PSYCHOLOGY 310L: Child Psychology Lab - Spring 2008 - Lab 1 prep

 Observational research



Pros and cons



In lab settings or naturalistic



Ethics of observational research in general



Ethics of this research using data from CSUB Children's Center




Handling discs
Observers as good instruments



Unobtrusiveness (and reactivity)



Observer bias, observer drift, lack of inter-observer reliability

Types of observations: aim is to match the data collection to the behavior (best fit).  For example, scans are good for getting a lot of data on very obvious easily observed behaviors such as who is interacting with teachers.  Ratings are good for global traits such as activity level.  Event counts are good for fairly rare behaviors, such as quarrels.  Time samples help give an estimate of the proportional time spent in various activities that are usually brief and well-defined, but you have to be careful about how long the intervals are.



Narratives



Scans (for a specific behavior)



Event counts (or durations)



Ratings



Time samples (1-0 or interval samples)

Defining behaviors: aim is to have content/construct validity and to be reliable.  Specify what the behavior is in unambiguous terms and show how it is mutually exclusive with other behaviors being observed.

LAB 1: Definitions for use in observations

SEX--indicated on the insert with the disc--1=female, 2=male

AGE--indicated on the insert with the disc, age in months at the time of filming
SETTING--where the observed child is on the playground (see map handout)--in the observation you will use 1-0 coding for each setting for your raw data, then calculate a proportion or percent of intervals the child was in each setting as the data you enter
Sand--within the sandbox area.  May be on its curbing edge.  Includes using small climbers or "boat" in this area.
Grassy area--on a lawn area that isn't part of one of the specific activity areas or on a sidewalk (that isn't the trike area).
Playhouse--within the playhouse area (inside or outside the playhouse structure).
Large climber/slide--on one of the two large climbers or moving from one part of a climber to another part of it.  Includes being underneath.
Swings--using a swing or sitting on one of the waiting areas for it.

Trike track--using the sidewalk square that is set aside for trikes.
Table--at the table usually used for playing with plastic animals.
MOTOR BEHAVIORS--which gross motor behaviors the observed child engages in--in the observation you will use 1-0 coding for each motor behavior for your raw data, then calculate a proportion or percent of intervals the child engaged in each motor behavior as the data you enter

Stationary (not moving)--Stand--upright and without moving from a position (may shuffle feet in place), knees are not bent though may bend over from the waist--can be any break from running or walking--Sit (kneel, crouch)--buttocks are on a flat surface, or one or both knees are on the ground, or squatting/crouching (bent at waist and knees)
Walk--stepping relatively slowly in any direction on a flat surface (not steps)

Run--stepping relatively quickly in any direction on a flat surface (not steps)--can include skipping, galloping, trotting, hopping
Complex skills--complex motor skills with an apparatus--Climb (slide)--scaling (up, down, sideways) a structure, climbing steps, or sliding on a slide--Swing--sitting on a swing that is in motion--Trikes--using a tricycle
PLAY BEHAVIORS--Parten's social organization of play, based on Santrock, Children (8th), pages 368-369 --in the observation you will use 1-0 coding for each play behavior as your raw data, then calculate a proportion or percent of intervals the child engaged in each play behavior as the data you enter
Not playing--Unoccupied--standing around without a focus, wandering or Onlooker--watching others play (may include some talking with those who are playing)
Solitary--playing alone, independently
Parallel--children play separately but near each other, using the same materials--may have some conversation but are not coordinating the play--often look at each other--often quit at the same time
Associative/Cooperative--associative play is loosely coordinated and cooperative is tightly coordinated--in associative play, for instance, children may choose roles but then enact them in a somewhat unrelated or unorganized way--in cooperative play, children guide and critique each other's performances, and often have a plan or story line they are carrying out
(continued below)

PRETENDING--whether or not the observed child does any pretending while observed, 1=yes, 0=no--pretending is coded only if there is clearly pretending--pretending can include a child's announcing that she is pretending, taking on a role, imagining an event (such as a party), animism, or symbolic movements without objects (such as "building" an invisible wall or "rocking" an invisible baby)-- make one rating at the end of the observation (raw data and entered data are the same) 
MOOD--overall rating of the child's predominant mood across the observation, on a 7-point scale ranging from 1 (very negative: intensely angry, sad, fearful) through 4 (neutral) to 7 (very positive: intensely happy, excited)--make one rating at the end of the observation (raw data and entered data are the same) 

ACTIVITY LEVEL--overall rating of the child's activity level across the observation, on a 7-point scale ranging from 1 (motionless the entire time) through 4 (moderate activity) to 7 (extremely active)--make one rating at the end of the observation (raw data and entered data are the same)

INTERACTION WITH ADULTS--overall rating of the extent of the child's interaction with adults (teachers or the person doing the filming), on a 7-point scale ranging from 1 (no interaction) through 4 (interaction about half the time) to 7 (interaction during the entire observation)--interactions include talking and/or touching initiated by either the child or an adult--make one rating at the end of the observation (raw data and entered data are the same)

GENDER-STEREOTYPED CLOTHING—a yes/no decision by the rater about whether the child’s clothing is gender stereotyped—1=yes, 0=no—gender stereotyped is, for example, at least one of these-- blue colors and dark colors for boys, sports/vehicle themes for boys, pink and pastel colors for girls, dresses or skirts for girls, flowers for girls, ruffles or lace for girls—if the clothing is not clearly gender-stereotyped, rate this “no”--make one rating at the end of the observation (raw data and entered data are the same)
