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Learning APA Style:  What’s all the Buzz About? 
Introduction
Graduate students studying agricultural education and other social sciences are challenged to apply APA style to papers for classes, research articles, and popular press publications.  According to many faculty, new graduate students commonly demonstrate a noticeable deficiency in the use of APA style (Blind Author, personal communication, September 17, 2011).  Proficiency in using APA style is critical to graduate students as a means of reporting the results of research clearly and concisely, as well as increasing the overall credibility of those reports in terms of submission to conferences, scholarly journals and other academic publications.  

An informal inquiry of graduate students revealed that most students lack self-efficacy related to the application of APA style in their written works.  Bandura (1997) posited that self-efficacy affects personal behavior and consequently can determine performance outcomes.  Agricultural educators at [University] used competition-based learning methodology (Burguillo, 2010) as an underpinning to create a learning environment that fosters learning regardless of the score achieved during the competition. After considering several options, the educators conceived that motivational games could be used to improve students’ knowledge and self-efficacy regarding APA style.

How it Works
Materials
The APA Style Quiz Bowl motivational game was developed to be used in classroom or other learning environments to help students learn and apply APA style.  The game was modeled on guidelines for quiz bowls sponsored by various student leadership organizations and professional associations. All questions used in the game were generated from items in Mastering APA Style: Instructor’s Resource Guide (2010) and Mastering APA Style: Student’s Workbook and Training Guide (2010). Two Microsoft PowerPoint® files were developed to display the rules and questions to game participants. One file was composed of general rules and “Toss-up” questions.  (“Quizbowl,” n.d.)  The other file was composed of “Bonus” items.  Other materials needed to conduct the game include: A computer, LCD projector and screen to display the PowerPoint® file; a set of wireless game buzzers for participants; and, prizes for participants.  

Process
[bookmark: _GoBack]To play the game, the room is arranged so that all participants can easily view the screen displaying the PowerPoint® visuals.  Teams are composed of two to three participants, though variation is possible. Each team is provided a buzzer used to indicate when a team has arrived at an answer. After reviewing the rules, the facilitator begins the game by presenting the first toss-up question. When a team buzzes in, it must answer the question with in 20 seconds.  If the team provides a correct response, they earn a point and are given the opportunity to answer a bonus question.  The team continues to get additional bonus questions until it misses one. If the toss-up question is missed, it is re-opened to be answered by the teams.  The first team to earn 10 points wins the round. 



Results to Date
Students who participated in the game were asked to comment on their learning experience from The APA Style Quiz Bowl.  Responses indicate that the use of the competitive game yielded positive results. A sample of student comments includes:

“As a doctoral student in my first semester, I was able to benefit from the APA quiz bowl.  The opportunity to refresh myself about APA in a fun, competitive environment was beneficial as I developed confidence in my abilities and increased my knowledge of APA” (Blind Author, personal communication, November 8, 2011).

“The APA quiz bowl improved my understanding of APA style in a fun and enjoyable manner. After competing in the APA quiz bowl I had a better understanding of APA and feel much more comfortable with using APA” (Blind Author, personal communication, November 10, 2011).

“APA quiz bowl was a lot of fun! It was a great way to learn and refresh a topic that is normally mundane in an interesting and exciting way” (Blind Author, personal communication, November 10, 2011).

Future Plans
Two primary goals guide future plans: A) Development of additional competitive games using APA style material; and, B) the formation of a permanent graduate course on the use of APA style. 

Ideas for additional competitive games include adaptations of popular television game shows such as Jeopardy, Family Feud, Who Wants to be a Millionaire, or Are You Smarter Than a 5th Grader. All game designs will include questions or situations related to rules and standards of APA style and competition requiring individual performances and teamwork. The possibility exists for faculty and student organizations from the department to challenge other institutions or departments to events featuring the APA games. 

The graduate course on the use of APA style currently in conceptual development will focus on increasing student proficiency through collaborative learning. The course will be offered in seminar format with three sessions scheduled throughout the semester. Students will participate in an initial APA workshop for session one, engage in peer review experiences for session two and develop and present an APA workshop to graduate students from another department for session three. 

Costs/Resources Needed
There was a need for one graduate student to develop a comprehensive bank of quiz questions and format the game using PowerPoint® and serve as game moderator as needed.

	Resources
	Cost

	Prizes (Optional)
	$20.00

	Quiz Bowl Buzzers
	$413.36

	Total
	$433.36
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