
Background!
o  Children are less likely to transfer a novel problem-solving strategy 

from a fantastical story than from a realistic one (Richert et al., 
2009; Richert & Smith, 2011).!

o  Does any fantasy content disrupt learning or are particular 
attributes of fantasy driving the effect?!

o We investigated four attributes of fantasy stories:!
o  Non-real settings (e.g., distant planets)!
o  Perceptual dissimilarity from real world!
o  Presence of non-real creatures (e.g., dragons)!
o  Violations of physical causality (e.g., flying)!

o  Hypotheses!
o  There may be a linear relationship between fantasy and 

transfer, such that adding more fantasy to a story decreases 
rate of transfer.!

o  Alternatively, some elements of fantasy may impact transfer, 
but others do not.!

Participants!

o  N = 100 (52 boys)!
o  Mean age = 65.8 months!
o  Range = 60.2 – 72.9 months!
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1. Realistic!

2. Twin Earth! ✓!
3. Dissimilar planet! ✓! ✓!
4a. Imaginary creatures! ✓! ✓! ✓!
4b. Causal violations! ✓! ✓! ✓!

o  Experimenter read to child from one of five different stories:!

Method!

Results!

o  Four planned comparisons were done between adjacent 
conditions to test the effect of each story attribute on transfer:!
o  Realistic vs Twin Earth - ns!
o  Twin Earth vs Dissimilar planet - ns!
o  Dissimilar planet vs Imaginary creatures - ns!
o  Dissimilar planet vs Causal violations!

o  χ2(1, N = 40) = 3.75, p = .05!

Discussion!

o  There was no linear relationship between amount of fantasy and 
rate of transfer: Learning is affected by type of fantasy rather 
than amount. !

o  Inspection of the graph suggests that perceptual dissimilarity 
may lead to less transfer from stories, although the difference 
was not significant with this sample size.!

o  Unexpectedly, causal violations led to higher transfer rates.!
o  The violations may have primed children to consider whether 

other story events would be possible in reality, leading to 
differential consideration of the problem solution.!

o  Impossible events may have prompted more flexible thinking, 
leading to higher success rate on the problem-solving task.!

Method (continued)!
Sample realistic illustration !

(Stories 1 and 2)!
Sample unrealistic illustration !

(Stories 3, 4a, and 4b)!
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Results (continued)!
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* p = .05!Error bars represent ±1 standard error!

The story protagonist used a novel solution to solve a problem. 
She/he couldn’t reach a dog’s food bowl, so she/he rolled up a 
newspaper, put it through the fence, and rolled the food down into 
the bowl.!

Later, children were given 4 minutes to solve an analogous problem: 
moving marbles into a bowl inside a large box. !


