For the following study, your task is to write a Results section and draw two conclusions (what you would include in a Discussion)

Cognitive dissonance is a well-known phenomena proposed by Festinger (1957). According to Festinger, cognitive dissonance occurs when related cognitions are inconsistent (i.e., contradictory). Such a situation is perceived as aversive and individuals will change one of their cognitions (or behaviour in some cases) to remove this inconsistency (and thus also the aversive feelings associated with dissonance). A classic study (Festinger &Carlsmith, 1959) on cognitive dissonance involved students attending an experimental session for course credit. They undertook a series of extremely dull and monotonous tasks. They were then told that the experimenter had to leave for a short while but would be back soon and asked if the student would wait for the next student who was to participate in the task. They were asked to lie to this student and to tell him/her that the tasks were incredibly interesting and fun to do. They were told they would get a small monetary reward for this. The next “student” was actually an accomplice of the researcher. When the researcher returned, they rewarded the student with either $1 or $20 (randomly assigned). Results showed that those students in the $1 condition (the high cognitive dissonance condition) rated the original tasks as more interesting after lying (i.e., they showed greater attitude change). Hence, their attitude about the task (“the task was boring”) was inconsistent with their behaviour (“told others that the task was interesting”). According to Cognitive Dissonance Theory, this inconsistency will generate an aversive feeling. The theory predicts that participants will change either attitude or behaviour to remove this aversive experience. Since, they have already engaged in the behaviour, it is impossible to change so they will most likely change their attitude. Although we might expect this to occur in both the $1 and the $20 conditions, it is argued that the $20 condition does not produce an aversive reaction because those participants can justify their behaviour because they were amply rewarded for doing so. Those in the $1 condition could not and so experienced discomfort. Thus greater attitude change occurred in the $1 condition.

To extend this research, others have considered the possible effects of incidental mood. They have suggested that if one changes the mood of participants when dissonance occurs (and an aversive feeling state is experienced), then the attitude change that arises from cognitive dissonance may vary. One proposal is that inducing a positive mood among those who are experiencing cognitive dissonance may remove the aversive feelings generated by inconsistency. On the other hand, inducing a negative mood among those who are experiencing cognitive dissonance may enhance the aversive feelings. Thus, the researcher wanted to test whether the cognitive dissonance effect (i.e., a change in attitude) would vary depending on mood.
METHOD

Participants

Participants were volunteer first year psychology students. 
Design

A true experimental design was used with one between-subjects factor (mood: happy, neutral, sad). 
Procedures and materials
Only the high cognitive dissonance ($1) condition from the Festinger and Carlsmith (1959) experiment was used. 
When each participant arrived for the study, they first completed a series of dull tasks. They then filled out an initial attitude scale about how interesting they found the task to be; this simply used a 7-point scale ranging from 1 (extremely boring) to 7 (extremely interesting). 
To generate cognitive dissonance, the experimenter then told the participant that they realised the tasks were very dull but that it might help to motivate the coming students and help them do the tasks if he or she could tell the next participant that the tasks were “incredibly interesting and fun to do” and that if they did this they would reward them later with a small monetary reward. This included a cover story that the researcher was under pressure from their boss because many participants had failed to complete the study because the tasks were too boring and that they would be helping the researcher out by lying. All participants agreed to do this for the research. 
They were then told to wait in a waiting room and asked to lie to the next participant just after they arrived. The next “participant” was actually a confederate of the experimenter.  After the confederate was led to another room, ostensibly to undertake the dull tasks, each participant was given $1 for their help (i.e., lying to the next “participant” and then told that the last part of the study involved a further task. 
In this further “task”, mood was manipulated to create three (true) experimental conditions; namely, happy, neutral, and sad. Subjects were assigned to only one condition. 
After “lying to the confederate” and the mood manipulation, participants were again asked for their attitude about the original tasks (i.e., the dull, monotonous ones). A measure of attitude change was calculated by subtracting attitude before the mood manipulation from attitude after the mood manipulation. This served as the first dependent variable. After measure attitude a second time, participants completed the PANAS. The PANAS measures positive and negative affect; the total PANAS score (called PANAStot in the SPSS data set) can range from 0 to 20 with low scores indicating negative affect (e.g., sadness) and high scores indicating positive affect (e.g., happiness).

Output generated by the researcher

      The following modified SPSS output was generated by the researcher. [Note some tables have not been included and some columns of statistics you don’t need have been deleted to make the tables easier to read and less condensed. Nothing important has been removed.].

Oneway (1)
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PANAS total scors (higher is more positive affect)

W Wiean | 51 Deviation | 51 Error
appy condition 30 | 1440 3379 617
neutral condition 0 980 4895 894
sad condition 0 6.07 4616 843
Total 90 | 1008 5497 579
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ANOVA

Sumof
Squares df | Mean Square F sig

Between Groups, 1045.422 2 522711 | 27664 000

Within Groups 1643.867 a7 18.895

Total 2689.289 89





[image: image4.png]Muttiple Comparisons

DependentVariabls: PANAS total score (higher is mors positive affsct)

Wean
Difference (-
() experimental condition _(J) experimental condition 9 Std. Error Sig.
Tukey HSD appy condition neuiral condition 4500 1122 000
sad condition 8337 1122 000
neutral condition happy condition 4800 1122 000
sad condition 3737 1122 004
sad condition happy condition 8337 1122 000
neutral condition 2737 1122 004
Games-Howell _happy condiion neuiral condition 4500 1.086 000
sad condition 8337 1.044 000
neutral condition happy condition 4800 1.086 000
sad condition 3737 1.221 010
sad condition happy condition 8337 1044 000
neutral condition 2737 1.221 010

* The mean diffsrencs is significant atthe 0.05 level





Oneway (2)
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attitude change (positive = more interssting)

T Wiean | 51, Deviation | St Errar
iappy condition 30| 3800 73554 | 11630
neutral condition 40 | 20 93336 | 14758
sad condition 40 | 7800 123817 | 19530
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attitude change (positive = more interesting)

Sumof
Squares df | Mean Square F sig

Between Groups, 5217 2 2608 | 2664 o74

Within Groups 114578 "7 979

Total 119.792 119
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Dependent Variable: _atitude changs (positiv

more interesting)

Tiean
Difference (-

() experimental condition () experimental condition 9 Std Error | Sig

Tukey HSD happy condition neutral condition -47500 22128 085
sad condition -40000 22128 172

neutral condition happy condition 47500 22128 085

sad condition 07500 22128 939

sad condition happy condition 40000 22128 172

neutral condition -07500 22128 939

Games-Howell _happy condition neutral condition 47500 18789 036
sad condition -40000 22730 191

neutral condition happy condition 47500 18789 036

sad condition 07500 24479 950

sad condition happy condition 40000 22730 101

neutral condition -07500 24479 950

* The mean diffsrencs is significant atthe 0.05 level





Answer to Section 2

Write a Results section for this study. In addition write a short conclusion (below the Results) about each ANOVA result. I don’t care about italics and I do not expect you to include Cohen’s d. Just use the statistics that you have been given.
RESULTS (18 marks)
A two-way ANOVA was conducted that examined the effect of the mood manipulation and measure of attitude change on the total PANAS score. There was not statistically significant interaction between the effects of the mood manipulation and measure of attitude change on the total PANAS score, F= 2.664, p = .074.
Note: 7 marks is allocated in total to the Conclusions (NOT 7 per conclusion; both are considered together as a whole)
Conclusion (about first one-way ANOVA)– You should need no more than 40 words 
A one-way ANOVA was conducted that examined there is difference in mean on the total PANAS score. There was a statistically significant evidence of difference in mean on the total PANAS score F= 27.664, p = .000 < 0.05.
Conclusion (about second one-way ANOVA)– You should need no more than 40 words 
A two-way ANOVA was conducted that examined the effect mood and attitude change on the total PANAS score. There was not statistically significant interaction between the effects of the mood and attitude change on the total PANAS score, F= 2.664, p = .074.
