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Around the College

by April Johnston

Eight West Virginia University students 

traveled to the Netherlands in July, as the lone 

American representatives at a Model United 

Nations conference, and came home with a 

handful of honors and a plan to return.

The European International Model 

United Nations – or TEIMUN – is the 

student organization that sponsors the annual 

seven-day, summertime conference in The 

Hague, Netherlands, as part of its effort to 

encourage a multilateral view of world affairs.

This year was WVU’s first time 

participating in the conference and the 

delegation joined 220 students from 80 

countries. 

Joe Hagan, Barnett Professor in Political 

Science and director of the International 

Studies Program, who joined the group at the 

conference, couldn’t have been more pleased 

with the result.

“It was wonderful, very professional,” 

Hagan said. “It gave our students an 

opportunity to speak publicly and to debate 

rigorously, and to really get to know students 

from, literally, around the world.” 

Each of the 220 students at the conference 

was charged with representing the interests 

of a foreign country on a United Nations 

committee. The WVU contingent – made up 

of international studies students Katie Wilson, 

LeighAnn McChesney, Alanna Markle, Gary 

Shaw, Philip Haxel, Andreina Varady, Kelly 

Bryant, and Kara Dray – represented Ukraine, 

Afghanistan, Uruguay, Iraq, Sudan, and 

Romania.

“It was a fantastic experience,” said 

Wilson, now a WVU graduate student. “I’d 

recommend it for any student, regardless of 

Mountaineers at The Hague: International Model UN 
Team Recognized

background or experience.”

Wilson spent the week representing 

Uruguay on the Economic and Social 

Council and, for helping to steer truthful 

debate among her peers, was named “Best 

Delegate.”

McChesney, who represented 

Afghanistan, was asked to return to the 

conference in 2010 to serve as vice chair of 

the Economic and Social Council and as the 

first American staff member.

By that time, Hagan hopes to have 

recruited another group of students to return 

to The Hague. He is looking for outstanding 

freshmen and sophomores with an interest 

in international affairs and an enthusiasm 

for engaging students from throughout the 

world in an academic setting. 

If his first contingent were any indication, 

Hagan shouldn’t have any trouble finding 

willing travelers.

“I absolutely loved the TEIMUN 

experience,” Andreina Varady wrote in an 

e-mail to Hagan shortly after returning. “If 

I could, I would do it every year. Thank you 

very much for giving me this opportunity 

that was equally enriching academically and 

personally. Even though my first identity is 

Venezuelan, during this trip I felt like a true 

Mountaineer.”

Best Delegate winner Katie Wilson at the computer surrounded by her international peers. 
Wilson represented Uruguay on the Economic and Social Council.

“Even though my first identity is Venezuelan, during this trip I felt like a true Mountaineer.”

Sometimes there are conflicts between 

scientific progress and ethics. Should 

scientists care about the ethical implications 

of their research? Should scientific progress 

ever be halted on the basis of ethical 

concerns? Should scientists have ethical 

training? If so, what would their ethical 

training be like? How should scientists 

respond to ethical concerns when there is 

so much controversy about what is ethical 

and what is not ethical?  How can anyone 

know what is ethically acceptable and 

what is ethically wrong when there is deep 

disagreement? If there is deep disagreement, 

with no uncontroversial position in sight, 

why should scientists try to satisfy ethicists?

Add your comments and ideas to the 

conversation, at thequestion.blogs.wvu.edu.

What role should ethics 
play in science?

Video Games May Keep the 
Mind Young

Aging adults are often concerned with 

losing their cognitive abilities, but researchers 

believe continued engagement in challenging 

activities allow adults to maintain and even 

improve their cognitive functioning as they age. 

Julie Patrick, PhD, associate professor in 

the Department of Psychology, believes video 

games have the ability to influence cognitive 

skills among the aging and could be effective 

and affordable tools to keeping the mind 

young. Her current research study is entitled, 

“Maintaining cognitive skills II: Video-games 

at mid-life.”

“Several expensive and time-consuming 

interventions have shown small, but reliable, 

effects for middle-aged adults,” says Patrick. 

“Assessing the effectiveness of a less expensive 

interventions, like working memory games, 

crossword puzzles, and Sudoku, could provide 

health benefits for aging adults in a more 

affordable and accessible way.” 

The study supplies volunteers with a 

Nintendo DS system on which 

they play a series of games 

developed by Brain Age 1 

and 2 and DS Cross Words 

that test abilities in serial 

subtraction tasks, 

connect maze 

multi-tasks, 

computation, 

and 

multiplication. 

Volunteers play the 

games for five minutes 

a day over four weeks, and 

complete a series of paper and pencil 

assessments before, during and after the study. 

Although the Brain Age game tallies 

a “mental age score” reflective of the user’s 

abilities to correctly and quickly respond 

to questions, Patrick evaluates participants 

cognitive skills based on improvement in 

accuracy and speed in completing each task 

over time. 

Over the course of the study, 

Patrick has seen the cognitive 

abilities of five participating 

adults improve by 60 percent 

and predicts others will experience 

similar results.
This trip was organized and funded 

in partnership with David Stewart 

in the Office of Student Affairs. If 

you would like to support student 

participation in national and 

international Model UN events, 

please contact Bonnie McBee Fisher 

at (304) 216-6801 or via e-mail at 

bonnie.fisher@mail.wvu.edu.

Julie Patrick is seeking adult 

volunteers to play handheld video 

games in the comfort of their home 

as part of her study. If you are over 

40, and would like to participate in 

the study, please contact Julie Patrick 

at (304) 293-2001, ext. 31680 or via 

e-mail at julie.patrick@mail.wvu.edu.
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