Handout 3

1) Two examples of definitions (X is a Y that Z.)

Definition of “muzak” (Paragraph 1)





is a



that



.

Definition of “stimulus progression” (Paragraph 7, 8)


       is a

      that






           .

2) A process/sequence graphic for “stimulus progression” (Paragraph 7, 8)








3) Cause-effect 





Cause




Effect

Shopping

Para. 3

Restaurants
Para. 4



Workplace
Para. 6


Para. 9


Para. 10

4) Listing: list of suppliers of background music (Paragraph 5)

	
	Supplier
	Location

	1
	Muzak
	Cleveland, Ohio

	2
	Musi-Call
	Chicago

	3
	Musicast
	California

	4
	General Background Music (GBM)
	New York


5) Comparison-contrast (Paragraph 11, 12)






Muzak



GBM


Comparison


Contrast
directs behavior





type of music	





Muzak





are programmed from low to higher stimulus levels to give workers a needed boost at the right time





Stimulus progression





sequence of tunes





put information in computer





group 5 tunes over 15 minutes





label tunes for tempo and instruments





start with slow and increase tempo





have a 


2-minute pause





new 15-minute group with higher tempo





Stimulus levels peak at mid-morning and mid-afternoon.





Slow music is played	





Shoppers move more slowly.


Sales increase 38% over fast music.





slow music in evenings





lengthens meals


customers patient





fast music at lunch





increase food turnover





increase worker productivity 5-30%





Playing music





help workers resist slump times





use stimulus progression





People become sleepy.


Reaction time slower





reverse stimulus progression





vary tempo


peak at mid-morning and mid-afternoon





national			 regional variation


one pattern			 multiple patterns 








