiths
(1997) found 55 out of 147 children to be “addicted” (p. 231) to computer game playing.
Video games are a multi-billion dollar industry, with violent video games leading the

way. Eighty percent of today’s most popular games contain violent content in some form
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(Vessey & Lee, 2000). Considering the controversy surrounding the possible effects of
other violent media on aggression, a look at past research on video games is in order.

A few studies have shown that playing video games may actually be beneficial.
A study by Kestenbaum and Weinstein (1985) found that video games had a calming
effect on the 208 subjects that they surveyed, who were aged 11-14 years. Like many
other studies however, the self-report nature of the data collection may have created
meaningless results.

One theory supporting the playing of violent video games is the catharsis theory.
The catharsis theory states that experiencing a particular emotional drive will reduce the
likelihood of behavior related to the emotional drive (Silvern & Williamson, 1987).
Applying this theory to video games, a person playing a violent video game would be less
likely to display aggression, as the video game would act as an aggression outlet. Thus,
playing the games may be an adaptive way to deal with aggressive energy (Emes, 1997).

Consistent with this theory are the findings of éraybi]l, Kirsch, and Esselman
(1985), who noted that children playing a violent video game showed fewer defensive
fantasies and tended to show more assertive or need-persistent fantasies than children
who played a non-violent video game. Graybill et al. (1985) interpreted these findings as
illustrating that aggression in video games discharges children’s impulses in a socially
acceptable way, leaving the children less defensive and more assertive.

Winkel, Novak, and Hopson (1987) examined the effects that violent video game
play, as opposed to non-violent video game play and no game play, could have on heart

rate, and aggressive behavior. No significant effects were found, although the
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experimenters proposed that the aggression cues in the games used were not strong
enough to produce an effect.

Far more studies however, have produced results that imply that playing video
games, especially violent video games, have negative consequences. A correlational
study conducted by Dominick (1984) indicated that among a sample of tenth and
eleventh grade boys, television viewing, arcade video game playing, and socioeconomic
status were imversely correlated with self-esteem. However, the relationship between
videogame playing and self-esteem disappeared when television viewing and
socioeconomic status were simultaneously partialled out. This relationship was not
discovered in the tenth and eleventh grade girls who participated in the study.
Dominick’s study also found positive correlations between arcade videogame playing and
aggressive delinquency. Aggressive delinquency in this study was measured with a self-
report quantitative survey, asking students how often they engaged in three violent
behaviors: fighting with several people on a side, hurtiﬁg someone out of revenge, and
fighting with another student. The results of the study however, may have been
questionable due to the self-report nature of the data collection.

In a survey study by Anderson and Dill (2000), time spent playng video games
was found to be positively related with delinquent behaviors. Anderson and Dill used a
Delinquency Scale created for the National Youth Survey to measure delinquent
behaviors. The correlations, while reportedly significant, were considerably low (rs =.20
and .15 for aggressive delinquent behavior and non-aggressive delmquent behavior,
respectively). As in the Dominick study, the self-report nature of the data collection may

have created questionable results.
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Another study using survey techniques found amount of time playing video
games to be positively correlated with self-reported aggression (Fling et al, 1992). That
is, the subjects who played video games the most believed that they were aggressive
people. The sample used however, was rather unrepresentative. The subjects consisted
of 153 sixth through twelfth graders, with the high school students in the sample
attending a private school for disturbed young people. The past delinquency of the high
school students may have influenced the results of the survey.

In a study conducted in the Netherlands, van Schie and Wiegman (1997)
investigated the relationship between the amouat of time children spent playmg video
games with several other characteristics and behaviors, such as aggressive behavior,
prosocial behavior, social integration, school performance, and intelligence. The study
was conducted with a sample of 175 girls and 171 boys in the seventh and eighth grades
from seven elementary schools in the Netherlands. The resulting correlations were found
to be msignificant with the exception of the correlation .between time spent playing video
games and prosocial behavior (r = -.12, p<.03, n = 277). It should be noted that some of
the students surveyed were not included in the analysis of this correlation, -as four groups
of the children contained less than 20 children. In addition, as Mark Griffiths (2000)
points out, van Schie and Wiegman’s study was flawed, in that the study looked at
correlations involving primarily non-violent games. Only 40 percent of the favorite
games mentioned by the adolescents in van Schie and Wiegman'’s study were described
as aggressive (Griffiths, 2000).

A study conducted by Graybill et al. (1987) used three measures of aggression to

determine a difference between the effects of three violent games and three non-violent
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games. The three measures of aggression were a projective measure, an objective
personality measure, and a behavioral measure. The projective measure used was the
Rosenzweig Picture Frustration Study, which had been shown in earlier studies to be
sensitive to the short-term effects of televised violence. The objective measure was a
modified version of the Response Hierarchy Measure (Leifer & Roberts, 1972). The
validity of the modified version that was used was unknown. The behavioral measure
implemented involved two buttons on an apparatus in which the subjects were seated.
One button, which was green, was identified as the “Help” button. It was appropriately
named, as pressing the green button allegedly made it easier for a subject in an adjacent
room turn a handle. Beside the green button was a red button, labeled “Hurt”. Pressing
this button would supposedly make the handle in the adjacent room hot to the touch,
therefore hurting the subject in the adjacent room. Occurrences of pressing each button
were counted, and the duration of each button press was measured in seconds.
Theoretically, the more aggressive the subject, the mor;e times the subject would press the
“Hurt” button, and presumably for longer duration. With all three measures, no
significant difference was found between the violent and non-violent games.

Anderson and Ford (1987) found that subjects playing a mildly or highly
aggressive video game had higher levels of hostility compared to subjects playing no
game. Also, it was found that a highly aggressive game led to higher levels of anxiety
compared to mildly aggressive games. A major problem with Anderson and Ford’s
experiment was that no comparison was made between aggressive games and non-
aggressive games. It is possible, one could argue, that playing any type of video game

could lead to increased levels of hostility.
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In opposition to Winkel et al (1987), Ballard and Weist (1996) found that violent
videogame play had an effect on heart rate. Subjects playing two different violent games
had a higher post-play heart rate than subjects playing a non-violent game. Also, Ballard
and Weist found that the subjects who played the violent games scored higher than
subjects who played the non-violent game on all three of the hostility measures used,
which were the Adjective Checklist, the Bell Adjustment Inventory, and the Buss-Durkee
Hostility Inventory.

A study by Irwin and Gross (1995) found that aggressive video games had a
significant effect on several variables. These dependent variables included physical
aggression toward objects during free play, F(1,56) = 9.63, p = .003, verbal aggression
toward objects during free play, F(1,56) = 6.23, p =.016, verbal aggression toward
confederates during free play, F(1,56) = 4.94, p = .03, and physical aggression toward
confederates during a frustration condition, F(1,56) = 4.96, p = .03. Physical aggression
included hitting, shoving, pinching pulling at clothes, kicking, pulling hair, and throwing
or smashing objects. Verbal aggression included any threat or stated intent to carry out a
physically aggressive act, or the verbal description of a physically aggressive act being
carried out. An obvious problem with this study may have been the lack of a precise
behavioral definition for aggression (i.e., What does hitting entail?). This problem
however, was controlled for by video taping the subjects’ behavior, and having the video
tapes rated by two independent observers who were blind to the experimental conditions.
Inter-rater reliability correlations ranged from .69 to .99 with a mean of .95 (Irwin &

Gross, 1995).
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An experiment by Silvern and Williamson (1987) found that both a violent
cartoon and a violent video game raised levels of aggression in young children relative to
a baseline condition, F(2,56) = 3.28, p < .05. Aggression was categorized either as
physical aggression, verbal aggression, or object aggression. Physical aggression was
defined as “physical attack, obstruction, teasing, threatening gestures” (Silvern &
Williamson, 1987, p. 456). Verbal aggression was defined as “angry commands, verbal
teasing, derogation” (p. 456). Object aggression was defined as a “physical attack on an
object” (p. 456). As in the 1995 experiment by Irwin and Gross, the subjects’ were
videotaped, and coded by two independent raters. Inter-rater reliability was at least .80
for each observation category and for total observations. No significant difference was
found in aggression between subjects viewing a violent cartoon and subjects playing a
violent video game. Silvern and Williamson later note that the violence in the video
game selected for their study was abstract. That is, the violent actions portrayed in the
video game were mot actions that could be reproduced by humans. Unfortunately, Silvern
and Williamson make no distinction in their article concerning which type of aggression
(i.e., physical, verbal, or object) the subjects typically committed after playing the violent
video game, or after viewing the violent cartoon. It may be possible that different types
of violence can evoke different types of aggression.

Ballard and Lineberger (1999) found that violent video games had an eff;.act on
reward and punishment behavior. Participants were 119 male college students (M age =
21 years) who were asked to play either a non-violent video game, or one of three levels
of a violent video game with a confederate. The participants were then assigned a

“teacher” role, administering a 20-item memory test to the confederate. For each correct
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answer, the participant was to reward the confederate with jellybeans, the amount of
wﬁch was selected at the participant’s discretion. For each incorrect answer, participants
punished the confederate by placing the confederate’s hand in a cold pressor device. The
amount of time that the confederate’s hand was in the cold pressor device was also
decided by the participant. Rewarding was measured by the number of jellybeans given
to the confederate by the participant. Punishment was measured by the length of time
that the confederate’s hand was placed in the cold pressor device. It was found that male
confederates were rewarded significantly more after playing the non violent game than
after playing either of the violent games. There was no significant effect found for the
female confederates. A significant effect was also found for punishment behavior
between the pon-violent and the violent games, with the duration of punishment
increasing in a linear fashion as the level of game violence mcreased.

A study by Chambers and Ascione (1987) found that aggression in video games
led to a decrease in prosocial behavior. In their experiment, Chambers and Ascione
asked 160 children aged 8-15 years to play either an aggressive video game, a prosocial
video game, or no video game. Subsequent donating behavior was then measured.
Donating behavior was measured by giving each child a dollar in nickels and counting
the number of nickels that the child placed in a donation box labeled, “For Logan’s poor
children” (p. 501). Children playing the aggressive game were found to have made
significantly lower mean donations (p < .05) than children playing the prosocial game.
No otber significant differences between the groups were found.

Overall, the majority of studies on the topic of violent video games and their

effects on aggression have been inconclusive or contradictory. Considering the
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theoretical possibility that violence in video games can lead to real life violence, further
research is of the utmost importance.

Zillmann (1988) writes that, “It has become a truism to say that cognition and
excitation interact in the creation of emotional experience and emotional behavior — anger
and angry aggression included” (p. 51). It is because of this that the present study was
proposed. The present study investigated the effects of video games of differing types of
violence on aggressive cognition. The differing types of violence was the imdependent
variable. The types of violence in the video games were abstract violence (j.e., violent
acts that cannot be reproduced by humans), such as the violence found in space shoot-
em-up games, and realistic violence, which can be reproduced more easily by humans,
such as the violence found in fighting games, and first person shooters. The effects of
both the abstract violent game and the realistic violent game were compared to each other
and to a video game containing no violent content. The dependent variable, aggressive
cognition, was measured by subjects’ responses to a fill in the biank test. Aggressive
cognition is defined as the process of acquiring an aggressive idea. A person with high
levels of aggressive cognition then would be more likely to have aggressive ideas. The
rationale behind the study is that differing levels of violence in video games will
influence levels of aggressive cognition, with more violent games priming more
aggressive ideas. It was assumed, for the purposes of this experiment, that a state of
higher aggressive cognition would result in a greater number of aggressive words written
in the blanks of the test.

The present study proposed a number of hypotheses. First, it v:ras hypothesized

that subjects in the realistic violent game condition would have a significantly higher
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state of aggressive cognition than subjects in the non-violent game condition and the
abstract violent game condition. Second, it was hy;;othesized that éggressive cognition
between subjects in the non-violent game condition and the abstract violent game
condition would not be significantly different. Finally, it was hypothesized that the
effects of the realistic violent game on aggressive cognition would be greater for males
than for females.
Method

Participants

The participants were 73 (35 males, 38 females) undergraduate students at a
small, public, four-year college in West Virginia. Subjects used were students enrolled in
an introductory psychology course at the college. Extra credit in the course was offered
as incentive for participation in the experiment. The ages of the participants ranged from
18 - 46 years (M = 20.0274 years). Participants who failed to complete the test
measuring the dependent variable were not included, but were ponetheless given extra
credit for their efforts.

Participants were selected by a volunteer process. The experimenter attended
sections of introductory psychology courses at the convenience of the professor and
explained the nature of the experiment to the students. Students who volunteered were
given permission slips before participating. The permission slips explained the nature of
the experiment, informed students that they would be given extra credit for participating,
and asked the student for their most convenient times for testing. A copy of the
permission slip is found in Appendix A. Each subjects’ participation time was assessed

after analyzing the most convenient times given by the students on the permission slips.
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Students were informed of their designated participation time prior to the beginning of
testing.
Materials

Materials for the experiment included a 19-inch color television, a Sega
Dreamcast game console, one standard gray Sega Dreamcast controller, and three Sega
Dreamcast games. Each of these three games were categorized as one of the following:
non-violent, abstract violent, and realistic violent. For the purpose of this experiment, a
non-violent game is defined as having no ESRB (Entertainment Software Rating Board)
content descriptors. An abstract violent game is defined as having the content descriptor
of “animated violence” and having no human character activity during game play. A
realistic violent game is defined as having the content descriptor of “animated violence”,
and having human character activity during game play. The content descriptor,
“animated violence” is defined: “Contains depictions of aggressive conflict involving
cartoon/animated/pixilated characters” (Entertainment Software Rating Board, 1998).

The non-violent game used was The Next Tetris: On-Line Edition, whichis a
puzzle game. The game involves manipulating falling geometric shapes in order to form
horizontal lines. The abstract violent game was Mars Matrix, which involves
maneuvering a spaceship and shooting at enemy spacecraft. The realistic violent game
used was Virtua Fighter 3tb, which mvolves two human characters fighting each other.

The experiment took place in a sealed off cubicle adjacent to the general
psychology classroom. The cubicle was implemented to insure complete privacy and
freedom from distractions. A television stand was used in the cubicle to place the

television and Sega Dreamcast game console. A chair was placed in front of the
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television for the participant to sit while playing the games. A stopwatch was used to
note the passage of time. A questionnaire, which is found in Appendix B, was
administered to the subjects. The purpose of the questionnaire was to assess the subjects’
video game history and experience.

The dependent variable was measured using an ambiguous word fill-in test. This
test, hereafter named the Aggressive Cognition Test, is comprised of 12 mcomplete
words, or words with letters removed. Six of these words have potential to describe
violent actions, or objects related to violent actions. Participants filled the blanks in these
words with any letters that they chose. The dependent variable is the number of violent
words that the participants make from the list of ambiguous, incomplete words. A copy
of this test is found in Appendix C. A copy of the test key is found in Appendix D. Ink
pens were provided to the participants to fill out the questionnaire and test.

Procedure

After participants were selected, they were randomly placed into three groups.
Each of the three groups played one game. Each participant was m one group.
Participants were tested individually.

Once each participant arrived at the testing area, he or she was seated in the
designated chair. The participant was then given the questionnaire assessing video game
playing history and experience. After completing and returning the questionnaire, the
participant was then told what game he or she would play, and was given a sheet
describing the basic instructions for playing the game. Copies of the instruction sheets
for the three games are shown in Appendix E. After the participant had acknowledged

that he or she was ready, the experimenter turned on the television, mserted the gamne to
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be used, turned on the video game console, and handed the participant the video game
controller. After the participant advanced through opening screens and menus, thereby
beginning play, the experimenter started the stopwatch. After 15 minutes of playing, the
participant was asked to stop. The participant was immediately thereafter given the
Aggressive Cognition Test. The participant was told that there were no right or wrong
answers, and to fill in the blanks with letters to make whatever words that he or she
wished.

After each participant completed the test and returned it to the experimenter, the
questionnaire and test of the participant were stapled together and placed in the folder.
The participant was then asked to print their name on the no tepad provided so that extra
credit could be properly administered. The participant was then thanked, asked to refrain
from giving the details of the experiment to other students, and was dismissed. After the
subjects dismissal, the experimenter left the cubicle and closed the door. This procedure
followed for all participants.

Results

The mean dependent measures of the three groups showed a trend, with higher
levels of violence in video games leading to higher amounts of the dependent variable.
Mean number of aggressive words made on the Aggressive Cognition Test by
participants in the non-violent game condition (group one) was 0.6538 (SD = 0.6895).
Mean number of aggressive words made by participants i the abstract violent game
condition (group two) was 1.00 (SD = 1.3188). Mean number of aggressive words made
by participants in the realistic violent game condition (group three) was 1.1739 (SD =

1.025). An alpha level of .05 was used for all statistical tests. A one-way ANQOVA was
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used to compare the three groups and no significant difference was found, F (2, 70) =
1.573, p=0.215. Planned pair-wise contrast tests were also conducted. Between groups
one and two, no significant difference was found, t (70) = 1.165, p = 0.248. Between
groups one and three, a marginal effect was found, t (70) = 1.730, p = 0.083. Between
groups two and three, no significant effect was found, t (70) = 0.568, p = 0.572. Results

of the ANOVA and contrasts tests are shown below in Figure 1.

Figure 1. Analysis of Variance and Contrast Tests for Aggressive Cognition Scores

ANOVA
VAR00002
Sum of
Squares df Mean Square F__ Sig.
Between Groups 3.469 2 1.734 1573 215
Within Groups 77189 70 1.103
Total 80.658 72
Contrast Tests
Valua of
Contrast | Contrast | Std. Eror t ot Slg. (2-tailed)
VARODOO2 Assume equal variancas 1 .3462 2972 1.165 70 248
2 5201 3006 1.730 70 088
3 1739 3064 568 70 572
Does not assume equal 1 34862 3012 1.149 34.079 299
vanances 2 5201 2613 1.980 36.710 054
3 1739 .3500 497 |  43.861 632

Difference of means between group one and group three was calculated for males
and females to determine which gender was affected more by the realistic violent game.
Difference was calculated by subtracting the mean dependent measures of group one
from group three for both males and females. Difference between the means of groups

one and three for males was 0.406 words. The difference between the means of groups
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one and three for females was 0.583 words. This finding suggests that the realistic
violent game had a greater effect on females than oﬁ males.
Discussion

The results of the experiment indicated that playing a more violent video game
had an effect on the aggressive cognition of a persomn, though this effect was not
significant. The hypothesis that subjects in the realistic violent game condition would
have a significantly higher state of aggressive cognition than subjects in the non-violent
game condition and the abstract violent game condition was not supported. The
hypothesis that aggressive cognition between subjects in the non-violent game condition
and the abstract violent game condition would not be significantly different was
supported. The hypothesis that the effects of the realistic violent game on aggressive
cognition would be greater for males than for females was not supported.

The most surprising discovery concerning the results was the apparently stronger
effect that the realistic violent game had on females as opposed to males. The best,
although stereotypical explanation for this effect is that males are more accustomed to
playing violent video games, and viewing other forms of violent media. Due to this
possibility, males may be desensitized to exposure to violence, thereby not altering their
thought patterns as much as fernales.

Contributing factors to the ANOVA results may have included game selection.
All three of the video games selected by the experimenter for use in the experiment are
relatively low in violent content compared to many popular video games on the market.
In a similar study by Anderson and Dill (2000), the game Wolfenstein 3D was used

during the violent game condition. Wolfenstein 3D, which peaked m popularity in the
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early to mid 1990’s is a first person shooter which involves maneuvering through a Nazi
stronghold, killing guards aloné the way with knives and an assortment of firearms. The
sight of blood is commonplace while playing the game. The results for Anderson and
Dill showed higher Aggression Accessibility, or aggressive thought scores for the violent
game condition as opposed to the non-violent game condition, F(1,98) = 31.35, p< .0001.
The realistic violent game used in the present study involves knockouts, as opposed to
death, used no weapons, and showed no blood. It is quite likely that the violent games
selected for the present study were pot violent enough to generate a significant effect, as
was found in the study by Anderson and Dill

Another factor influencing the resuits may have been a phenomenon best
described as a Game Over effect. Most participants in group one, who played the non-
violent game had to restart due to their game ending about three or four times in a
session. This amount was the same for group three participants, who played the realistic
violent game. In group two however, participants playing the abstract violent game had
to restart due to their game ending twice as many times as the other two groups. This
phenomenon may have led to increased frustration and aggressive cognition in group
two. An abstract violent game that participants found less difficult may have led to
dependent variable scores more like those of group one, which in turn, may have created
a significant difference between group three and the other groups.

It is also possible that participants in group three felt pressured to make socially
acceptable answers despite their mitial thoughts. Obviously, the other groups may have
felt the same pressure, but the researcher assumes that the video games played by groups

one and two were not violent enough to generate violent answers.
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Finally, and perhaps most importantly, the validity of the Aggressive Cognition
Test is questionable. The test was created by the researcher for the specific purpose of
use in the current experiment. Validity of the test was not established. Also, it is
plausible that the test was not sufficiently sensitive. Since the test had only six potential
aggressive words, and thereby only seven possible distinct scores, high variability
between subjects was not possible. Expanding the test to allow for higher amounts of
aggressive words could prove beneficial. Further research should involve the use of a
more thorough, validated test.

Conversely, there are factors operating that may have nfluenced and promoted
the trend found in the group means. That is, it is possible that the three groups are even
more similar than the results show, but confounding factors made the more violent games
lead to higher amounts of aggressive thmkmg

One of the confounding factors may have been _complexity of controls. Controls
for the non-violent game were very basic, requiring use of very few buttons on the
controller. Controls for the abstract violent game were a bit more complex, and controls
for the realistic violent game were most complex, requiring the use of several buttons on
the controller for successful game play. More complex controls found in groups two and
three may have led to increased frustration and may have thereby produced some of the
discrepancy between means compared to group one.

Another factor that may have promoted the group means trend may have been
history effects. Many people have played some version of the non-violent game, Tetris.
The abstract violent game and the realistic violent game however, are not as widely

played or as popular. Consequently, participants playing the non-violent game may have
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been more at ease while participating, whereas participants in groups two and three may
have been more frustrated, playing a game that they were not familiar. This lack of
familiarity may have led to higher levels of aggressive thinking for groups two and three.

Lastly, and relating to work by Freedman (1984), subjects in groups two and three
may have perceived indirect permission to use violent words, since they perceived the
experimenter’s approval of the violent game which was used.

Additional future research should include a replication of the present study with
sounds of the game muted. Each game used in the present study had a unique set of
sound effects, including background music. An experiment isolating the visual aspects of
video games could demonstrate the influence on aggression, if any, that video game
sounds have.

Other ideas for research should include a replication with different games. Games
with more violent content may create a more pronounced effect in aggressive cogunition.
As mentioned before, most of the popular games on thf: market today are much more
violent than the games used in this experiment.

Another replication should be done using a younger population as a subject pool.
Griffiths (1999) wrote that younger children are more affected by the violence in video
games. This greater effect on younger people is probably due to the lower sense of
reality in children, but should be investigated.

Another study could involve participants playing the games on more than one
occasion. For example, subjects would be tested for five days, playing the same game 15
minutes each day. Subjects would be given the Aggressive Cognition Test after the fifth

session. Repeated exposures to the violent content, which is usually what occurs outside
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of the laboratory, could influence scores enough to create statistical significance.
Unfortunately, a study of this nature may be difficult to manage. Experiences of the
subjects outside of the laboratory should be controlled during the week of testing. To
conduct a project like this with an adequate sample size would be a massive undertaking.
The big question, as it relates to the current study, is whether aggressive cognition
leads to aggressive behavior. Merely thinking the word “kill” does no harm, while the
action of killing is the pinnacle of harm Obviously, many factors are related to violence.
Further research needs to be done to discover those factors, as well as the role violent

media plays on our thoughts, feelings, and ultimately, our behaviors.
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Appendix A
Date
Students:

I am conducting research on the effects of playing video games. I need test subjects for
my experiment.

Over the course of the semester, I will be testing students who volunteer to participate.
Each participating student will be asked to play a video game for fifteen (15) minutes and
then complete a form. Participation in the experiment is completely voluntary and will be

rewarded with extra credit in Psychology 101. Students’ names will not be used in the
summary and/or the reporting of the research.

Thank you,

Name, Student Researcher, Institution

Name, Professor/Research Mentor, Institution

I volunteer to participate in the above described study. I do declare that I am an adult over
the age of 18 years.

Student’s name (prmt)

Signature of student Date

PLEASE CHECK WHICH TIMES YOU CAN PARTICIPATE!!!
Monday Wednesday Friday

9-10 -
10-11 -
11-12
12-1
1-2
2-3

B

NENEN
NEREN
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Appendix B

Do you play video games? ___ Yes No

Do you have a home video game system? __ Yes No

What video game system(s) do you have? (check all that apply)

___PC/Mac ___Sega Genesis
__Nintendo ___Sega Saturn
___Super Nintendo ___Sega Dreamcast
___Nintendo 64 ___ Game Gear
___Game Boy __3DO
___Playstation ___Atari Jaguar
___Playstation 2

How many hours per week do you play video games?

What is your favorite type of game? (choose only one)

__ Sports __Role playing games
__Puzzle ___First person shooter
___Action/Adventure ___Strategy/Simulation
___ Fighting ___Racing



Age:
1) CH_ _R
2) __NEY
3) _ILL
4 _ _NCH
5) BLA_K
6 _IT
7 DR__E
8) _ IVE
9) _UN
10)__ICK
1)SPI__ __
12)_ATE

Appendix C

Gender: M F
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AppendixD
Test key

Age: Genderr M F

1) CH R

2) _NEY

3) KILL

4 PUNCH
5) BLA_K
6 HIT

7 DR_ _E
8 _ IVE
9 GUN
1)KICK
1)SPI_ _

12)HATE
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Appendix B
The Next Tetris

Object: Manipulate falling blocks to form lines at the bottom
Press start to skip to the title screen

Press start at the title screen

Press directional button right to highlight “Tetris Classic™
Press the A button to begn

.

Basic Controls
B Use directional button to move blocks left, right, and down

B Press A to rotate blocks
B If you “top out” (i.e., game over) press start twice to try again
Mars Matrix

Object: Maneuver spacecraft through epemy fire and destroy
enemy attackers

1. Press start to skip to the title screen
2. Press start at the title screen

3. Press start to select “Arcade Mode”
4. Press start to select red ship

5. Press start to skip intro

Basic Controls
s Use Analog Thumb Pad to manipulate spacecraft
= X button — Fire main weapon
» Right Trigger — Fire Piercing Cannon
*  When continue prompt appears, press start twice to continue

*  When “Game Over” appears, follow steps 2 — 5 to continue

Virtua Fighter 3tb

Object: Defeat opponents in hand to hand combat using
various techniques

1. Press start to skip to the title screen
2. Press start at the title screen to begin Team Battle Mode
3. Press A three times to select the character “Akira”
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Basic Controls

Use directional button to move character

X button — punch

Y button - kick

A button — defend

B button - sidestep (evade)

Left and Right triggers — change camera view

Press buttons in various combinations to try advanced moves

At the continue prompt, press start
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ABSTRACT

The Golden-winged Warbler is an endangered neotropical songbird of the northeastern U.S. and
southern Canada. The Golden-wing population has declined in recent decades because of
replacement by its sister species, the Blue-winged Warbler. Hybridization and ecological
competition are believed to be two reasons why Blue-wings replace Golden-wing populations. The
Blue-winged Warbler is believed to dominate interactions between these two warblers and
hybridization between these warblers apparently favors Blue-wings. Anthropogenic changes of
habitats are also believed to favor Blue-wings over Golden-wings.

Current theory, however, predicts that Blue-wings exclude Golden-wings from optimal breeding
habitats. In this study we examined the habitat selection of Golden-winged and Blue-winged
Warblers and their hybrids in an attempt to determine if habitat selection differs between these
hybridizing wood warblers, and whether Blue-wings exclude Golden-wings from “optimal” babitats.

We found essentially no difference in habitat selection between these two species. Habitats
chosen by Golden-wings, Blue-wings, and hybrids did not differ in amount of herbs, shrubs, or trees
(Kruskal-Wallis H € 2.09, p 2 0.351). Average tree size (diameter at breast height, dbh in cm) and
the number of dead trees used as singing perches also did not differ among territories

1



occupied by Golden-wings, Blue-wings, and hybrids (Kruskal-Wallis H < 447,p 2 0.107).
Site localities determined whether a particular area was occupied by Golden-wings, Blue-
wings, or mixed populations (Spearman’s r = 0.411, p <0.030). Amount of herbs,. shrubs, trees,

tree size (dbh in cm), and number of dead trees were not associated with species occupying the
territories. This refutes the hypothesis that Golden-wings are habitat specialists associated with
the herb stage of secondary succession. Consequently, future studies are needed to resolve
differences in habitat selection between these closely related migrant songbirds and to determine

how Blue-wings replace Golden-wings from optimal breeding territories.

INTRODUCTION

The Golden-winged Warbler (Vermivora chrysoptera) is a neotropical migrant songbird
which breeds in the eastern United States (Confer 1992). In recent years, the Golden-winged
Warbler population has dropped considerably. Many theories have been formulated as to what is
causing this decline. Some propose that it is parasitism by the Brown-headed Cowbird
(Molothrus ater), which lays its eggs in the Golden-wing's nest (Confer 1992). Others believe
that it is competition and hybridization with the Golden-wing's sister species, the Blue-winged
Warbler (V. pinus), that is causing its decrease in numbers (e.g., Gill 1980, Canterbury et. al.
1993). This is a valid argument, because while the Golden-wing population is decreasing, the
Blue-wing population is rapidly increasing (Confer and Knapp 1979, Gill et al. in press). Stll
others believe that it is the diminishing habitat that is contributing to the endangerment of the
Golden-winged Warbler (Confer 1992). All of these theories have been tested repeatedly, but

still no clear answer has been found. Researchers are no closer to agreeing on a cause for the
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Golden-wing's rapid decline, and even farther from finding a solution.

Until the last decade, most of the studies conducted concerning the Golden-winged Warbler
had taken place in the northeastern states, where the Golden-wings are expanding their range
(e.g., Confer and Knapp 1977, Confer 1992). It has only been in recent years that the studies
have moved into West Virginia, where the Golden-wings are still abundant (Canterbury 1993).

One of the most recent theories is that of parasitism of Golden-wing nests by Brown-headed
Cowbirds (Confer and Coker 1990). The Brown-headed Cowbird is expanding into the Golden-
wing range (Confer and Coker 1990). Confer and Coker tested the hypothesis that Golden-wings
are more apt to be parasitized than Blue-wings. They found that although cowbird parasitism isa
small problem for Golden-wings, it is also a problem for Blue-wings. Therefore, this doesn't
account for the replacement of Golden-wings by Blue-wings.

Some leading experts feel that the drop in Golden-wings is due to direct competition and/or
hybridization with the Blue-winged Warbler (e.g., Gill 1980, Confer 1992). Itis generally
thought that the Blue-wing is the more aggressive of the two birds. Keeping this in mind, it
seems likely that the Blue-wing would be the victor in most agonistic encounters. While this is
often true (Will 1986), most researchers report that the two species more often than not ignore
each other (Ficken and Ficken 1968a, Gill and Murray 1972, Canterbury et al. 1996). Their
territories often largely overlap, usually causing no aggression on either side (Murray and Gill
1976). However, it has been suggested that Blue-wings and Golden-wings take similar foods
(Ficken and Ficken 1968b). The Competitive Exclusion Principle states that two species that
have the same ecological needs and are limited by the same resource can't coexist in a stable

environment (Confer and Knapp 1977). Itis therefore doubtful that the two species can remain



sympatric (Ficken and Ficken 1968b).

Molecular analyses of hybridization indicate that Blue-wing mtDNA introgresses
asymmetrically and perhaps rapidly into Golden-wing phenotypes without comparable reverse
introgression (Gill 1997). However, Murray and Gill (1976) concluded that despite continued
interbreeding and introgression, parental phenotypes still dominate the warbler population.
Hybrids, Brewster's (Golden-wing x Blue-wing) and Lawrence's (Brewster’s x Brewster’s or
Brewster’s x parental phenotype) warblers, are still fairly rare (Murray and Gill 1976).

The final problem that is usually addressed is the amount of suitable habita; for the Golden-
winged Warbler. It is generally agreed that Golden-wings prefer open spaces, such as abandoned
farmland in the early stages of succession (€.g., Confer and Knapp 1979, Frech and Confer
1987). In West Virginia, they stick close to places such as abandoned strip mines and cut-over
forests (Canterbury 1993, Canterbury et al. 1993). The decreasing abundance of their preferred
habitat and/or secondary contact with expanding Blue-wiﬁgs has led to a northern range
expansion of Golden-winged Warblers (Confer 1992). It has been said by Confer and Knapp
(1981) that the Golden-wing is a habitat specialist while the Blue-wing is a habitat generalist.
This basically means that while the Golden-winged Warbler has a specific preference for early
secondary successional habitat, the Blue-wing can live and thrive in a broad range of habitats.
Golden-wings usually disappear locally within fifty years of initial contact with Blue-wings (Gill
1980) and in southern West Virginia Blue-wings often replace Golden-wings within five years of
initial contact (Canterbury et al. 1996).

While an important aspect of this research is to study the overall decline of the Golden-wing,

the main focus is to try to determine the effect of tree size on choosing a habitat and the whether
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Golden-wings and Blue-wings choose different stages of seral succession. When surveying
locations where Golden-wings are known to breed, a large number of Black Locusts (Robinia
pseudo-acacia) were found (Canterbury et al. 1993). We want to determine if there is a
difference in the number of Black Locust and other trees found in Golden-wing and Blue-wing
territories, and if so, what the reasons could be.
'
METHODS

This study is part of a long-term research project now in its twelfth year and conducted by
researchers from the Three Rivers Avian Center (TRAC). In late May and early June, we
surveyed sites in southern West Virginia, which in previous years had held breeding Golden-
wings and Blue-wings. We drove to strip mines, abandoned farmland, and cut over forests, and
listed all of the birds that we heard singing at each site (approximately 1/8 mile distance between
each site) according to their alpha code (AQU 1988). We played a taped Golden-wing or Blue-
wing song to verify the identity (species) of each bird. If there was a Golden-wing or Blue-wing
in the area and it seemed interested in responding to the song, a mist net was set up 10 band the
bird for subsequent identification and the Global Positioning System (GPS) units (longitude and
latitude) were recorded for each territorial male bird. A "dummy" bird was placed on a low
branch behind the net, while the tape recorder playing the song was placed under it to attract the
bird to the net (Canterbury 1994). The Golden-wing or Blue-wing who answered the call
perceived the "dummy" bird as another male who was invading its territory. The territorial male
bird either became very agitated and aggressive and attacked the *dummy" bird or flew away to

guard its mate from extrapair copulations. If the male bird tried to fly at the "dummy" bird it



may have became entangled in the mist net. Captured birds were removed carefully by one bf the
experienced banders of the research team of TRAC. Captured birds were then photographed and
banded with 2a USFWS band and unique color band system (Canterbury 1994}, Two tail feathers
were taken for shipment to the Smithsonian Institution for DNA analysis of hybridization
(Shapiro and Canterbury unpubl. data). Plumage characteristics were recorded for each banded
bird, such as level of introgression (genes of the sister species), predicted age, etc. (see Gill
1980). The bird was released, the net was taken down, and we moved to the next site / territory.
In August and early September, after the majority of the birds had migrated back to the
tropics and vegetation had completed its yearly growth, we returned to four separate localities to
quantify vegetation at each site where a bird was found. We compared vegetation components of
pure Golden-winged Warbler, pure Blue-winged Warbler, and mixed populations. The
vegetation was divided into three different layers: the grasses and herb layer, the shrub layer, and
the tree layer. We also included the dead tree layer since these are abundant in Golden-wing
territories, and are used as singing perches (Canterbury et al. 1993). We used Confer and
Knapp's (1981) scale for quantifying vegetation of territorial males of both species, and rated
each layer in refation to its density on a scale of 0-2 with 0 being little or no vegetation of that
type (herb, shrub, tree layers) and 2 being very abundant vegetation of that type. We then
measured 30 meters into the bird's territories and randomly measured tree size (diameter at breast
height, dbh). Several, anywhere §om twelve to twenty, trees were chosen at random, identified
to species, and their diameter measured. By using this method, we determined the number of
Black Locust trees in a territory in proportion to the number of other trees. We also determined

the number of Black Locusts in a Golden-wing territory in proportion to the number of Black




Locusts in a Blue-Wing territory.

RESULTS

We found essentially no difference in habitat selection between these two species. Habitats
chosen by Golden-wings, Blue-wings, and hybrids did not differ in amount of herbs, shrubs, or
trees (Kruskal-Wallis H < 2.09, p 2 0.351; Table 1). Average tree size (diameter at breast height,
dbh in cm) and the number of dead trees used as singing perches also did not differ among
territories occupied by Golden-wings, Blue-wings, and hybrids (Kruskal-Wallis H < 4.47,p 2
0.107; Table 1).

Site localities determined whether a particular area was occupied by Golden-wings, Blue-
wings, or mixed populations (Spearman’s r = 0.411, p <0.030). Amount of herbs, shrubs, trees,
and tree size were not associated with species occupying the territories (Table 2). Figure 1
shows that tree size did not differ significantly among Golden-wing, Blue-wing, and hybrid
territories. Furthermore, Blue-wing, Golden-wing, and hybrid territories did not differ for the

number of tree species or the number of Black Locusts (Table 3).

DISCUSSION
The Golden-winged Warbler's rapid decline is an area of concern. Indeed, the interaction
between Golden-wings and Blue-wings has been well studied for more than a century. At
present, the Golden-winged Warbler is considered an endangered species throughout much of its
range, and with the replacement by the Blue-wing and the destruction of their habitat, we don't

know how much longer they can continue to exist. If we can determine what part, if any, that



succession plays in the Golden-winged Warbler's success, then in the future we may be able to
provide suitable refuge areas for these small, colorful songbirds.

The correlations between species and tree size, edge size, canopy, presence or a-bsence of
moisture, and level of succession are summarized in Table 2. Data on edge size, canopy, and
presence or absence of moisture were compiled by other members of the TRAC research team, so
that we may examine the influence of multiple factors that may determine habitat selection in
these sister species. We found that there was no discernable difference in the habitats selected by
Golden-winged Warblers than the habitats preferred by Blue-wings. We also found no
correlation between species and tree size. More research is needed to determine what

environmental factors are selecting for the Blue-winged Warbler and against the Golden-wing.
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Table 1. Kruskal-Wallis test for population differences (Golden-wing, Blue-wing, and
hybrid) for the amount of herbs, shrubs, and trees, as well as tree size and number of

dead trees in breeding temitories. ' L .
Golden-wings Blue-wings Hybrids/ mixed

(n=14) (n=10) populations
(@=4)
Mean Rank Test statistic and
significance
Herb 15.89 14.50 9.63 2.09 (p>0.351)
Shrub 12.93 17.05 13.63 1.18 (p> 0.404)
Tree 14.25 13.95 16.75 0.39 (p>0.821)
Tree size 13.71 12.90 21.25 3.12 (p > 0.202)
Dead trees 14.21 12.10 21.50 447 (p>0.107)

! Total sample size = 28 birds.
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Table 2. Spearman’s rank correlation coefficients of variables measured.

—_;__#_____———-_—_—_E_f—’=_——_—_’_—-—‘—"—'———_—_

Edge' Canopy' Herb Shrub  Tree Tree Moisture'

S1Z¢
Species 0032 0257 0240 0157 0066  0.193 0.010
Edge 0377° -0233  -0372 04987 06427 0.300
Canopy  0.377° 0016 -0328 0256 05227 0.166
Herb 0233  -0.016 0221 -0438° 048" 0.179
Shrub 0372 0328  -0.221 0388° -0299  0.166
Tree 0498 0256  -0.438° -0388° 0.488 " -0.082
Tree size 0.642°° 0522 04887 -0299 0488 " ©-0.258

Moisture  0.300 0.166 0.179 0.166 -0.082 -0.258

*p<0.05,” p <0.01. " Data contributed by Eugene Watson.
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Table 3. Kruskal-Wallis test for differences among Golden-wing, Blue-wing, and
hzbrid territories for tree §Eecies and number of Black Locust trees. !

Golden-wings Blue-wings Hybrids / mixed

(n=14) (n=10) populations
(n=4)
Mean Rank Test statistic and
: significance
Tree species 13.68 15.25 15.50 0.29 (p > 0.863)
No. Black 16.93 10.15 16.88 4.45 (p>0.108)

Locust trees

! Total sample size = 28 birds.
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Religious identity 2

Introduction

This study focuses on religious group affiliation as it relates and impacts the
individual and collective identity of college students. It is important to note that personal
identification within American society plays a big role in defining whom one is, and how
one is expected to react and how one actually reacts throughout life. When studying
identity, many factors contribute to who a person is, including spirituality, religion and
religious affiliation. However, in the literature, individual identity, and collective identity
are frequently categorized as separate entities. When understanding religion, spirituality,
and reflexive spirituality as they pertain to individuals, individual identity is often
overlooked when studying collective identity. By using religious identity to explore the
relationship between individual identity and collective identity together, one can better
understand the relationship between the two.

When examining religious identity, it is crucial to understand why a person
chooses to identify with a religious group. Since spirituality is a component of religious
identity, the identification with such spiritual and religious groups aids in the
determination of the role that religious identity plays in the lives of college students. In
order to understand religion and identity for college students one must first be aware of
the many facets of identity. These facets will be discussed as they appear in the literature
using the following seven categories: religion and spirituality as a phenomenon;
influences and theories of identity; identity, religion, and spirituality; categorization
(levels of identities); self-categorization theory, social identity theory, and identity

theory; group membership and belonging; and religious identity and college students.
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Within the categories listed above, some crucial aspects will be discussed. These aspects
include: the connections of identity, reflexive spirituality, attachment styles of group
membership, perceptions individuals have toward groups, and the lack of focus on
religious identity as it relates to individuals and groups will be discussed.
Religion and Spirituality as 2 Phenomenon

Religious matters are often a sensitive topic of discussion. Interpretations of
religion and spirituality are unique to each individual. Different types of examples can
range any where from the following: same group membership to religious organizations;
out group membership to other religious organizations; extrinsic and intrinsic religious
beliefs; how spiritual a person considers him/herself to be; how dogmatic in religion an
individual is; the expression of individually; and to people who do not consider them
selves to belong to any type of religion; etc. Because religion and spirituality are different
to each individual, this can make religiosity and spirituality a phenomenon. When
understanding how religion and spirituality interact in individual’s lives, it is important to
reflect on how religion became a focus in research.

As material wealth gained prominence, the secularization of America became a
central focus in society. Religion in America emerged within the literature in the 1950’s.
When new accounts of how religion was important to people’s lives, the studying of the
historv of religion became even more prominent (Vandermeer, Swierenga, 1991.) Past
studies in the fundamentals of American history had proved that religiosity influenced
attitudes, beliefs, and actions in the fundamentals of American history. During the 1960°s
and 1970’s religion became a historical subject, and progressed from the separation of

institutions (Vandermeer, Swierenga, 1991), into an expansion of numerous directions.
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Characteristics of religious history, including the studies of Catholicism and Protestant
denominations, were the most prominent. However, the studying of Christian religion
soon sought to accomplish connecting religion to other aspects of Americ_an life, such as
personality (Vandermeer, Swierenga, 1991).

While the impact of religion on people’s lives was gaining a major role in
America, the terms “religion” and “spirituality” became a topic for consideration. The
terms are considered to be intense words and value-laden because the beliefs that an
individual holds are important and powerful. (Gotterer, 2001). Psychological disciplines,
including clinical, counseling, health, and rehabilitative psychology ar;:- discovering how
essential understanding religion in terms of an individual is important to a more in depth
and more accurate view of the interconnectedness of life and lifestyle. (Emmons, 1999).
The integration of religion with every day life is now being categorized under the
microscope of research psychologists in the hopes of gaining insight into the roles of
religion and spirituality. Religion is considered to.be a type of dedicated healing that
reinforces the wholeness of an individual. (Identity Model of Religion).

Therefore, to understand religious group affiliation as it relates to the individual,
it is important to recognize the difference between religion and spirituality. Besecke
(2001) explains religion by stating, “Religion is a covenant faith community with
teachings and narratives that enhance the search for the sacred and encourage morality.”
Church attendance and bible readings are considered a community of Christianity and are
reliable to illustrate the encouragement of life and morality. One concept of religion is
“rooted in authoritative spiritual traditions that transcend the person and point to larger

realities within which the person is embedded.” (Beseske, 1999). Religion is also used to
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describe the dynamics of religious institution. The dynamics include ways that people
relate to and rely on religion within normative standards of living. Hence, religion is
considered to be an expression of external faith, (such as attendance to church or temples)
and worship practices, (such as prayer or mediation), with codes of ethics that unite an
individual with their religion, such as Christianity. (Gotterer, 2001).

The definition of spirituality and religion is different from person to person
across ethnicity, gender, class, and cultural lines, and implies an intuitive sense that there
is meaning and order to the flow of life’s events. (Gotterer, 2001). One description of
spirituality explained by Beseske (1999) is that Spirituality is “an individual’s
relationship to religious meaning.” (Beseske, 1999). Emmons (1999) defines spirituality
as “a thought to encompass a search for meaning, for unity, for connectedness to nature,
humanity, and the transcendent.” The phenomenon of religion is dogmatic, and
organized while spirituality reflects individual’s inner beliefs, and a personal identity.

Another perspective on spiritually by Wade Clark Roof (as cited in Besecke,
2001) defines an aspect of spirituality called reflexive spirituality. Reflexive spirituality is
an individual phenomenon. Reflexive spirituality is used to describe the effort
individuals make in relation to the symbolism and practices to achieve personal meaning
to religion, such as the meaning that is interpreted from the teachings of religious
organizations, and how individuals relate to these meanings.

Understanding the relation of the concept of reflexive spirituality to religion and
spirituality clarifies the meanings of these terms even more specifically. Reflexive
spirituality refers to one’s inner beliefs gained from organizational activities, and

spirituality as the meaning inferred from ones personal standpoint in life (the internal
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expression of faith), while religion is a persons guidance with an external expression of
faith. A vital difference between religion and spirituality is that religion is institutional
and universal, while spirituality is how an individual defers the meaning of religion to
life. Reflexive spirituality encompasses a combination of religion and spirituality in an
individual while deferring messages gained from religious settings and interprets these
messages to the individual in order to gain a religious identity. By understanding the
difference between religion, spirituality, and reflexive spirituality, one can help to better
understand identity as it relates to an individual, and for specific purposes of this study,
college students.
Theories of Identity

Integrating certain theories of identity are pertinent to understanding how identity
has been categorized into different levels. Examining the many theories of identity is
important among different fields of discipline. Early psychologists believed that identity
could not be altered, but new identity theories have emerged. Research has discovered
that aspects of identity can be measured, although it remains under scrutiny how identity
may change over people’s lifespan. (Howard, 2000). The study of identity has become
central in the discourse of sociology, and was first introduced in the works of Cooley and
Mead {Cerulo, (1997).

The term identity is an innermost focus in social and psychological theorizing
and research. The concept of “who a person is” is the central theme of identity. (Doosie,
Ellmers, Spears, 2001). Gotterer (2001) adds to this term by defining identity as evolving
and revolving process, applying to different dimensions of everyday life, from the groups

that we cohere with and are embedded in, and personally, of the distinguishing
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characteristics between ourselves and otheré. Therefore, one can be led to assume that
the concept of identity is complex in its context. Identity can be formed to fit any
concept that would describe the self. Approaches to identity vary according to the
structure of identity, interactions and processes. Identity has been placed into various
categories, including group identity (at the social and collective level), individual
identity, (at the personal or self level), and religious identity (at the religious or spiritual
level) to determine where religious identity exists at each level. One can therefore be
lead to assume that religious identity may be included within the levels of the identity
according to the individual and group. For that reason, one can bett.er understand the
relationship between religious identity interacting with the group level and spiritual
identity interacting with the individual level, but not the process of involving religion
with both individual and group identity as a systemic process which involves observing
religious identity as a holistic process. The holistic process takes the position that it is
important to look all the systems of a person’s religious identity to obtain a more accurate
representation of the complete individual.

The link between identity and categorizations of different types of identity are
better explained when applying theories relevant to this study. Various identity theories
attempt to clarify the elements of the “self.” Some of these theories can be grouped
together with the social identity theory, self-categorization theory, and the identity theory.
These theories have evolved as a way to construct the formation of identity and to explain
the complex elements that lead to an understanding of the self, including how religion
and spirituality define one’s self. As Gotterer (2001) points out, “the religious identity of

some clients is inseparable from their individual self-concepts.”
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The fields of Psychology, Sociology,. and Social Work, in recent times, have
largely neglected religiosity and spirituality in the discussion of identity. In Social Work,
religion and spirituality are areas that provide deep discussion for understanding thle
needs of individuals. People in these professions need to have a greater awareness of
individual matters since spirituality is such an important factor in determining a role of
religious identity as it relates to individual identity. (Gotterer, 2001).

It is imperative to note that Emmons states that the relative neglect of religion in
the social sciences is an irony because personality psychologists are involved with the
understanding of a person. (Emmons, 1999). Thus, it is essential to understanding how

religion relates to an individual’s identity structure.

Categorization (Levels of Identities)

When breaking down identity into levels and categories, identity is seen more
clearly and specifically. According to theorists, diffe;'ex_lt “levels of identity” exist. These
categories include; (1) individual identity, (2) social identity, and (3) religious identity
with specific reference how an individual perceives him or herself to be among these
categories. Individual Identity (also known as personal identity) is the key foundation for
the studies determined by “an individual’s sense of self” (Cerulo, 1997). “Issues of the
self and identity are usually conceptualized at the level of the personal self.”(Doosje,
Ellemers, Spears, 2002). How a person perceives and interprets themselves and the
environment around them is at the level of individual identity.

An important aspect of the individual self is the collective self. The collective

self yields to different aspects of the individual self (Howard, 2000). It is not only a
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determinate of social identity (Jasper, Polletta, 2001) it is the perceptions of the persanal
self at the collective level. (Howard, 2000). Collective Identity is defined as an
individual’s cognitive, moral, and emotional connection with the broader community.
Collective identity has accounted for why people participate in groups and are persuaded
to mobilize. How a person describes himself or she to be, how environmental facets
influence people, and why people choose to participate and belong to specific groups are
reflections of his/her values and beliefs. (Jasper, Polletta, 2001). Collective identity is a
shared relation that helps form part of a personal identity, carries positive identities for a
group. and establishes interests, relations, and structures. (Jasper, Polletta, 2001).
Collective identity’s focus immerges into groups, and assists people in promoting and
understanding a part of their personal identity. Also, it addresses similarities of the “we-
ness” of a group that is considered to promote the social construction of identity.

Collective identity can be interpreted as .part of individual identity that is
expressed at the group level. (Doosje, Ellemers, Spears, 2002). At the collective level,
scholars are reassessing mechanisms where distinctions between the collective self and
the individual self are created, maintained, and changed. (Cerulo, 1997). Although the
collective self is a submissive interpretation to the individual self, it guides a perceptual,
affective, and behavioral response within one’s social identity. Similarities are consistent
between each identity, relying on the factors as stated previously. (Doosje, Ellemers,
Spears, 2002).

Collective identity relies on ethnicity, gender, sexuality, social class, age, and
disability. (Howard, 2000). Social Identity is a multidimensional construct and a learned

knowledge base from being a member of a social group, which is ascertained with
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emotional bonds and connections to his/her membership. (as cited in Cameron, 1999).
Social Identification is often correlated to life satisfaction (Cameron, 1999). Also known
as group identity, social identity is determined largely by being maintained in the
surroundings it is located in. Social groups are considered a separate entity, but exist for
the individual members. Social groups are determinates of “an individuals thoughts,
feelings, and social behavior” which is central to self-categorization theory and the social
identity theory (Smith, 1999). Understanding the phenomenon of how other categories
of identity affect religious identity is key to understanding parts of individual and
collective identity. Specifically viewing religion and spirituality as it pertains to identity,
the description of these theories is relevant to develop a basic concept of religious

identity.

Self-Categorization Theory, Social Identity Theory, and Identity Theory

The various identity levels are inter-related. Understanding individual behavior on
each level is crucial to understanding how different aspects of identity create the whole.
The Self-categorization theory and the Social identity theory evolved from Henri Tajfel
and John Turner in the 1970’s and 1980’s. Both theories provide a reference to the
individual self and the social self. The context of the self-categorization theory and the
social identity theory explain what people will rely on in its entirety; their group or
personal identities, but is specific to contextual factors. For example, “people can think,
feel, and behave” in terms of social identity (Social Identity Theory) or personal identity

(Self-categorization theory. (Seta, 2001).
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In relation to both theories, the importance of group membership for a person’s
individual definition will influence the person’s identity as in relates to groups. The
social identity theory refers to both the content of individual identity as well as associated
strengths to social categories, which may operate separately, according to contextual
factors (Doosje, Ellemers, Spears, 2002). Although, social identities and personal
identities have been previously approached as opposites of each other and categorized as
different aspects of identity, the saliency of this theory as being opposites of each other is
questionable. (Howard, 2000). The self-categorization theory has eva!uated factors that
may represent the individual identity as a concern, in which perceptions and behavior of
group identity and individual identity is only reliable to which category is the contextual
factor. (Doosje, Ellemers, Spears, 2002). For example, group identification undetlies
social influence, and social influence undermines personal characteristics (Smith, 1999).
Therefore, one can be lead to assume that characteristics of personal identity maintain a
blurred relationship with social identities that people may integrate into everyday lives.
Together, a person’s religious identities are an integral part of human culture, and have
the potential to shape individuals lives and personalities (Emmons, 1999).

There is a relation among religious and spiritual identity in the realms of
individual identity and group identity. People may perceive their lives as more
worthwhile, unified, and meaningful because of religion and spirituality. (Emmons
1999). Religion produces outward responses that enhance a person’s being, and outlook
of life. (Gotterer, 2001) Robert Emmons ( 1999) authored Religion and the Psychology
of Personality. He supports the principle that spiritual practices, goals and beliefs are a

distinctive component of the personality. For many, the core of personality and faith in
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religion finds satisfaction, happiness, self-esteem, hope, optimism, and meaning of life to
be significant factors of mental health. (Emiions) “Spiritual concems such as hope,
meaning, inner strength, and doubt are relevant in many clients’ lives.” Every one that
chooses to go on living operates by some basic faith. (Kirpatrick and Holland, 1990, as
cited in Gotterer). According to National Polls, 90% of Americans believe in God.
Emmons, 1999). When integrating religion and spirituality, however, research is limited
on how religion could possibly lead personal identity and social identity

There are extensive amounts of literature on religion. The identity theory is a
maintained relationship between religion and identity, and provides a framework for
understanding the large amounts of data existent on the literature of religion in the social
sciences. (The identity model of religion). Considering the understanding of a person as a
whole is an important aspect of scientific study. (Epsitien, 1996, McAdams, 1997, as
cited in Emmons, 1999). If religion reinforces wholeness, and a group (with
consideration of individual identities) is a process of wholeness, then a person can receive
full benefit of being a holistic person, with the strength and ability to negotiate between
the two identities. (The Identity Model of Religion, 1979). Therefore, religious identity

in relation to a group is a benefit for exploration in the area of the social sciences.

Group Membership and Belonging
Group membership is an important factor for group identity and individual
identity can vary according to theories that involve factors, such as how committed a
person is to groups, how a person relates to a group, and even if a person can not relate to

specific groups. According to the Social Systems Theory, members of the same group
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may be seen as either/or, depending favorably to that group. For exaﬁzple, a person will
derive a sense of self, either positively or negatively, with that group. (A negative group
membership in accordance with individual identity is not necessarily negative.) (Doosje,
Ellmers, Spears, 2002). The self-categorization theory and self identity theory assumes
that all people benefit from groups because they provide a source of “esteem, value, and
identity.” The reason theoretical resources in the areas of social science is needed is
because it will join mental models in order to provide a comprehensive framework to
develop a full understanding of group members within groups and the interaction that
actively pushes self identity and group identity together (Smith, 1999). With the
literature, Doosje, Ellemers, and Spears define commitment to groups as an indicated and
associated strength that is attached to a social category. (2002).

Together “commitment” (Doosje, Ellmers, Spears, 2002 “change,” and
“sameness” (Identity Model, 1979) are determinants in understanding identity as a whole.
Change within groups and the individual is important for the functioning of a “whole”
making process. The Social Work profession must maintain a tendency toward ch_ange
and sameness that balance each other. The existence of balance between sameness and
change can prevent chaos and can attain order in regard to identity. (Identity Model,
1979).

Perceptions of Religious Identity are hindered within one’s life. When one is
socially identified with a particular denomination, or religious group, 2 perception is
made. First hand information (such as people’s expectations and perceptions) usually
provides a more realistic judgment for perceivers. Others personalities may also be

linked to expectations they hold on groups. (Stukas, Synder, 1999). Generalizations are
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made by characteristics connected with grbup membership. A large amount of data
constitutes that the social identity phenomena illustrates the powerful impact on
perceptions, emotions, and behavior. However, the importance self-perception and the
perception of others are based on the individual and which identity perceive is more
important. The perceptions of group’s people relate (or do not relate) to in terms of
characteristics of that group. This means that a group membership, “depending on the
frame of judgment,” will affect the way other people perceive an individual. (Doosje,
Ellemers, Spears, 2002).

The need for belonging to groups increases awareness for the need to better
understand individual identity, as well as the fundamental importance to relationships that
group identity is interfaced with. Attachment and commitment to groups fulfill the need
to belong. Experiences in every day life are evident that belonging is a factor in
determining psychological, social, and spiritual health. All individuals feel the need to be
connected with others. This intrinsic need is salient, in that it is a survival mechanism
and excludes external threat. If the need to belong is fulfilled, positive outcomes (joy
and caring relationships) are gained. The dynamic of religion should be considered when
interpreting the need to belong in groups. Spirituality is considered an interpersonal
process, and religious groups may provide more than just a framework to fulfill the need
to belong, promoting interpersonal thinking about lives and the future, and also the
capability to share goals with each other. Membership to a religious group steps outside

the boundaries of the group into personal life. (McRay, Thompson, 2001)
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Religious Identity and College Students

The dynamics of religion and identity is a complex and intriguing facet in
research. This is exemplified throughout the field in religious studies. Relationships that
involve religious beliefs in a higher being such as God illustrate the work of attachment .
styles. (Kirkpatrick, 1998). Different types of attachments exist, including religious
attachment to communal affiliations (such as a religious groups on college campuses),
and more specifically, spiritual matters (such as attachment to God). According to
Kirkpatrick (1998), studies on college students in introductory psychology courses
provide a relevant example in illustrating attachment styles in accordance to the Christian
belief in a supemnatural being. The attachment theory responds to this message by
conveving different types of attachments. The types of attachments conveyed from the
reading are a positive attachment style and negative attachment style. Positive
attachment styles infer a secure attachment or anxious attachment, and negative
attachment style includes avoidant attachment. Secure attachment sees attachment to a
religion to be reliable and trustworthy, for themselves to be worthy of such love and care.
Anxious attachment styles see attachment as a greater level of intimacy that is emotional
powerful. On the contrast of avoidant attachment styles, some may see religion as
redundant and arbitrary, and find difficuity in believing that there is a God. (Kirkpatrick,
1998).

The attachment theory illustrates an individual difference in the matter of
religious identity among college students. In the attachment theory, God is considered to

be an attachment figure, with which an individual may have a personal attachment.

7431
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(Kirkpatrick, 1998). The exploration of attachment styles at the relig,ibus level will
render to understanding individual attachment to groups as it relates the college
population.

Understanding group membership is complex. For example, the social identity
theory and the self-categorization theory both assume that all people depend on or have
attachment to groups. (Smith, 1999). While studies have discussed the dynamics that
groups might have on individual well being; (Cameron, 1999) the religious identity that is
involved in groups and how it affects spiritual identity is still an issue that fits the need of
exploration when looking at the “whole” of the individual. Attachment styles and other
relevant theories may provide ways of understanding how identity is determined.

Because religious identity may be the hierarchy of an individual, it is important
in considering the effects this may have in relation to individual identity and collective
identity. From the research reviewed, literature accomplishing the task of identifying with
the needs of religious identity within the college population is weak. “Despite the fact
that between one quarter to two thirds of college students rely on religious beliefs and
coping,” (Emmons, 1999) a study was done to explore management for coping strategies
and self-handicapping in undergraduates that stated, “we considered the use of religion to
be irrelevant to the college population.” (Zuckerman, Kiefer, and Knee, 1998, as cited in
Emmons, 1999) Due to the weakness of intrinsic knowledge, information on this
phenomenon is limited.

Theories that are best suited are applied in order to understand the complexity of
individual identity and group identity as it relates to religion and spiritnality. Various

factors contribute to the exploration of how religious identity is maintained in the life of a
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college student. Commitment and attachmenf styles are highly advanced variables, and
include taxonomy’s from developments in other studies clarify how highly a person is
committed, and how attached a person might be. The importance in understanding
individual identity and group identity as it relates to religion and spirituality fill the need

for exploration.
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Methodology
Overview

To better understand the relationship between religion and group membership, a
phenomenological study was conducted. Few studies can be found that attempt to relate
religious identity and a college student’s need to belong to a group. A phenomenological
study was chosen because of the intent to explore the overall structures exhaustively and
the sensitivity that relates to religion. (Creswell, 1998). Using in depth interviews as a
method for data collection was the most appropriate for this research. This section will
include a detailed discussion of each of the following: the qualitative research, the
methodology chosen, the sample, data collection, and data analysis methodology.

Various factors give importance to the qualitative analysis of the role religion
plays in the lives of college student’s. First, identity has many facets in development.
For example, a group identity will not only have effects of identity at the individual level,
but affects the group as a whole. Although this topic is most intriguing, the subject is not
widely researched. It is imperative at this level of research to understand the difference
in religion and spirituality, as stated in the literature review. To ensure spirituality is in
fact examined, a qualitative study is crucial, consisting of personal in-depth interviews
with participants.

Religiosity and identity have been explored previously through various
measurements that have been predominately quantitative in nature. To measure the
spirituality of one person, the dynamics of the group to which this person belongs to must
also be taken into account. Based on the literature, the following 3 questions were asked

of each participant. The questions were: Explain growing up and religion? What role
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does religion play in your life now? How has being a member of your' religious group
impacted you? Therefore, for the purpose of this study, participants will only be those
who are actively involved in a religious group.

Sample

The participants of the study were single college students with out children, ages
18 to 24, who all attended Concord College. All were active members of Christian
groups on campus and volunteered to complete the interview process. The participants
had to be actively involved with at least six months of membership and attend the
meetings, consisting of attending two out of four times the group would meet per month.
Due to time constra;'nts, the sample was obtained using a snowball procedure. The
participants were informed of the confidentiality of the research and were offered a copy
of the final results of the study. Two pilot interviews were examined to ensure the
accuracy of the sample.

The questions asked of the participants relates to religious affiliation and the
personal identity and collective identity of college students. Five interviews were
conducted and evaluated from five different Christian religious organizations on campus.
It is pertinent to recognize that all participants declared the Christian religion.

Materials

All research was conducted in in-depth interview sessions with participants. An
audiotape was used to ensure the accuracy of the research, and so as to not lose the tone
and context of the interview. Participants signed consent forms, listed in Appendix A.

Also, a researchers journal was maintained ta track the researcher’s own thought process
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and to be utilized during data analysis for comparison and understanding and to increase
the accuracy of the analysis.

Data Collection Process

After approval by the Human Subjects Review Board, two pilot interviews were
conducted. During this process, it was determined to exclude students with children or
married students. Their responses focused more the spousal/parental role than the student
role. All interviews were conducted in a semi-private/private setting in which the
participant was comfortable and able to talk about his/her religious betiefs and spirituality
openly. The qualitative analysis process consisted of a five-step process. The following
steps in accordance with McCracken’s “The Long Interview” implemented the design.

Prior to this study, two pilot interviews with the mentor reviewing the
interviewing process were conducted. The research also was approved by presented the
literature and proposal to the Human Subjects Review Board. The type of interview used
was formatted using open-ended questions. This process allowed for all needed
information to be gathered in a timely fashion in order to “get under the common place
view of the activity and see how the individual really sees and experiences it”
(McCraken, 1998).
Data Analysis Process

The data analysis processed, which was used, included five levels of analysis. The
five step process includes: (1) examining utterances, with little regard to the larger
significance, (2) developing each observation from step 1, (3) shifting away from the
main body of the transcription, (4) identifying major themes, and (5) reviewing stage 4

and bringing together all themes from the participant’s transcripts while comparing and
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contrasting the actions of the thoughts of the participants, collaborated themes into a
thesis. It is extremely pertinent to note that the audiotapes of each participant were used
so that tone was not lost. The listening phase of the analysis process was used within the

first step of the process.

Results

From the interviews, themes emerged that are imperative to understanding the
relationship of college student’s identity in accordance to individual and collective
identity. To truly understand the impact of religion on college student’s lives, religious
affiliation, collective identity, and individual identity of an individual were the main
focus for analyzing in the following section.

Three major themes emerged as they emerged form the data analysis of the
interviews. These themes include: A families involvement in church is important for the
development and enhancement of collective identity; individual identity and collective
identity are associated with religious identity; and collective identity was reevaluated
after individual identity was explored.

Themes
Familial Involvement
One of the themes most apparent in the literature is that a family’s involvement
in church is vital for a foundation and further involvement of an individual’s collective
identity and individual identity. The systemic process involved with an individual’s

identity includes how participants continue to be involved as college students. All of the
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participants explained their involvement in church and related activities that were
associated with religious affiliation on and off college campus.

When discussing religious involvement, the participants explained their church
affiliation and the participation of their family members in church related activities. All
participants were involved with church related activities and continue to be involved.
Participants related their group involvement as a family experience. For example, one
participant explained that the members in their group were their “brothers and sisters in
Jesus Christ.” Another participant explained their group as “being as close as family.”
Also, like roles that are defined in family, all members share a common bond of having a
declared role in their religious group. For example, one participant explained that she
was “a life long friend” to the members of the group.

Participants explained the importance of their group membership. Again, they
referred back to their families’ involvement in religion. All participants explained how
their family went to church and kept them invoived W1th church related activities. For
example, one participant said “My mom and dad made sure that I was at church every
Sunday, even if T didn’t want to go. I guess they knew what was best for me. Now, my
mom and dad have a closer relationship than ever and I love my... (Christian group on
campus)...I stay involved as much as I can. [ even go to church with my parents on the
weekend.” Another participant explained how their group membership could not be
separated from their personal relationship with God. “I wouldn’t have the relationship I
have with God if I did not participant with God’s other people.” The importance of
group membership, as explained in the literature, is crucial to the development of a

collective identity.
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Collective identity was developed befére participants explored a religious
identity. In doing so, participant’s reevaluated their individual idex:atity. Participants
explained how going to church was usually used as “a place to hang out” when they were
young. Most participants did not know the “real reason for going to church....” Four
participants explained going through a reevaluation process of their individual identity
and developing a relationship with God.

Participants explained the importance of gaining a spiritual relationship with God.
In the literature, individual identity is related to becoming spiritual. When relating
spirituality to individual identity, it is important to understand the dynamics that take
place. All of the participants explained how they reevaluated their religious identity at a
specific time in their life. One participant rededicated their life to God. One member got
saved at the age of 12. One member converted from one religion to another religion.
Two members converted denominations. The participants who reevaluated their religious
identity also reevaluated their collective identity. For instance, one participant explained,
“After I got saved I changed churches because I wanted to become more involved. I
wanted to participate in youth group.”

Religious Involvement

The second theme to emerge in the interviews is that individual identity and
collective identity is associated with religious involvement. In accordance to individual
identity, people who belong to a religious group experiences a heightened sense of
spirituality. All participants described their relationship with God and how their

religious groups bring them to a closer relationship with God.
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As stated in the literature, the importance of a spiritual relationship lends to the
health and well being of a person. All participants explained the importance of a -
religious identity, in so much, as it assists individual identity in direction, guidance, and
importance in one’s life. Four participants clarified that relations in church and religious
activities helped aid in the direction of an individual seeking a relationship with God.
The need for group involvement for a gain in personal identity is assisted by need to
increase their level in spirituality. For example, one participant described their religious
identity by stating; “I could not separate my religion by just reading the bible and talking
to God. [ have to communicate with the members of the group. If I don’t I am missing
out on one of the most important aspects of being a Christian.

Religious Affiliation is therefore an outward response to increase the spirituality
level of an individual. But, in order for an individual to feel a heightened sense of
spirituality, one must feel membership within the religion they belong. In terms of
collective identity, one gains a sense of membership. By being involved in a religious
organization, one increases the sense of belonging. The increased sense of belonging
increases a fulfillment of collective identity.

Reevaluation of Collective Identity

The third theme that emerged was, participant’s collective identity was
reevaluated after religious identity was explored. All of the participants reevaluated their
group membership after reassessing their religious identity. Participants explained their
need to find a place to which they could belong after going through the
rededication/saved/conversion process. They all explained the importance of having a

religious identity before you can find the group that you can truly belong to. Collective
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identity and religious identity are determinanfs of which group people will choose to
belong. All participants explained a basic belief system, which includes the following: a
realization that every one sins in life, sin can be forgiven, and you can find-completeness
and wholeness in life. Participants explained how they would feel a loss of personal
identity if they did not have God/Christ in their lives. They also discussed a gain in
personal identity through their collective identity in relation to a religious identity.

Religious Identity was used to explore the relationship between individual identity
and collective identity. All participants explained the need to be collectively involved in
a Christian group. All participants reevaluated group belonging after explaining a
transformation process. All participants explained how a family’s belonging to a church
has impacted their decision to stay involved with Christian groups they can relafe to.

Understanding the relationships that identity has with one another is very crucial
to the importance of this research. Throughout the interviews, participants described how
family values in relation to religious upbringing is important to the enhancement of an
individuals collective identity. Collective identity and individual identity is maintained
from an individual’s spirituality level. For example, one participant explained “Its not
like you can separate church and personal time with God. Both help you to build a closer
relationship with God. And in that matter, the members help you to stay involved with
your Christian life and make sure you cio not stray from the path you decided to take a
long time ago.”

Individual identity is important to understand when assessing why a person
chooses to identify with the group they choose. For example, one participant explained

that one of the reasons she was involved was because it made her feel like she could
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relate to other individuals that were like her. She said “It’s Iike...yod know...when you
feel like the whole world is against you and nobody accepts you for you, but the group
does. You can go to the group, and they understand who you are. You believe in God
and they believe in God and that gives you a foundation.” This statement is pertinent to
the research because it displays group belonging.

It is important to understand that collective identity and individual identity relate
to each other when studying religious identity. Collective identity is maintained through
individual’s identification within a group. The religious identity that individual’s pursue
in life is pertinent to an individuals sense of belonging. As individuals need to belong is
fulfilled, the spirituality level is increased. Thus, the spirituality of an individual is

increased, which leads to a more developed and refined religious identity.

Discussion/ Relevance to Social Work

This study will add to the existing body of research in the realm of social identity.
The results from this study will attempt to support the claim that in order to understand
the whole of personal identity, collective identity must be examined. Not only does one
rely on personal identity to represent who a person is to the world, he/she also relies on
collective identity to show what he/she believe in. Collective identity is not simply an
outward appearance of a group; it is an infiltrated aspect of one’s personal conception of
the world around them.

There are a few aspects of this study that should be a focus for improvement
within future research within this realm of social attachments. First of all, the rural area

in which this study was to be conducted restricted the diversity of the sampie. This could
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possibly skew the results of the study in such a way that the members of the group may
have known each other outside of the college environment.

Secondly, the definition of spirituality is one that is not easily understood or
explained. When studies are created, a tool must be designed in order to allow for better
understanding of the basic concepts for the participants. The definition of spirituality that
will be used in this study could possibly hinder the gathering of information. By using a
definition of a term that is normally such an individualistic idea, the participants may feel
that their ability to explain themselves and their beliefs is suppressed. Future research
should refine the definition to be more acceptable within religious circles as well as for
qualitative analysis.

Attachments develop over a lifetime, and people may become more or less
attached to religious beliefs and deities as they develop over their lifetimes. Also, age
may limit the way people in a certain category are perceived to fit.

Also, by using college students for the study, it is difficult to discern the origin of
the need for attachments. By leaving home and experiencing life in a new perspective,
i.e. college life, 2 person may feel the need to belong somewhere and chance may play a
role in the type of group one falls into in order to fulfill the need of belonging.

It is important to recognize future research studies that will benefit from the
understanding of how this research determines a cyclic and systemic approach. From a
systems approach in Social Work, the whole is greater than the sum of its parts. When
studying a religious group phenomenon, it is important to look at the whole. For

example, Christian groups only provide a limited scope on the realm of religion. There
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are many other religions that need to be taken into account when studying group identity
and individual identity.

Another limitation to this study is the sample size. It is difficult to assess such
strong questions with five participants. A larger sample wouild be recommended to

ensure for higher reliability.
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. Appendix C
Assurance of Confidentiality

I , understand that my participation in this

research project is entirely voluntary. Iunderstand that I am free to withdraw from the
interview at any time and may refuse to answer any question asked of me. Iunderstand
that identities will be kept confidential and will be available only to members of the
research team in order to properly analyze the data. Under no circumstances will my

name, or any identifying characteristics, be included in any report hereafter.

signature

date

Laura C. Stokes, researcher

Dr. Ellen Darden, Concord College Social Work Department




Religious identity 33

Appendix B

Consent to Record Interview
I, , willingly allow Laura-C. Stokes to
record this interview on . T understand that all recordings

will be destroyed after all data has been analyzed and the final results have been gathered.

signature

Laura C. Stokes, researcher

Dr. Ellen Darden, Concord College Social Work Department
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Appendix A

1. Growing up, what role did religion play in your life?

2. What role does religion play in your life now?

3. How has being a member of your religious group impacted you?




