CARS Method - A Heuristic for Research

The C.A.R.S. Method is a heuristic (mental shortcut or thinking machine)
created by John Swales (1990) for writing research. C.A.R.S. stands for
“creating a research space” and helps writers think about what moves ﬁ

should be made in an academic research introduction. This handout
explains the C.A.R.S. Method and gives an example of its usage.

Why is This Method Useful?
Creating
Research

o The C.A.R.S. Method is useful because it
shows readers how to begin the
academic research process.

o The method shows writers how the
introduction lays the groundwork for the
rest of the paper.

« Writers can determine how their |/
research is universally important.
Space ~

C.AR.S. Moves

The C.A.R.S. Method involves a series of “moves,” or writerly choices, that create an
organizational flow in their introduction.

Move One: Establish a Research Territory
1.Claim the importance or relevance of their topic
2.Describe the current state of research (What has
happened before the research your paper
discusses? What has been said and by whom?)
. Move Two: Establish a Niche (Position)
ESTABLISH A NICHE 1.Specify the research gap (what has previous
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research missed). Or provide a question, counter-
claim, or continue current research.
Move Three: Occupy the Niche
1.Explain your research
2.0utline purpose
3.Provide a sentence about structure (Ex: I will

Actapted from Jotn M. Swales 5o Chrintine B Feak (2012). Academic Wiriting for
Baber: )

argue x through y).



CARS Method - A Heuristic for Research (continued)

Example

Motivational engagement and video gaming: A mixed

methods study (Hoffman & Nadelson, 2010)

Video game players typically exemplify behavior that is intense, purposive, and goal-
directed. Gamers exhibil adaptive motivation towards the gaming tasks in which they
engage (Jones 1998, 1999; Klein and Freitag 1991; Malone 1981; O’Neil et al. 2005) and
ardent gamers have been described as intrinsically motivated (Malone 1981; Wang et al.
2008; Warren et al. 2008), engaged (Garris et al. 2003), focused, and even pauhologncal
(Chou and Ting 2003). Thc deeply intrinsic nature of the gaming experience was inves-
tigated by Jones (1999) who claimed, “For better or worse, digitally rendered environ-
ments can be as, at times more, engaging than reality” (p. 327).

Several studies have established relationships between gaming and learning (Barab
et al. 2007, Hopelab 2006; Tto et al. 2008; Schr&der and M-::Craery 2007, Sqmre et al 2{]03
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game play However empmca] stud:es mvcsugatmg video gaming and matwa‘uon are less
frequent (Ryan et al. 2006; Owston 2009; Schrader and McCreery 2007). In addition,
research investigating variables related to engagement are typically reserved for academic
settings. We believe the nature of video gaming represents an ideal context to investigate

molivational engagement due to the focused attention and intrinsic motivation exhibited by
game players (Wang et al. 2008).

The current study had two main methods and objectives. We interviewed 25 young
adults and completed a content analysis of the interview transcripts to uncover what factors
influenced their decision Lo play, the nature of their play, and their persistence in playing
video games. Concurrently, we collected self-report data from a larger sample (which
included our interview subjects) to assess goal orientations, the affective factors associated
with gaming experiences, need for cognition, and perceptions of engagement and flow to

determine the relationship with video game play.
FH‘SL we alscuss reﬂearcll on motvation an?:[ \-'IaEJO Eaming. NE‘-K[. We use a soma[-

cognitive framework to explore the myriad of factors associated with motivation,
engagement, and flow. We describe our research methodology, substantiate our analytical
approach, and report results. We conclude with a discussion of how our findings might
relate to transfer of engagement from gaming to the classroom, and provide suggestions for
future research.

Claim
importance or
relevance of
topic

Review
previous
research

Specify
research
gap

Qutline the
purpose for
research
methods

Provide
structure

MOVE 1:
= ESTABLISHING
A TERRITORY

MOVE 2:
. ESTABLISHING
A NICHE

MOVE 3:
= OCCUPYING
THE NICHE

Tips

Swales indicates that Move Two is identified through specific terminology to demonstrate how

current research departs from what has already been done. Some examples are below:

“a
A IR (@)v Contrast Verbs Adjectives
HEI.PFUI.
PS * Nevertheless e Challenge e Inadequate
* Notwithstanding e Deter * Questionable
* Whereas e Neglect e Unreliable
* However e Question e Unsatisfactory

Information in this handout was adapted from USC Libraries and John Swales (1990)
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