Research Design Activity: Researchable Question

Designer's Name: Clinton, Greg
Note: The following example is based on the actual dissertation research of Greg Clinton. 

Responses to the RDA fields are shown below in blue.
A research project begins with a problem or feeling of curiosity. After some initial reading for background, the next step is to compose a researchable question. It can be a major challenge to write a question that is truly "researchable." Do your best to make your question specific and answerable. The question serves as the focus for any research project. The research question itself is actually a component of a short section of a research proposal called the "Statement of the Problem" which succinctly provides the background and context of the problem and culminates with a researchable question.

Components of a Statement of the Problem Containing a Researchable Question

· An opening explicit statement (one sentence, if possible) describing the research topic: My study is about...

· Justification: Within the space of a paragraph, explain why you perceive this to be a problem worthy of research for a lay audience (i.e. a principal, parent, company executive officer, or some other interested, educated person who knows nothing about our field)

· Context: Provide a brief explanation (1 or 2 sentences) of where this problem is situated - corporate board room, classroom, company delivery van, etc.

· Research Participants: Give a brief description of the type of people who would participate in the research

· Research Question: it should be one sentence, and it should be stated as a question

Components

One-Sentence Description of your Research Project

This study is designed to explore the role of creativity in the design experience of graduate students in instructional design and development graduate program.
Justification for this Topic

Why do you perceive this to be a problem worthy of research? Justify your study in language that a lay audience can understand. Imagine this person in your mind as your write this, such as a CEO, principal, state legislator, parent, or some other interested, educated person who knows nothing about our field.

In America, we revere those whose innovations or artistic expressions have left their mark on our culture. More than that, we depend on creative innovation as a driving force in our economy. Economist Richard Florida (2002) calls creativity “the fundamental source of economic growth” (p. xxix).  Creativity is usually defined as the generation of ideas that are both novel and useful, often in response to a problem that needs to be solved. While our economy at large depends on creativity, specific sectors of the workforce as more associated with creative output by definition. These sectors make up what Florida (2002) calls the Creative Class:  “If you are a scientist or engineer, an architect or designer, a writer, artist, or musician or if you use your creativity as a key factor in your work or business, you are a member” (p. xxvii).  For the field of instructional technology, the fact that the term “designer” is included in the above statement is significant:  instructional designers are counted among the creative. Yet no research reports have been published specifically addressing the role of creativity in instructional design and development.
Florida, R. (2002).  The rise of the creative class. New York: Basic Books.
Description of the Research Participants

Give a brief description of the type of people who would participate in the research. Again, the purpose is to help other people tell at a glance who the research is about. Typical examples: Older Adults, Corporate Executives, Young Adults, High School Students, Elementary School Students, Pre-School Students.

The research participants will be students enrolled in a masters graduate program. These students range in age from about 24 to 45. About two thirds are female. The students come from diverse ethnic and cultural backgrounds, involving a mixture of American and International backgrounds.

Description of the Research Context or Setting

Where would this research project take place? In a school? At a company's headquarters? At the local YMCA? Also describe the specifics of the setting. Would the research take place in a classroom, at the cashier section of a retail store, in the programmer's suite at a multimedia development company, or at the YMCA's pool?

This study will take place within a masters-level graduate program in instructional technology at a research-extensive university in the southeastern United States. Specifically, the study will take place within the “Studio” curriculum in the instructional design and development program. The students in this study will be enrolled in the first of three studio courses in which a project and the skills needed to complete it are entirely dictated by the student’s personal interests. Although most students own their own computer and therefore design and develop a significant amount of the project at home, students come to the university once per week to learn tools and skills and to share their project designs with others.  During these weekly class meetings, there are opportunities for students to both give and get feedback on their projects. 

What is the Research Problem or Question Being Researched?

State briefly the nature of the research. This can be stated in the form of a research problem or as a research question (most people find writing it as a question as most helpful). Try to be as specific as possible, that is, avoid questions like "Does technology influence learning?" Research statements or questions that are too general are pretty much meaningless.

Examples:

· What is the relationship between motivation and learning in an educational video game?

· Does competition within an educational video game motivate students to invest more time and effort in the game?

1. What relationships can be found between: a) self-rating of personal creative ability by program participants; b) participants’ composite score on the Torrance Tests of Creative Thinking – Figural (TTCT:F); and c) ratings of participant projects by a panel of experts?
2. What does the design process of individual students look like?

3. What are participants’ perceptions of creativity as it relates to their project work?

