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ABSTRACT 

Ethics go beyond conservative principles for true ideals. Ethics are our assumptions 

and reasoning about morals. As master’s level art therapy students and professionals we must 

always be clear about our biases to provide quality mental health care to our clients. Entering 

the art therapy field as a master’s level graduate may be an overwhelming experience if 

proper training and guidance of ethical principles are not known or addressed adequately. 

Because all art therapists will have to deal with ethical issues, there may be a need for 

alternative ways to study ethics. By enhancing awareness, knowledge and practicing 

solutions to ethical issues, art therapists will be able to adequately work through ethical 

dilemmas. This pilot study evaluated the effectiveness of ETHICS: An Art Therapy Game of 

Truths as an experiential learning tool in teaching and applying the art therapy ethical 

principles. The efficiency of the game was measured by observation notes and the 

completion of self-report evaluations provided before and after each research session. 

The pilot study consisted of both master’s level students and professionals as 

participants. There were a total of eight participants and three two hour research sessions 

conducted. Sessions were coordinated on the basis of participant availability. The results of 

the pilot study concluded that the game, based on self-report evaluations, had increased the 

participants’ awareness to deal with ethical issues pertaining to the art therapy profession and 

improved their knowledge of the American Art Therapy Association (AATA) code of ethics. 
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CHAPTER I 

INTRODUCTION 

The development of ETHICS: An Art Therapy Game of Truths was originally 

designed, by the researcher, as a final project for a master’s level art therapy ethics course. 

The main criteria for the assignment were to design a product pertaining to the Ethical 

Standards for Art Therapists (AATA, 2003) document that could be used as a resource guide 

that would assistance art therapists during their practice. Through the collaboration of 

literature pertaining to learning styles, board games, alternative education and art therapy 

ethics training the researcher constructed a resourceful game that may be effective in 

teaching master level art therapy students and professions in problem solving the art therapy 

ethical principles. 

The researcher designed ETHICS: An Art Therapy Game of Truths as an interactive 

approach to learn and apply art therapy ethical principles through problem solving “real life” 

ethical scenarios and citing the Ethical Principles for Art Therapists (AATA, 2003) 

document. As an alternative method of training, it was anticipated that the playing of the 

game would allow students and professionals a unique way to address ethical issues that may 

have the potential of being experienced during their art therapy education and professional 

practice. 

This thesis reports on a pilot study. The pilot will inform the methods for a larger 

evaluative study of the quality and effectiveness of ETHICS: An Art Therapy Game of 

Truths. This evaluative study used pre- and post- self-report evaluation forms as well as 

observation to look at several aspects of the application and playing of the board game from 

the participants’ perspective including: effectiveness of the game, preferred learning style 

and the enhancement of ethical awareness. The evaluative study specifically addressed the  



enhancement of ethical awareness by the responses provide on the pre- and post- self-report 

evaluation forms regarding the enhancement of the participants’ ethical knowledge after 

playing of the game. The literature review provides information on: learning styles, 

alternative education, educational board games; the development of art therapy ethics, an 

overview of ethics training and the enforcing of ethical principles. The latter portion of this 

thesis describes the procedures in completing the pilot study, the explanation and exploration 

of the results. 

 



CHAPTER 11 

THE PROBLEM 

Statement of the Problem 

Based upon the researcher’s findings, there is limited resources pertaining to the 

effectiveness of a learning tool that is educational, interactive, and entertaining in teaching 

the Ethical Principles for Art Therapists (AATA, 2003) among master’s level art therapy 

students and professionals. Cathy Malchiodi addressed this issue in the forward of Bruce 

Moon’s Ethical Issues in Art Therapy book. She stated, “Many books on the market deal 

with the history, theories, and practice of art therapy, yet few have challenged or addressed 

the personal qualities inherent to becoming an effective, sensitive and ethical art therapist” 

(Moon, 2000, p. v). 

Explanation 

Research studies in the educational, counseling and art therapy professions explored 

the dynamics of ethical problem-solving (Small, 1990; Corey, 2004; Moon, 2006). Melinda 

Small author of Cognitive Development (1990) wrote, “When confronted with a problem, we 

are influenced by our previous attempts to solve problems, and one type of information that 

can facilitate solution is previous experience with analogous tasks” (p. 380). Counseling 

programs have conducted studies of the effectiveness of experiential, didactic and a 

combination of both kinds of learning approaches of ethics training (Corey, 2004). Corey has 

taught ethics by writing out various scenarios focusing on key ethical codes to examine 

students’ ethical standards and level of competence. 

Bruce Moon‘s book Ethical Issues in Art Therapy 2™ed. (2006) educates students 

about ethical issues through the use of art, role-playing and writing. Moon (2000) believed 

that the process of deciding how the ethical principles apply to a specific problem should not  



be confusing, cause anxiety, difficulty or induce feelings of isolation. ETHICS: An Art 

Therapy Game of Truths was designed to enhance professional ethics knowledge base and to 

introduce a non-traditional learning tool to art therapy education programs. A game based on 

art therapy ethical principles was evaluated during this pilot study in teaching principles and 

applications as measured by pre- and post- self-report evaluations and observation. 

Basic Assumptions 

Collecting data relevant to art therapy ethics training can provide significant feedback 

in the developing of ethics training programs. Data consisting of ethical knowledge base, 

problem solving and application may improve the quality of professional art therapy services 

among master’s level art therapy students and professionals. The assumption would be that 

ETHICS: An Art Therapy Game of Truths may prompt master’s level art therapy students 

and professionals to do the following: 

1. Enhance the quality of care for clients of various populations and cultures. 

2. Transition into the art therapy field with confidence. 

Help increase self-awareness and personal issues relating to the ethics code. 

Improve knowledge base of AATA ethics code. 

5. Consult other professionals concerning ethical issues during supervision. 

6. Strengthen the credibility and reliability of the art therapy field. 

Hypothesis 

A game based on art therapy ethical principles will be effective in teaching principles 

and applications as measured by pre- and post- self-report evaluations and observation.  



Definitions 

Art therapy professionals: Individuals who have at least one year of professional 

experience in art therapy. 

ETHICS An Art Therapy Game of Truths: An educational, interactive, and entertaining 

learning tool, designed by researcher, which explores the ethical dynamics of the art 

therapy field and the Ethical Principles for Art Therapists (AATA. 2003). 

Ethical knowledge base: The current level of master’s level art therapy students’ and 

professionals’ knowledge of ethical principles prior to and after playing ETHICS: An 

Art Therapy Game of Truths. 

Ethical Principles for Art Therapists: The rules or standards of conduct governing the art 

therapy field. 

Evaluation research: Attempts to assess the effectiveness of programs and professionals. 

Experiential Learning: A method in which one is directly in touch with the realities of what 

is being studied (Kolb, 1994). 

Learning styles: “The pathways that incorporate our experience and our senses to make 

understanding possible” (Boyles & Contadino, 1997, p.50). 

Lykert Scale: A method to prompt a respondent to express their opinion on a 

statement being presented. 

Master's level art therapy students: Individuals who are currently enrolled in 

graduate-level art therapy programs. 

Pre- and post-evaluations: Instruments designed by researcher to allow participants to 

self-report the effectiveness of the game, preferred learning style and enhancement of 

ethical awareness.  



Limitations 

Limitations entail but are not limited to sample size, research setting, game product, 

time restrictions, and external variables. Each of the participants were encouraged to commit 

to the study through its duration, yet, were allowed to withdraw at any time without 

ramifications. There was a total of 20 introduction letters distributed to master’s level art 

therapy students and professionals via email. Of the 20, 15 people responded. Of the 15, 

seven withdrew from the study prior to the scheduled sessions due to conflict in schedules. 

As a result there was a total of eight participants who completed the study. Therefore, a 

limited amount of raw data was collected. Because some of the participants withdrew from 

the study prior to the scheduled session, the number of participants playing the game per 

session varied over the duration of the study. Another limitation of the study was the various 

settings in which the research took place: a hotel room, classroom, and a café. 

The game being in the very early stages of development resulted in the inefficient 

quality of non-manufactured game materials. Based upon the group dynamics of each 

session, the one hour time constraint may not provide enough time for the participants to 

complete game. The final limitation of the study was the extraneous variables such as the 

participants’ level of ethical experience, the various times of day sessions took place, and the 

participants’ preferred learning style. 

Ethical Implications 

The participants were informed that all information collected and/or verbalized during 

the study would be kept confidential. All of the participants were informed of possible risks, 

how the study will be conducted and what would be asked of them as participants during the 

study, exclusive of any information that would bias the study outcome. All of the participants 

were allowed to withdraw at anytime during the study without ramifications. All of the  



participants were asked to initial and sign two Informed Consent Forms (see Appendix B for 

Informed Consent Form), to participate in the pilot study; each of the participants received a 

copy. 

In order to address all of the concerns and questions that arose during the process of 

the study, the researcher conducted a debriefing session upon the completion of the post- 

evaluations for each session. The participants were thanked for their full participation and 

dismissed from the study. 

Purpose and Objectives 

The purpose of this pilot study was to evaluate a board game as an interactive 

approach to learning and applying art therapy ethical principles as an alternative learning tool 

in training masters level students and professionals to work through ethical issues. 

Objectives: 

1. Complete game design and materials. 

2. Develop evaluation and necessary research forms such as Informed Consent, etc. 

Identify research subjects. 

Obtain Institutional Review Board (IRB) approval. 

. Recruit subjects. 

Administer game. 

. Administer evaluation tools. 

8. Analyze data. 

9. Tabulate data and store safely. 

Justification of the Study 

Shaun McNiff states, “Ethical considerations lie at the essence of everything we do in 

all areas of art therapy training and practice . . .” (Moon, 2006, p. vii). This pilot study’s  



successful outcome may spark further research into non-traditional forms of teaching art 

therapy ethics. 

 



CHAPTER III 

LITERATURE REVIEW 

Learning is something that happens over a course of a lifetime. Research concludes 

that experts and novices do not approach problem solving the same way (Small, 1990; Kolb, 

1984; Falk & Dierking, 2002). From their research on free choice learning, Falk and 

Dierking (2002) found that the capacity to learn is always dependant upon prior knowledge 

and experience as well upon interest, innovation and expectations. 

Charles Spearman developed the ‘g factor’ theory over a hundred years ago. Through 

his research on intelligence, he found that intelligence is a very general (hence, g) mental 

capability. His theory claimed that intelligence is not simply memorizing, book learning 

mastery, a narrow academic skill, or test taking smarts, “[Intelligence] is the ability to reason 

and plan, conceptual thinking, problem solving, learning from experience, and quick and 

efficient learning” (as cited in Jensen, 2006, p. 270). Boyles and Contadino (1997), 

researchers of various learning disabilities, explained that the complexity of the brain does 

not remain static to one way of learning and intelligence. 

Theorists agree that learning styles are pathways that incorporate our experiences and 

our senses to make understanding possible (Boyles & Contadino, 1997; Gardner, 1983; 

McCarthy, 1987; Mooney & Cole, 2000; Small, 1990). In his book Frames of the Mind: The 

Theory of Multiple Intelligence, (1983), Howard Gardner, Ph.D., proposed that people are 

born with the potential to develop multidisciplinary intelligence and listed them as eight 

learning styles, which include: 1) Linguistics Intelligences 2) Logical Intelligences 3) Spatial 

Intelligences 4) Musical Intelligences 5) Bodily/Kinesthetic Intelligences 6) Interpersonal 

Intelligences 7) Intrapersonal Intelligences and 8) Naturalist Intelligences. Unlike educators, 

psychologists supported Gardner’s theory of personal intelligence. Nevertheless, educators  



did accept his concept of multisensory (Boyles & Contadino, 1997; Mooney & Cole, 2000; 

Small, 1990). 

Bernice McCarthy wrote a book entitled The 4MAT System: Teaching to Learning 

Styles with Right/Left Mode Techniques (1987). Her book simplified the theories of various 

educators and psychologists to explain learning styles and right/left brain processing. David 

Kolb (1984) analyzed different types of learners based on dominant learning abilities and 

formulated the findings into model form. The experiential learning model examines and 

strengthens the critical linkages among education, work and personal development. 

McCarthy (1987) summarized that experiential learning theory evolves the whole brain, a 

combination between concrete experiential and abstract cognitive approaches to learning. 

ETHICS: An Art Therapy Game of Truths was developed as an experiential learning tool, 

which the researcher believes, would incorporate the various styles of learning and/or 

activate more areas of the brain than the usual lecture-respond approach does. 

Over the decades, the educational system has evolved from formal to career directed 

learning to free choice learning strategies (Falk & Dierking, 2002). Many educators, students 

and parents from the past and present have continuously challenged and altered the way in 

which formal education is functioning as a sector (Fuller, 2004; Hegener, 1987; Kolb, 1984; 

Small, 1990; Wallis & Steptoe, 2006). 

Piaget lectured, “the goal of education is to create the opportunity for a child to invent 

and discover.” (as cited in Hegener, 1987, p. 23). As children grow older and work their way 

through the education system their prior attitude about school changes. Harry Turner author 

of You Can Do It! A Guide for the Adult Learner and Anyone Going Back to School Mid- 

Career (1997) wrote, “children seek learning and learning from others. The enthusiasm of 

learning alters as the child grows older because the influences and pressures of getting good 
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grades and taking tests to measure and justify intelligence take priority” (p.8). Teachers must 

have the ability and flexibility to adopt and apply various methods of teaching in order to 

prepare, challenge, and inspire their students to be life time learners (Boyles & Contadino, 

1997). 

ETHICS: An Art Therapy Game of Truths was designed as a non-traditional teaching 

tool that teaches art therapy ethics within formal and non-formal settings. The game provides 

educators and students the opportunity to apply problem solving skills and ethical principles 

to ethical issues within an interactive, fun and entertaining atmosphere. 

The classic Latin word for game is /udas, which also means ‘school’. From this the 

word Ludo is derived, meaning “the idea of a school of playful porpoises or serious Poker- 

players” (Parlett, 1999, p. 1). During the ninetieth century, board games were considered an 

adult activity. Overtime manufactures of games began to produce moral and educational 

games for the young. Educational games sole-purpose was to instruct and inform. David 

Parlett (1999), author of The Oxford History of Board Games, noted that of his 25 years of 

experience as a game expert, professions such as art, astrology, fire fighting as well as 

gardening and many other occupations have been compacted into that of board games. Parlett 

wrote, “Game theory relates to the ‘real world outside’, but in fact bears very little relation to 

anything that goes in the (paradoxically) ‘real’ world of games inhabited by genuine games 

enthusiasts” (Parlett, 1999, p.348). Games have traditionally been related to the fundamental 

aspects of cultural activities. Parlett’s (1999) revised the previous categories of games to 

include: “race games, space games, chase games, displace games, and theme games” (p.9). 

Parlett defined theme games as “board game purposing to stimulate or represent some sort of 

real-life activity” (p. 348).  



Today there is an overabundance of modern board games that are characterized by a 

thematic subject matter. Stimulated games require players to solve the game’s questions 

and/or scenarios. It then becomes a form of exercise, practice and training. Representational 

games are less realistic. The less realistic they are they would classify more as a game 

because it’s more for fun, recreation and social communication. 

Falk and Dierking (2002) explained that as humans, it is in our nature to learn from 

one another, especially from those who are more skilled and knowledgeable. Through social 

interactions and collaborative learning people are able to learn more by observing even 

during brief interactions. Wallis and Steptoe (2006) stated, “educators have to put greater 

emphasis on teaching kids to collaborate and solve problems with small groups and apply 

what they’ve learned in the real world (p. 56). Small (1990) wrote, “Communication has 

many functions, such as persuasion, establishing a social relationship, and entertaining” (p. 

429). 

Persons who rank in the intrapersonal intelligence category of Gardner’s learning 

style model would not be comfortable with social learning. They would prefer to be alone. 

Those who enjoy the company of others and work well in small groups would rank higher in 

Gardner’s interpersonal intelligence category. McCarthy (1987) stated, “Learning is 

interactive, “It is the learner interacting with the learning that is the real growth” (p. 17). 

Paulo Freire described critical consciousness “as the explorations of the personal experiential 

meaning of concepts through dialogue among equals” (as cited in Kolb, 1984 p. 16). 

Games may provide a balance between learning styles. The game will accommodate 

the doers and the watchers. For the doers, games allow them to act on new information 

immediately. Theses types of learners reflect only after they have tried it out. They need to 

‘do it’ in order to extend it into the world. For the watchers, games allow them to reflect on 
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information and then filter it into their own experience to create meaningful connections 

(McCarthy, 1987). Kolb (1984) defined play as “the imposition of ones concept and images 

without regard to environmental realities” (p. 23). Knowledge results from the combination 

of grasping the experience and transforming it. 

Ethics are our assumptions and reasoning about morals based upon our culture and 

personal background. As master’s level art therapy students and professionals, we must 

always be clear about our biases so we can provide quality mental health care to our clients. 

The professional literature stressed the importance of ethical knowledge (AATA, 2003; 

Corey, 2004; Egan, 2002; Junge & Asawa, 1994; Malchiodi, 1998b; Moon, 2000, 2003, 

2006; Rubin, 1999). 

During the mid 1900s, collaborative discussions of the experiences in the art therapy 

field began to develop. Overtime, these discussions formed the development of the American 

Art Therapy Association (AATA) (Junge & Asawa, 1994; Lark, 2001). By 1970, AATA 

established a procedure for approving programs that met its guidelines for education and 

training (Junge & Asawa, 1994; Malchiodi, 1998b). In 1981 AATA’s Code of Ethics was 

established to stress the importance of understanding the professional ethical and legal 

consideration related to providing quality mental health care for clients (Junge & Asawa, 

11994). Since its establishment four versions of the ethics document had been developed: the 

Code of Ethics for Art Therapists, 1990; Ethical Standards for Art Therapists, 1994 and 

1998; and American Art Therapy Association Ethical Principles for Art Therapists, 2003 

(AATA, 2003; George, Greene, & Blackwell, 2005; Malchiodi, 1995a, 1995b; Moon, 2000, 

2006; Talwar, Lyer, & Doby-Copeland, 2004). Moon (2006) discussed how he and the ethics 

committee, revisited the current version and contemplated their success in setting standards 

that would meet the needs of the clients and guide the practicing art therapists. Today, the 
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document continues to be revisited for its effectiveness in upholding the art therapy ethical 

standards. 

On November 15, 2006, the researcher, attended a pre-conference course at the 37" 

AATA Annual Conference entitled ‘Art Therapy Ethics in the New World’ presented by 

Nancy Slater, PhD, ATR-BC and Penelope Orr, PhD, ATR. They presented on the latest 

applications and issues regarding the topic of ethics. During the second half of the full day 

workshop, Dr. Orr (personal communication, November 15, 2006) discussed her research 

regarding the use of technology and art therapy. 

As a group, the attendees, reviewed the current ethic’s document and listed various 

ways the new technology age may create ethical dilemmas. Issues stemmed from the use of 

the scanner to scan and post clients’ art work on the internet, video taping, phone 

supervision, in addition to, computer record keeping and storage. Slater and Orr (personal 

communication, November 15, 2006) predicted that ongoing research may result in another 

revision of the ethic’s document. Moon (2006) stated, “While ethics documents are 

extremely helpful, they are ultimately inadequate to cover every circumstance” (p. xiv). 

The Ethical Principles for Art Therapists (AATA, 2003) document provides 

guidelines for art therapists to address ethical issues and make appropriate decisions 

regarding sensitive situations (AATA, 2003; ATCB, n.d.; Moon, 2000). In the American Art 

Therapy Association Newsletter Moon stated, “it is crucial to contend with these questions 

ethical issues before they occur, as they happen, and after the fact to shape and understand 

our professional ethics” (2003, p.12). Nevertheless, the ethics document cannot guarantee 

that all art therapists are knowledgeable or will abide by these guidelines. 

In response to a letter written in 2000 by Bobbi Stoll (Stoll, 2000), David Gussak and 

Penelope Orr (2005) completed a study that addressed art therapy educators’ attempt to 
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prepare students for the profession. Even though their report addressed the need to educate 

students to transform theory into practice and teach them the proper way to communicate and 

negotiate with other helping professionals, it did not address the importance of ethics 

training. It left open the question, how are master’s level art therapy students and 

professionals able to understand and explain how art therapy theory relates to the knowledge 

and practicing of art therapy principles? 

The early days of art therapy training were informal and consisted of idiosyncratic 

training programs (Rubin, 1999). First generation art therapists were self-taught about the use 

of art as therapy. They developed a field based upon their own experiences, apprenticeship 

and hospital training. Clinical training was not always seen as desirable for art therapist 

(Rubin, 1999; Junge & Asawa, 1994). Wadeson (1989) noted that personal experiences in the 

practicing of art therapy changes the scope of art therapy training programs, but are not 

necessarily reported in literature. She stated that the collaboration between students and 

faculty stimulate new thinking in the field but may not represent the direction of art therapy 

training. 

Today a master’s level degree is required to enter the art therapy field. Ethical 

training is one of many required courses, among AATA approved master’s level art therapy 

programs. The training of art therapy ethics has developed from the counseling field which 

involves a combination of didactic classes and supervised practicum experiences in addition 

to, lectures, discussions, and art experiential (APA, 2002; Corey, 2004; Gussak, 200; Herlihy 

& Corey, 1996). 

The psychology field has a variety of studies and resources on ethic training. Wilson 

and Ranft (1991) wrote, “Ethics training in graduate psychology programs has blossomed in 

the last decade but the debate continues regarding how graduate ethics should be taught,” (p. 
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1). Paradise and Kramer (1991) suggested, “Professional practitioners consider philosophical 

issues to enhance moral thinking and behavior,” (p. 1), Moon’s Ethical Issues in Art Therapy 

(2006) provides a look into the ethical issues and dilemmas that art therapy students and 

professionals may face. Moon stressed developing new and creative ways in teaching ethics 

through story telling, art, and processing. His approach enhances awareness, knowledge and 

use of problem-solving skills to address ethical dilemmas. 

There is an abundance of art therapy literature emphasizes the importance of being 

aware of ethical dilemmas regarding artwork, multi-cultural issues, and supervision. 

(Coleman & Farris-Dufrene, 1996; Hiscox & Calisch, 1998; Malchiodi, 1998b, 2003; 

Wadeson, 1989).Yet, the researcher found that there is limited information that focuses on 

ethical training that prepares master’s level art therapy students for “real life” experiences in 

the field. Hiscox and Calisch (1998) emphasized the importance for an art therapist to 

provide services according to the standards of their discipline. Colman and Farris-Dufrene 

(1996) addressed the notion that as the art therapy profession continues to grow, various 

training tools and techniques would need to be developed. 

During the first half of the pre-conference course entitled ‘Art Therapy Ethics in the 

New World,” Nancy Slater, PhD, ATR-BC, presented an ethical decision making model for 

attendees to apply to their own ethical dilemma. To solve ethical dilemmas Slater and Orr 

(personal communication, November 15, 2006) explained that an art therapist must: 

1) Take everything into consideration. 

2) Describe parameters of the situation. 

3) Define potential issues involved and consult the guidelines, if any, already available 

that could apply to situation. 

4) Evaluate rights, responsibility and welfare to all affected parties. 
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5) List alternative decision. 

6) List consequences. 

7) List what the possible outcome(s) of the final decision. 

The list above pertains to the experiential learning model that may occur during the 

playing of ETHICS: An Art Therapy Game of Truths. Experiential learning allows students 

to learn by experience and through the encouragement, guidance, and feedback of others 

during that experience. The game provides players the opportunity to observe, reflect, 

generalize and solve ethical dilemmas. The role playing involved in problem solving, judging 

peers, and meeting the standards of a particular credential stimulates the “real life” 

experiences and applications within the art therapy field. 

Moon (2003) stated the following: 

Doing art therapy, making art, and being with people who are suffering requires great 

effort. Thinking about how to do these things ethically is hard work. Facing and 

responding to such challenges for the sake of clients’ welfare are acts of love and 

courage. (p. 12). 

Rubin (1999) believed that it was the responsibility of the art therapist to comprehend 

and be aware of legal and ethical issues. Slater and Orr (personal communication, November 

15, 2006) lectured on the differences between the three sets of standards: legal, ethical, and 

clinical. Slater lectured that in order to address an ethical dilemma, art therapists must decide 

which category of standards is relevant. Legal standards are mandated by law. Ethical 

standards are guidelines that are established by the profession for which one is trained. 

Clinical describes standards of practice that are developed for effective intervention models. 

She went on to discuss how there may be conflict if a therapist has more than one credential 

and two ethical standards (personal communication, November 15, 2006). 
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The literature collected for this thesis identified differences and similarities between 

art therapy and other helping professions ethical principles. Malchiodi (1995b) addressed the 

issue of social workers, counselors, and psychologists who use art directives in their clinical 

work with patients. Hammond and Gantt (1998) researched the ethics of various mental- 

health professionals who use drawings and found inconsistencies in the methods used among 

art therapists. They asked the question should the artwork be viewed as equivalent to verbal 

communications? Rubin (1999) listed ethical concerns particular to art therapy as: violent or 

provocative images in groups, ownership and storage of art work, confidentiality, 

exhibitions, disability issues, and multicultural issues. Ethical issues among other helping 

professions that are similar to these are the following: patient welfare, confidentiality, 

research, professional conduct and behavior, which insure the client’s best interest (APA, 

2002; Coleman & Farris-Dufrene, 1996; Herlihy & Corey, 1996). 

Adherence and knowledge of the ethical standards is mandatory in becoming a 

member of AATA (AATA, 2003). Malchiodi stated, “An ethical code must be compliant 

with existing laws and regulations; most art therapists are not well-versed in these areas” 

(1995a, p. 6). Lark affirmed, “Unfortunately, art therapy is not a regulated licensed 

profession by many states, so compliance with AATA’s standards by non-registered art 

therapist is voluntary” (2003, p. 4). Corey discusses the legal issues pertaining to ethical 

guidelines. He stated, “Professional liability and malpractice are not strictly a part of ethical 

practice” (2004, p. 77). He went on to stress how keeping members informed, providing 

consent forms, abiding by state and federal laws, adhering to confidentiality and treating the 

clientele in which you are competent are the key elements in upholding the standards (Corey, 

2004). Slater and Orr (personal communication, November 15, 2006) reiterated that the 

professional codes of conduct do not furnish absolute guidelines for ways we must act in 
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every situation. However, these codes do provide a strong starting point for considering the 

best or most appropriate course of action or response to our clients. In addition to abiding by 

the ethical standards, art therapist must provide quality interventions, avoid working in 

isolation, obtain ongoing supervision and/or consultations, and address ethical guidelines of 

our practice routinely. 

Summary 

There are various theories, models and tests used to explain, categorize and justify 

learning styles. Research shows teaching styles must change to maximize our mental 

capabilities. Learning is a holistic process whereby knowledge is created through the 

transformation of experience. Knowledge is continuously being created and recreated 

because of on going interactions, perceptions and processing of new information derived 

form the environment. 

The experiential learning theory theorized that the modes of knowing are associated 

with the left and right hemispheres and the distinction between experience and abstract 

cognitive approach to learning. Kolb (1984) stated, “How well we remember the things we 

learn depends on how engaged both hemispheres were when we first learned” (p.14). 

The literature stresses the importance of being knowledgeable about AATA’s ethical 

principles document and the relevance of ethical issues as they arise. Ethical principles 

among the helping professions are similar in content. Confidentiality and doing no harm to 

self and or others are the basis for all ethics codes. The art therapy document has been 

revised four times since its creation to address issues such as: competence, ownership of 

artwork, multicultural issues, and professional courtesy. 

As the field evolves more questions will arise regarding ethical issues. Answers to 

these questions create change within the ethical principles document. Ethical decision 
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making is an on going process. There are no clear cut answers. Each ethical dilemma has it 

own uniqueness and could have more than one solution. Research shows that the best ethics 

programs focus on ethical awareness and ethical reasoning. 

 



CHAPTER IV 

PROCEDURES 

Research Design 

This pilot study uses the evaluation method to evaluate the effectiveness of ETHICS: 

An Art Therapy Game of Truths, board game. 

Development/Distribution of Instruments 

The three instruments used for this study was designed by the researcher. The 

reliability and validity have not been measured. 

The Pre-evaluation Form (see Appendix C for Pre-evaluation Form) consists of a total 

of five questions. Questions one through three consist of background questions regarding the 

participant’s education, professional experience, and American Art Therapy Association, Inc. 

status. These external variables are identified by each participant prior to taking part in the 

pilot study. Questions 4 and 5, “Have you ever had an ethical dilemma that you could not 

solve? Yes or No” and “On a scale of 1 to 5, 1 being the least prepared and 5 being most 

prepared, how would your rate your current ability in dealing with sensitive ethical issues 

pertaining to the art therapy profession?”; are the base line questions of the participants’ 

opinion as to their awareness and ability in dealing with ethical issues pertaining to art 

therapy prior to participating in the study. 

The Observer Checklist Form (see Appendix D for Observer Checklist Form) consists 

of six questions that was used to note occurrences that took place during each pilot study 

session. This form was completed by a participant not playing the game. 

The Post-evaluation Form (see Appendix E for Post-evaluation Form) consists of 18 

Lykert Scale type questions, one yes or no type question, and one additional comments  



section. The participants’ responses measured the effectiveness of the game, preferred 

learning style and level of increased ethical awareness base. 

e The effectiveness of the game was determined by item numbers 2, 4, 6, 

9,10,14,17, and 20. Question 20 is the ‘Additional Comments’ section where 

the participants can provide additional comments or opinions that may not 

have been implied in the other questions. The other questions pertain to and 

rate the game’s contents, stimulus, and effectiveness. 

The participants’ preferred learning style was measured by item numbers 3, 8, 

12, and 13. These questions determined if the participants’ preferred learning 

style falls within the intrapersonal or interpersonal intelligence category and if 

the participant would prefer the game as an alternative learning tool. 

The participants’ awareness and ability in dealing with ethical issues 

pertaining to art therapy after participating in the study was measured by item 

numbers 1, 5,7,11,15,16,18, and19. Questions 18 and 19 were compared to 

question numbers 4 and 5 on the pre-evaluation form in order to establish if 

the participant believed that their awareness of ethical principles and had 

increased after the playing of the game. The remaining questions within this 

category pertained to and rated the game’s quality in teaching ethics codes, 

and working through the resolving of ethical issues. 

Three two-hour sessions were scheduled for a total of eight participants. The sessions 

were at least one day apart and at most six days apart. The pilot study was divided into seven 

parts within the two-hour time frame. 

Part One: Informed Consent - Prior to conducting the pilot study each participant was 

given two Informed Consent Forms (see Appendix B for Informed Consent Form) and a 
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black ink pen. The researcher read aloud the form and requested that each participant initial 

each section of the forms if it was understood. The researcher permitted any questions or 

clarifications from participants during that time. Upon the review of the Informed Consent 

Form each participant was requested to provide an overall signature and date at the end of the 

forms. They were given one of the completed forms for their records and the remaining 

forms were collected by the observer placed into an envelope titled Informed Consent Forms. 

There was approximately 10 minutes allotted to address this portion of the study. 

Part Two: Pre-evaluation - Following the completion of the Informed Consent Form 

procedure, the participants were provided a Pre-evaluation Form. Each participant was asked 

to complete the form to the best of their knowledge. The researcher permitted any questions 

or clarifications from participants during that time. Once the pre-evaluation forms had been 

completed the observer collected the forms and black ink pens. There was approximately five 

minutes allotted to address this portion of the study. Completed pre-evaluation forms were 

place in specified manila folder. 

Part Three: Observer Checklist - At this time the researcher provided the observer, an 

independent person not affiliated with the study in any way, with an Observer Checklist 

Form and a black ink pen to record observations occurring during the start of the pilot study. 

Part Four: Directions - The researcher read aloud the printed version of the DVD 

instructions. The researcher permitted any questions or clarifications from participants prior 

to playing the game. There was approximately 25 minutes allotted for the instructions. 

Part Five: Playing of the game - Because of the malfunctioning of the DVD player the 

assistance of the researcher was necessary for clarity of instructions during the playing of the 

game. No other assistance in answering game questions was offered. The game continued 

until its one hour limit expired. A timer was set and monitored by the observer. 
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Part Six: Post-evaluation - Following the completion of the game the researcher collected 

the Observer Checklist Forms and ink pen from the observer. The observer then distributed 

the post-evaluation forms and black ink pens to each participant and collected them when 

completed. The researcher permitted any questions or clarifications from participants during 

that time. There was approximately 10 minutes allotted to complete the post-evaluation. 

Part Seven: Debriefing - The researcher conducted a debriefing session upon the 

completion of the post-evaluation. The researcher addressed questions regarding the 

underlying purpose of the study and feedback on the game prototype. The participants were 

thanked for their full participation and dismissed from the study. There was approximately 10 

minutes allotted for questions and answers. 

Selection of the Sample 

The recruiting participants began upon the final approval of the Saint Mary-of-the- 

Woods College Human Subjects Protection Committee. They were recruited from the Saint 

Mary-of-the-Woods College Master’s of Art Therapy program, specifically those students 

who resided in Indiana; the Indiana Art Therapy Association, (INDIATA) a developing 

Affiliate Chapter of the American Art Therapy Association (AATA), and master’s level art 

therapy students and professionals who attended at the 37th Annual AATA Conference in 

New Orleans, Louisiana. The initial contact to potential participants, an introduction letter 

(see Appendix F for Introduction Letter), was sent out via email. The letter introduced the 

researcher, provided a brief description of the pilot study, its purpose, and a request for a 

telephone contact to schedule pilot study session. 

Data Collection 

During each pilot study session, the evaluation forms were distributed, collected and 

placed in specified manila folders by the observer. 
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Data Analysis 

The scorer, an independent person not affiliated with the study in any way, 

transferred the raw data into a Microsoft Excel document. The scored hard copies and CD- 

ROM were stored in a locked fireproof file box reserved at the researcher’s home. 

Upon completion of the pilot study, all collected and completed evaluation and 

observation forms were given to one scorer. The scorer was provided with the score sheet 

(see Appendix G for Score Sheet). The scorer analyzed the raw data taken from the Observer 

Checklist and Pre-and Post-Evaluation forms then inputted the self-report responses into their 

specified location on the score sheets. The responses of the effectiveness of the game, 

preferred learning style, and level of increased ethical awareness base were compared and 

analyzed for similarities and differences per participant, and then summarized for the overall 

results of the study. 

 



CHAPTER V 

RESULTS 

Raw Data 

The final recruitment of the sample took place over a three week period. There was a 

total of eight participants who completed the pilot study. Based upon the participants’ 

availability three sessions were formed. Data obtained from these sessions came from the 

completion of the Pre and Post-evaluation Forms and the Observer Checklist Forms (see 

Appendix H for Summary of Results). 

Pre-evaluation Raw Data 

The completed Pre-evaluation Form regarding questions 1 through 3 pertains to the 

participant’s education, professional experience, and American Art Therapy Association, Inc. 

status entails: 

6/8 Participants completed a Master’s level ethics course. 

4/8 Participants had three or more years of professional art therapy experience. 

3/8 Participants had at least one year of professional art therapy experience. 

1/8 Participant had no professional art therapy experience. 

8/8 Participants were current members of the American Art Therapy Association, 

Inc. 

The responses to question 4 pertaining to the participant’s opinion as to their 

awareness of ethical issues indicated that: 

2/8 had an ethical dilemma that they could not solve. 

The responses to question 5 pertaining to the participant’s ability in dealing with 

sensitive ethical issues pertaining to the art therapy profession on a scale of one to five with 1 

being the least prepared and 5 being most prepared illustrates that: 
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1/8 Participant rated themselves two on the scale. 

2/8 Participants rated themselves three on the scale. 

5/8 Participants rated themselves four on the scale. 

Post-evaluation Raw Data 

The completed Post-evaluation Forms measured the effectiveness of the game, 

preferred learning style and level of increased ethical awareness base. The responses of the 

effectiveness of the game pertaining to the game’s contents, stimulus, and effectiveness were 

determined on a Lykert Scale rating system of 1-4. 1= Strongly disagree, 2= Disagree, 

3= Agree, 4= Strongly agree: 

2/8 Participants disagreed with the effectiveness of the game. 

2/8 Participants agreed with the effectiveness of the game. 

4/8 Participants strongly agreed with the effectiveness of the game. 

The summary of additional comments pertaining to this category includes: 

Game was very well thought out. 

Simplify instructions. 

Clarity in game contents. 

Researcher remained neutral and helpful. 

The results of the post-evaluation pertaining to interpersonal and intrapersonal 

learning styles of the participants were determined on a Lykert Scale rating system of 1-4. 

1= Strongly disagree, 2= Disagree, 3= Agree, 4= Strongly agree indicates: 

4/8 Participants disagree that they learn well best alone. 

3/8 Participants agree that they learn best alone. 

1/8 Participant strongly Agree that he/she learn best alone.  



The participants’ awareness and ability in dealing with ethical issues pertaining to art 

therapy after participating in the study was measured by item numbers 18 and19. 

The responses to question 18 pertaining to the participant’s ability in dealing with 

sensitive ethical issues pertaining to the art therapy profession on a scale of one to five with 1 

being the least prepared and 5 being most prepared illustrates that: 

1/8 Participant rated themselves 3 on the scale. 

7/8 Participants rated themselves 4 on the scale. 

The responses to question 19 pertaining to the participant’s opinion as to their 

awareness of ethical issues indicated that: 

2/8 Participants had an ethical dilemma that they could not solve. 

Observation of Raw Data 

The summary of the observers’ observations of the overall dynamics of the 

three study sessions observed noted that: 

7/8 Participants who participated in the study were art therapy graduates. 

2/3 Sessions understood the game’s instructions. 

3/3 Sessions appeared to have participants who were engaged in the game. 

2/3 Sessions had participants who left and returned during the play of the game. 

3/3 Sessions game play lasted for an hour. 

The summary of additional comments by the observers pertaining to this category 

includes: 

» The overwhelming content of the instructions. 

» The interruption of a cell phone call and a child who had accompanied the participant. 

» Debates that took place during the play of the game.  



Analysis of the Data 
  

The pilot used a mixed mode of data analysis. It computed evaluations measures 

based on self-report responses questions and observation notes. Qualitatively, it analyzed the 

effectiveness of the game, the participants’ preferred learning style; and the participants’ 

enhanced ethical awareness. The raw data obtained from the post- test evaluating the 

effectiveness of the game (See Table 1 for Effectiveness of the Game Results) analyzed that 

of the eight participants: 

2/8 Participants disagreed with the effectiveness of the game. 

2/8 Participants agreed with the effectiveness of the game. 

4/8 Participants strongly agreed with the effectiveness of the game. 

In evaluating the participants’ preferred learning style (See Table 2 for Preferred 

Learning Style Results) the data indicates that: 

4/8 Participants disagree that they learn best alone. 

3/8 Participants agree that they learn best alone. 

1/8 Participant strongly agree that he/she learn best alone. 

The comparison of question 18 on the post-evaluation to question four on the pre- 

evaluation concerning ethical awareness(See Table 3 for Enhanced Ethical Awareness 

Results) indicates: 

1/8 Participants rated themselves 3 on the scale. 

7/8 Participants rated themselves 4 on the scale. 

Overall the participants’ ability in solving ethical dilemmas did not change. Yet, the 

comparison of question 19 on the post-evaluation to question 5 on the pre-evaluation 

indicates:  



3/8 Participants felt their ability to deal with sensitive ethical issues, pertaining to 

the art therapy profession. 

Overall the participants’ ability to deal with sensitive ethical issues had increased 

after playing the game ETHICS: The Art Therapy Game of Truths. 

Summary of Findings   

This paper reports on a pilot study of a learning tool entitled ETHICS: An Art 

Therapy Game of Truths and provided data on which to test its efficiency in teaching and 

applying ethical codes and issues. Although it is a small pilot study, the study is the first to 

assess this type of an innovative approach to learning ethics. The final results, based upon 

participates’ self-report, indicated a slight increase in its ability to enhance ethical 

knowledge. 

 



CHAPTER VI 

DISCUSSION, RECOMMENDATIONS, CONCLUSIONS 

Discussion 

The participants were encouraged to commit to the study through its duration, yet 

were allowed to withdraw at any time without ramifications. None of the participants 

withdrew during the sessions. There were several who canceled prior to the scheduled 

sessions. As a result, the number of participants playing the game together varied over the 

course of the study. The game was played with the average of two players per session. All of 

the participants’ responses were combined and analyzed for their similarities and differences. 

Because the scorer inputted the raw data randomly, the researcher was not able to determine 

each of the participants’ pre- and post- evaluations to analyze individual responses. 

Environmental conditions varied. They consisted of a classroom, hotel room, and 

café. Testing the game in various settings appeared to help establish its effectiveness as a 

learning tool outside of the traditional classroom setting. Within each of the settings 

participants encouraged and shared the learning experience among one another. During each 

session all of the participants were seated around a table large enough for all of them to play 

the game, and sufficient lighting was available for the participants to see the game materials. 

Seven of the eight participants indicated that the game could be beneficial to an ethics course 

within an educational setting. 

The participants were not able to complete the game within the one hour time limit 

allowed. Nevertheless, the debates and discussions of ethics code and ethical issues 

prolonged the experience. The researcher noted that the participants’ previous encounters 

with ethical issues affected the flow of the game. During all of the sessions there was at least 

one participant with enhanced knowledge. The researcher also noted that when a particular 
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ethical issue had repeated itself in two different sessions, the responses to that ethical issue 

varied significantly. This may indicate that depending on the dynamics of the group the game 

time may vary. The one hour time limit was only enforced for the purpose of the study game. 

The instructions states that the game can be played until the first player spells the word 

ethics. Only two of the eight participants stated that the time allotted to complete the game 

was not sufficient. 

The participants’ additional comments were helpful in analyzing results. The 

explanation of the instructions was the most overwhelming tasks of the study for the 

participants. Major points of the instructions were missed by participants and portions of the 

instructions were often repeated during the play of the game. Referring back to the 

instructions was noted as necessary, possibly due to the differences in learning styles. The 

observers noted that upon the completion of instructions the participants stated that they had 

no questions prior to playing the game. During one of the sessions the observer noted that the 

participants refused to read through the instructions completely and referred to them only 

when needed. This may have skewed some of the data referring to the efficiency of the game 

contents. 

Recommendations 

The game will need further research to validate its proven effectiveness. More studies 

with larger and controlled sample sizes that test participants’ knowledge of ethical principles, 

will further examine if there is support for the game’s effectiveness as a teaching tool. The 

instruments used in this study may need to be revised for clarity. And the contents of the 

game should be manufactured and/or converted into a computerized version. This would be 

beneficial so participants could engage in the study without the presence of the researcher.  



Conclusions 

Master’s level art therapy students and graduates who played ETHICS: An Art 

Therapy Game of Truths agreed that the game did assist in helping them work through 

sensitive ethical issues relevant to the art therapy profession as measured by pre- and post- 

self-report evaluations. 

The development and study of ETHICS: An Art Therapy Game of Truths introduces 

an innovative way of training art therapy ethical principles. Research has shown the 

importance of ethical training and innovative learning methods are needed to enhance 

knowledge and skills. Art therapy ethics training geared towards an individual’s preferred 

learning styles maximizes moral reasoning which may improve the quality of professional art 

therapy services among master’s level art therapy students and professionals. 

Ethics: An Art Therapy Game of Truths focuses on ethical issues. It provides art 

therapy students and professionals alike an interactive approach to learn and increase their 

ethical awareness in both formal and informal settings. With additional studies and larger 

samples, its inclusion as a learning tool into the art therapy profession may be significant. 

Parlett (1999) stated, “In the twentieth century proprietary games have come at least to equal 

if not to dominate the games market . . .” (p. 345). The introduction of this study provides 

support for the effectiveness of an educational game as a learning tool. It also introduces the 

support of non-traditional teaching methods in the field of art therapy education. 
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Appendix A 

GAME DESCRIPTION / INSTRUCTIONS 

ETHICS: The Art Therapy Game of Truths 

This educational, resourceful, and entertaining game will allow art therapy students as 

well as professionals interested in the art therapy field to learn, practice, and interpret the 

ethical principles which pertain to the field of art therapy. Players encounter a journey 

challenging their values and awareness of ethics. This game will be able to withstand time 

due to its flexibility to stay abreast with ethic principles and issues. 

Players will have to face various challenges in order to prove their competence while 

depending upon their peers in determining their fate. There will be art therapy vocabulary 

and scenarios incorporated into the game for players to increase their understanding of the 

practice of art therapy beyond the code of ethics. 

 



Appendix A 

Contents: 

Game Board 

The Two Minute Sand Timer 

6 Buildings 

1 Golden Bridge 

1 Die 

4 Clay Paintbrush Pawns 

4 Letter Boards 

1 Accountant’s Briefcase 

Stack of Play Money 

13 Population Cards 

Objective: 

Be the first player to spell E-T-H-I-C-S! 

Assembly: 

E 

8 Grant Cards 4 MAAT 

Degrees 4 ATR Certificates 

4 ATR-BC Certificates 

4 Private Practice Licenses 

4 Supervisor Cards 

4 Professional Liability Cards 

20 Lost Turn Chips 

1 Letter Bag with 52 Ethic Chips 

Ethic Codes Notebook 

Ethical Issues Notebook 

The six buildings within this game represent the various environments that an art 

therapist may work (Hospitals, Prisons, Downtown Studios, Schools, Community 

Centers, and Shelters). Place each building in their specified location on the game 

board. 

The Golden Bridge is to be positioned in the center of the game board and is 

considered a space. To position the bridge, place each of the tabs in the specified 

slots.  



Appendix A 

Before Play: 

1. Each player chooses a paintbrush pawn and an Ethics letter board to match their pawn 

of choice. 

The player who chooses the green paintbrush pawn will be the accountant. This 

player will be responsible for the accountants briefcase. The accountant is in charge 

of all money distribution from the bank and management of other players, which 

includes: Population cards, payments, Grant Cards, Certifications, Professional 

Liability Insurance Cards, and Lost Turn Chips. 

. The accountant will be paid $100.00 for MONEY transactions excluding grant 

rewards, made to and from the accountant. If no player holds the green paintbrush 

then the remaining players will have to roll die to decide who will be the accountant. 

Highest roll wins. 

4. The roller with the highest number will begin play. 

Play: 

On your first turn, you must decide whether you are going to continue your career as an: 

1) Art Therapist Graduate, MAAT 

2) Art Therapist Registered, ATR, or 

3) Art Therapist Registered/ Board Certified, ATR-BC. 

Throughout the game you will have the opportunity to obtain additional credentials from 

attending workshops or degree programs. 

Start MAAT Graduate: 

If you decide to begin as an MAAT Graduate you can place your pawn on either the ATR or 

ATR-BC starting place. MAAT Graduates will have to successfully pass one ethical issues. 
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challenge to begin the game. NOTE: If all players begin as an MAAT student then continue 

game clockwise from the highest roller. Depending on the number of correct responses, 

MAAT Graduate PAYDAYS will be based upon these salaries: 

Correct: $5,000 

Incorrect: No pay 

As an MAAT Graduate you have to pay your supervisor $100.00 each time you get paid. 

B® Night School: When you land on any of these six spaces you will either have to pay 

$20,000 or Win a scholarship to attend night school free. If you decide to attend night 

school, YOU MUST, take the ethic code challenge and ethical issues challenge. If 

you pass both you are able to go from MAAT Graduate to ATR or ATR to ATR-BC. 

If you fail, you must remain at your current status. Note: If you are already at the 

ATR-BC level, collect a grant card from the accountant and continue your turn. 

Start ATR: 

If you decide to begin as an ATR, place your paintbrush on the ATR start space. As an ATR 

you will have to successfully pass one ethical issue challenge and one ethic code challenge to 

begin the game. Depending on the number of correct responses, ATR’s PAYDAYS will be 

based upon these salaries: 

Two Correct: $30,000 

One Correct: $20,000 

Zero Correct: $5,000 

If you fail to pass both ethic challenges you will have to go to the BACK TO SCHOOL 

SPACE AND LOSE 2 TURNS (See Lost Turn Chips section). Note: If you have to go back 

to school you are now considered MAAT Graduate will receive salary of $5,000. You will 
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continue the game as an art therapist graduate and assign yourself a supervisor. Only 

player(s) who have their ATR or ATR-BC certifications can become a supervisor. You will 

have to pay your supervisor $100.00 each time you get paid. 

B® Determining Pay as ATR Upon passing your ethic challenge(s), the accountant will 

award you an ATR certification card and pay your starting salary only! Important: 

You will have to wait until you have chosen your population before you receive any 

PAYDAYS. At this time you will also be able to pull your ethic chip(s) from the 

Ethic's Letter Bag. You are now able to begin your ATR career, congratulations! 

Supervisor Status: As a registered ATR you will be allow to become an art therapy 

supervisor. If you choose to become a supervisor you will receive one supervisor card 

from the accountant. You are the only one who can assist MAAT Graduates when 

called to the ethic’s hearings. If you win the case both you and your intern can receive 

an Ethic Chip from the Ethics Letter Bag, if you lose you will have to have the same 

consequence as your intern. You will remain a supervisor until the MAAT Graduate’s 

credentials changes to an ATR status. Once the establishment in credentials is 

completed, the supervisor will return their supervisor card to the accountant and will 

no longer receive money. 

Start ATR-BC: 

If you decide to become an ATR-BC place your paintbrush on the ATR-BC start space. As 

an ATR-BC you will have to successfully pass two ethic code challenges and one ethical 

issue challenges to begin the game. Depending on the number of correct responses, ATR- 

BC’s PAYDAYS will be based upon these salaries:  
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Three Correct: $60,000 

Two Correct: $50,000 

One Correct: $40,000 

Zero Correct: $30,000 

If you fail to pass three of the required three ethic challenges, return any previously won 

Ethic Chip. You will now have the credentials of an ATR and LOSE 3 TURNS (See Lost 

Turn Chips section). 

B® Determining Pay as ATR-BC Upon passing your ethic challenge(s), the accountant 

will award you your ATR-BC certification card and pay you your starting salary 

only! Important: You will have to wait until you have chosen your population before 

you receive any PAYDAY. At this time you will also be able to pull your ethic 

chip(s) from the Ethic's Letter Bag. You are now able to begin your ATR-BC career 

on you next turn, congratulations! 

Private Practice License: The only way that you can go into private practice as an art 

therapist is if you hold an ATR-BC certification and have Professional Liability 

Insurance! 

Taxes Due Spaces: These spaces are intended for those who are in private practice. If 

you land on a Taxes Due Space, pay the accountant the amount on your Private 

Practice Certification. If you’re not in private practice pay nothing. 

LOST TURN CHIPS: 

You are to receive a Lost Turn Chip for every turn that you are appointed to miss during the 

game. There may be opportunities that you may get to return lost turn chip(s) to the 

accountant or exchange with other players. The Lost Turn Chips are randomly distributed 
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and collected by the accountant. The accountant is to distribute the number of chips, face 

down, which represents the number of turns to be lost. On your next play, turn in one chip at 

that time and subsequent turns until all Lost Turn Chip(s) are out of your possession. Once 

all Lost Turn Chip(s) are out of your possession, you will be able to return to the game. 

Exceptions for lost turns: 

B If the accountant is out of Lost Turn Chips at the moment you are to lose a turn, your 

penalty will be voided. OR 

B If you receive a Lost Turn Chip with a HAPPY FACE automatically return that chip 

to the accountant. 

SPACES/ SPILLS: 

As you move your paintbrush, notice the paint spilled colors they are important. Here’s what 

the colors mean: 

B® Orange Spaces Most spaces are orange. Whenever you land on an orange space you 

must follow the directions. Most orange spaces consist of an ethic code challenge. 

These spaces show pictures of the ethic tiles. Whenever you land on a [557 FSS 

space, you are to take the Ethic Code Challenge. 

BM Red Spills There is three red spills, Ethical Issues Hearings, Population Choice 

Exchange, and Grant Rewards. Whenever you reach a red spill, STOP even if you 

have moves left. Red spills have special directions, which are explained separately. 

B® Blue Spills Blue spills are optional. Whenever you land on a blue spill you have the 

decision to follow the task or not. 

B Green Spills Green spills are PAYDAY spaces. Whenever you land on or pass a 

PAYDAY spill, collect your salary, as specified on your Population Card, from the 
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accountant. PAYDAY: You are only to collect PAYDAYS and referral money if you 

have a Population Card in your possession. Whenever you land on or pass PAYDAY, 

collect your salary from the accountant before following any other space's direction. 

Note: On some turns, you may be able to collect 2 or more PAYDAYS. 

POPULATION CARDS: Once you reach the Population Choice space the accountant will 

fan out the population cards face down. You will then have to draw three cards at random. 

Look at the cards; choose any one card then return the other two cards to the accountant. 

Note: If you already have a Population Card in your possession, your turn ends. 

Population Spills: You are only to collect PAYDAY and referral money it you have a 

Population Card in your possession. The symbols on these spaces match those on the five 

Population Cards. Players earn additional money if opponents land on their population space. 

When you land on a population space do the following: 

v' If an opponent owns the matching Population Card, pay that player their PAYDAY 

amount as indicated on their Population Card. For example, if your population is that 

of adults and you land on a child’s population space, pay the opponent's) who have 

the adult population the specified amount and your turn ends. 

If you own the matching Population Card, pay nothing and take the ethical issues 

challenge. If you pass the challenge pull an ethic chip or collect another population 

card. If you fail the challenge your turn ends. 

v' If no player owns the matching population card your turn ends. 

Changing Populations: When you land on either “Lose your job” or “Burnout” you MUST 

return your Population Card(s) with the accountant and take an instant ethic code challenge.  
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If you fail the challenge your turn ends and you lose your next turn. If you pass the challenge 

you can: 

1) Pull a letter from the ethic letter bag 

2) Pull another Population Card or 

3) Exchange with another player who has an ethic chip 

BM Special Geriatric Rule: Notice that there’s only one population space for the Geriatric 

population. If any opponent is caught violating ethic codes, by rolling a six, he/she 

must pay the player with this population $100.00. 

GRANT CARDS: 

When you reach this space STOP. Select the grant of your choice and resume your turn. If 

YOU ROLL the number that is indicated on your Grant Card you will receive that number 

X$100, excluding accountant fee, throughout the remainder of the game, stay focused! If you 

reach this space and already have a Grant Card in your possession, roll the dice again and 

receive payment. 

UPGRADE CREDENTIALS: 

When you reach the STOP space, stop, even if you have moves left, and take the ethic code 

challenge and ethical issues challenge (See Ethic Code Notebook and Ethical Issues 

Hearings/Notebook sections). 

If you pass both, you are able to go from MAAT graduate to ATR or ATR to ATR-BC. 

If you fail, you remain at your current status. Note: If you are currently at the ATR-BC level, 

collect a grant card from the accountant and continue your turn. 

Sent Mary-ehhe- Woods 
Coltege Library  
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PROFESSIONAL LIABILITY INSURANCE CARDS: 

You may buy malpractice insurance any time during the game at the beginning of your turn 

only. Pay the accountant $10,000 and receive one Professional Liability Insurance card. 

You are now protected in case of accidents, damages, thefts, or any claims made against you 

and/or your practice if you were to land on those particular spaces. 

If an opponent rolls the number indicated on your Professional Liability Insurance Card, any 

time during the game, collect that number X 100 from that opponent. You are only allowed 

to have 1 Professional Liability Insurance Card at a time. EXCEPTION: 

"= Ifyou land on the Insurance Zoom space take 1 Professional Liability Insurance Card 

(at no cost) from the accountant even if you already have one! 

= Ifyou land on Insurance Slumps space turn in all Professional Liability Insurance 

Card(s) in your possession to the accountant. 

You can repurchase another Professional Liability Insurance Card at the beginning of any 

one of your later turns. 

ETHIC CHIPS AND LETTER BOARDS: 

Each Ethic Chip carries a letter from the word “ETHICS”. Place all chips into the Ethic's 

Letter Bag. A chip will be either pulled or returned from Ethic's Letter Bag pending the 

results of your Ethic Code Challenge(s), Ethical Issues hearing(s), and /or landing on special 

spaces. Players will be able to randomly draw an Ethic Chip from the Ethic’s Letter Bag and 

place that particular ethic chip on the letter space specified on your letter board. 

There is one blank Ethic Chip of each color. This Ethic Chip can take the place of any 

needed letter only if it matches your letter board. If you pull a letter Ethic chip that is already 

in your possession you must either:  
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1) Wait until your next ethic challenge to return letter to letter bag and pull a new 

letter (pending you pass your new challenge). 

2) Exchange your letter with an opponent who may hold the letter you are in 

need of (See Exchanging Ethic Chips). 

EXCHANGING ETHIC CHIPS: 
  

Ethic chip(s) may only be exchanged with other players IF 

1) that player, who holds your letter, lands on a challenge and successfully wins the ethic 

challenge and is willing to exchange. OR 

2) If you have been appointed as the supervisor and your intern has passed a challenge and 

you are in need of returning a letter, you can exchange with the letters within the Ethic Letter 

Bag at that time only. 

If you lose a challenge or land on special spaces: You will not be able to draw from the letter 

bag or exchange with other players if you answer the ethic challenge incorrectly. 

ETHIC CODE NOTEBOOK: 

If you land on the [7 JPY spaces you MUST take the Ethic’s Codes Challenge. 

You have the option to have read to you the ethic code category or ethic principle. The player 

to your right is to choose an ethic code or principle, pending your decision, from the Ethic 

Code Cards notebook. If you have the ethic code number read to you, you will have to recite 

the ethic principle and visa-versa. For example: ethic code “1.0 RESPONSIBILITY TO 

CLIENTS indicate Art therapists endeavor to advance the welfare of clients, respect the 

rights of those persons seeking their assistance, and make reasonable efforts to ensure that 

their services are used properly” (AATA, 2003, p 2). If you want the ethic code number cited  
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(1.0) then you may recite portions or the whole principle of that particular code. If there is a 

debate as to whether you recited accurately it is up to your peers (the remaining players 

including the card holder, to determine your fate). After the results of ethic’s code challenge 

have been determined, the Ethic Code Cards Notebook is returned to the accountant. Hint: 

Use missed ethic code challenges to your advantage, as they may be re-read at any time 

during the remainder of the game. 

ETHICAL ISSUES HEARINS/NOTEBOOK: 
  

When you reach STOP space, stop, even if you have moves left. The person to your right is 

to read you an ethical issue from the Ethical Issues Card Notebook. Explain if any ethic 

codes were violated and why. At this time you will be able to use the Ethic Code Notebook. 

It is the decision of ‘ethic board committee’, the remaining players excluding your 

‘supervisor’, to judge the accuracy of your response. Note: If ALL the committee members 

did not rule in your favor, you will have to either: 

1) Lose one turn or 

2) Return one ethic chip previously won. 

The final decision is made by the committee. If no agreement is made, no actions are taken 

and your turn ends. If you identify the correct ethic code will be able to: 

1) Pull an ethic chip; 

2) Exchange an ethic chip or 

3) Give your lost turn chip to another player. 

Note: For future fun, add your own ethical issues to the backside of the Ethical Issues Cards 

and see how your peers will be able to solve that issue.  
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THE TWO MINUTE SAND TIMER: 

While ethic challenges and ethical issues hearings can result in intriguing conversations and 

debates. Begin the timer once the ethic challenges card(s) has been read aloud to the other 

player. If time is not an essence, enjoy the game without the use of the timer! 
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INFORMED CONSENT FORM 

Researcher: Tami Harris-Thompson College Supervisor: Director of Graduate Chair of Internal Review Board: 

Art Therapy Kathy Gotshall, ATR-BC, histi ah 
12135 Brushfield Lane LCSW Dr. Chistine Bahr 

i #219 Guerin Hall Saint Mary-of-the-Woods, IN 47876 
Fidos Ison Saint Mary-of-the- Woods College 
(317)578-0721 Saint Mary-of-the-Woods, IN. 47876 Saint Mary-of-the- Woods College 
Eilts 812/535-5162 (812)535-5182 

yntS@aol. 

era KGOTSHALL@smwe.cdu cbahr@smwc.edu   

I acknowledge that on I have been informed of 

the following: 

The purpose of the pilot study: I understand that the purpose of this pilot study is to test the 
efficiency of ETHICS: An Art Therapy Game of Truths. The game was designed to provide a learning 
tool for art therapists that will enhance their ethical knowledge base of the American Art Therapy 
Association’s Ethical Principles for Art Therapists. 

The researcher’s expectations of the participants: I understand that this pilot study will 
require a maximum of two hours of my time. The study will entail the playing of a board game with 
fellow master’s level art therapy students and/or graduates, and the administration of a pre- and post- 
evaluations. My completion of the required research session and pre- and post-evaluations will be 
greatly appreciated. 

Risks that may be associated with the research: I understand that the content of the game 
may be anxiety provoking. The researcher will conduct a debriefing upon the completion of the game. 
I will be advised to talk with a professional art therapist, journal, or create artwork about any 
lingering anxieties or uncomfortable feelings brought up by my participation in the study. 

Confidentiality and the release of information: I understand that my personal information 
will not be included when reporting the results of this study, although narrative answers may be 
anonymously incorporated into the final report. My name will not appear on the completed pre- and 
post-evaluation and individual responses will be kept confidential. My signature on this document 
conveys my informed consent and gives the researcher permission to use data from my pre and post- 
evaluations in educational and publication purposes for a period of five years. 

Right to withdraw from the study: I have the right to withdraw from the study at any given 
time without negative consequences. 

I have received a signed copy of this informed consent form. 

I agree to participate in the pilot study and acknowledge that I have been informed regarding my 
rights in relation to the areas noted above. I grant permission for the release of my data information 
relating to this pilot study, for the duration of five years, to Tami Harris-Thompson from the Graduate 
Art Therapy Department of Saint Mary of-the-Woods College. I have been assured that strict 
adherence to professionalism and confidentiality will be observed. (Summary of results 
i.“ Yes No), 

Participant’s Signature of Consent Date 
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PRE-EVALUATION FORM 

. Have you completed a Master’s level art therapy ethics course? Yes or No 

. How many years of professional art therapy experience do you have? 

Are you a current member of the American Art Therapy Association, Inc? Yes or No 

. Have you ever had an ethical dilemma that you could not solve? Yes or No 

On a scale of 1 to 5, 1 being the least prepared and 5 being most prepared, how would 

your rate your current ability in dealing with sensitive ethical issues pertaining to the 

art therapy profession? 

Designed by the researcher, Tami Harris-Thompson. Reliability and validity have not yet been measured.  
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OBSERVER CHECKLIST FORM 

Please indicate when the session took place  /  / 

How many participants were in attendance? Students Graduates 

Were the instructions clearly understood by the participants? Yes or No 

Did all of the participants appear to be engaged in game? Yes or No 

Did any of the participants leave the game during its play? Yes or No 

What time did the game begin and end? until 

Note any unusual occurrences: 

  

  

  

  

  

Initial and date   

Designed by the researcher, Tami Harris-Thompson. Reliability and validity have not yet been measured. 
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POST-EVALUATION FORM 

Instructions: Read each statement below. Indicate your level of agreement or disagreement with each statement 
by circling the number corresponding to the scale below: 

Scale 1-4: 1= Strongly disagree, 2= Disagree, 3= Agree, 4= Strongly agree 

The game improved my knowledge of AATA ethics codes. 

The game instructions were clear. 

The interaction with other players contributed to the learning process. 

The time allotted to complete the game was efficient. 

The game assisted in my understanding of ethical conflict. 

The game was relevant to my current and potential ethical concern(s). 

The game stimulated my interest in ethical dilemmas. 

I believe that this game will enhance an ethics course. RL
. 
.M
N 
N
W
R
 

W
N
 

The game motivated me to learn about ethics. 
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10. I was satisfied with the effectiveness of the game. 

11. The game better prepared me to deal with sensitive 

ethical issues pertaining to the art therapy profession. 

12. I'learn well by trying to do things myself. 

13. I'learn best in an informal setting. 

14. I will be willing to play the game in the future. 

15. 1 feel this game will enhance my ability to deliver quality care. 

16. I will be more willing to consult with other professionals concerning 

ethical issues. 

17.1 believe this game can be beneficial to other helping professions. 

18. On a scale of 1 to 5, 1 being the least prepared and 5 being most prepared, how would you rate your current 

ability in dealing with sensitive ethical issues pertaining to the art therapy profession? ; 

19. Have you ever had an ethical dilemma that you could not solve? Yes or No 

20. Additional Comments: 

Designed by the researcher, Tami Harris-Thompson. Reliability and validity have not yet been measured. 
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INTRODUCTION LETTER 

October 10, 2006 

Dear Master’s Level Art Therapy Students and Graduates: 

Are you entering the art therapy profession with confidence and a clear understanding of the 
American Art Therapy Association Ethical Principles for Art Therapists in order to provide 
quality care to your clients? Do you find yourself facing ethical issues that you do not know 
how to solve? Who do you turn to when facing ethical dilemmas? Can you honestly say that 
you have an effective knowledge base of art therapists’ ethical issues? 

My name is Tami Harris-Thompson, and I am writing to request your participation in my 
evaluation thesis research project for Saint Mary-of-the-Woods College. This research 
project is entitled: Evaluating an Interactive Approach to Learning and Applying Art Therapy 
Ethical Principles. I am attempting to answer the question: Will a game based on art therapy 
ethical principles be effective in teaching principles and applications as measured by pre- and 
post-evaluations. Participation in this study will require about two hours of your time. The 
study will entail the playing of a board game with fellow master’s level art therapy students 
and/or graduates and the administration of pre- and post-evaluations. 

The purpose of this study is to test the efficiency of ETHICS: An Art Therapy Game of 
Truths as a learning tool for art therapists that may potentially enhance their ethical 
knowledge base of the American Art Therapy Association Ethical Principles for Art 
Therapists. It is anticipated that the game may meet the needs of various learning styles, that 
it may increase ethical problem solving skills that may be confusing, cause anxiety, difficulty 
or produce feelings of isolation while practicing art therapy. 

Please reply to this introduction letter email or via telephone within one (1) week to make 
arrangements to begin the pilot study. For any additional questions or comments, please 
contact me at 317-578-0721, or through email at kelvynt5@aol.com. 

  

Sincerely, 

Tami Harris-Thompson, MFA  
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SCORE SHEET 

Pre-evaluation Forms 

Compile the raw data. Enter each item total score where indicated on this score sheet. 

Background Information 

Number of participants who have completed a Master’s level ethics course. 

Number of participants who have not completed a Master’s level ethics course. 

Number of participants with three or less years of professional art therapy experience. 

Number of participants with three or more years of professional art therapy experience. 

Number of participants who are a current member of the 

American Art Therapy Association, Inc. 

Number of participants who are not a current member of the 
American Art Therapy Association, Inc. 

Number of participants who had an ethical dilemma that they could not solve. 

Number of participants who have not had an ethical dilemma that they could not solve. 

The participants’ current ability in dealing with ethical issues. 

Post-evaluation Forms 

Add up the item scores under each category and divide by the number of participants 
to get an average rating per category. 

Effectiveness of the game Item Numbers 2,4,6,9,10,14,17,20 Total Score 

Participants’ preferred learning style Item Numbers 3,8,12,13 Total Score 

Enhanced ethical awareness Item Numbers 1,5,7,11,15,16,18,19 Total Score 

Designed by the researcher, Tami Harris-Thompson. Reliability and validity have not yet been measured. 
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SUMMARY OF RESULTS 

Pre-evaluation Forms 

Compile the raw data. Enter each item total score where indicated on this score sheet. 

Background Information 

Number of participants who have completed a Master’s level ethics course. 

Number of participants who have not completed a Masters level ethics course. 

Number of participants with three or less years of professional art therapy experience. 

Number of participants with three or more years of professional art therapy experience. 

Number of participants who are a current member of the 

American Art Therapy Association, Inc. 

Number of participants who are not a current member of the 

American Art Therapy Association, Inc. 

Number of participants who had an ethical dilemma that they could not solve. 

Number of participants who have not had an ethical dilemma that they could not solve. 

Post-evaluation Forms 

Add up the item scores under each category and divide by the number of participants 
to get an average rating per category. 

Scale 1-4: 1= Strongly disagree, 2= Disagree, 3= Agree, 4= Strongly agree 

Effectiveness of the game 

2/8 Participants disagreed with the effectiveness of the game. 

2/8 Participants agreed with the effectiveness of the game. 

4/8 Participants strongly agreed with the effectiveness of the game. 

Overall comments for question number 20: 

> (Game was very well thought out. 

» Simplify instructions. 

Designed by the researcher, Tami Harris-Thompson. Reliability and validity have not yet been measured. 
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SUMMARY OF RESULTS 

» Clarity in game contents. 

> Researcher remained neutral and helpful. 

Participants’ preferred learning style 

4/8 Participants disagree that they learn well best alone. 

3/8 Participants agree that they learn best alone. 

1/8 Participant strongly Agree that he/she learn best alone. 

Enhanced ethical awareness 

Question number 18: 2/8 Participants had an ethical dilemma that they could not solve. 

Question number 19: 1/8 Participant rated themselves number 3 on the scale. 

7/8 Participants rated themselves number 4 on the scale. 

Designed by the researcher, Tami Harris-Thompson. Reliability and validity have not yet been measured. 
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Table 1 

Effectiveness of the Game Results 

Effectiveness of the game Item Numbers 2, 4, 6, 9, 10, 14, 17 and 20 

Scale 1-4: 1= Strongly disagree, 2= Disagree, 3= Agree, 4= Strongly agree 

Q2 Q4 Q6 Q9 Q10 Q14 Q17 
The game The time The game was The I was I will I believe this 
instruction allotted to relevant to my game satisfie be game can be 
Ss were complete current and motivat d with willing beneficial to 
clear. the game potential ethical ed me the to play other 

was concern(s). to learn effectiv the helping 
efficient. about eness of game professions. 

ethics. the in the 

game. future. 

Participant 3 4 4 
One 

Participant 4 
Two 

Participant 
Three 

Participant 
Four 

Participant 
Five 

Participant 
Six 

Participant 
Seven 

Participant 

Eight 

Question 20 Overall comments: 

>» Game was very well thought out. 

» Simplify instructions. 

» Clarity in game contents. 

>» Researcher remained neutral and helpful.  



Table 2 

Preferred Learning Style Results 

Participants’ Preferred Learning Style Item Numbers 3, 8, 12, and 13 

Scale 1-4: 1= Strongly disagree, 2= Disagree, 3= Agree, 4= Strongly agree 

Participant 
One 

Participant 
Two 

Participant 
Three 

Participant 
Four 

Participant 
Five 

Participant 
Six 

Participant 

Seven 

Participant 

Eight 

Q3 
The interaction 

with other 

players 

contributed to 

the learning 

process. 

4 

4 

Q8 Q12 
I believe that I learn well by 

this game will trying to do 

enhance an things myself. 

ethics course. 

Q13 

I learn best in 

an informal 

setting. 

 



Table 3 

Enhanced Ethical Awareness Results 

Enhanced ethical awareness Item Numbers 1, 5,7, 11, 15, 16, 18, and 20 

Scale 1-4: 1= Strongly disagree, 2= Disagree, 3= Agree, 4= Strongly agree 

Ql Q5 Q7 Q11 Q15 Q16 
The The game assisted The game The game I feel I will be 

game in my stimulated betier this more willing 

improv understanding of my interest in game to consult 

edmy ethical conflict. ethical prepared me Will with other 
knowle dilemmas. : enhance professionals 

to deal with m : 
dge of y. concerning 

AATA sensitive ability ethical issues. 
to ethics ethical issues 

codes. deliver 

pertaining to quality 
care. 

the art 

therapy 

profession. 

Participant 

One 

Participant 

Two 

Participant 
Three 

Participant 

Four 

Participant 

Five 

Participant 
Six 

Participant 

Seven 

Participant 
Eight 

Question number 18: 2/8 Participants had an ethical dilemma that they could not solve. 

Question number 19: 1/8 Participant rated themselves number 3 on the scale. 

7/8 Participants rated themselves number 4 on the scale. 
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