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Abstract

This exploratory study delves intideo gamgVG)habits and personal histies of students managing
anxiety from their respective coursasd institutions of higheeducation Whilst the expanse afideo
gameresearch is limited, the recent increase in research is presumably reactive, thus resulting in
literature focused on th@henomenon of aggression caused by gaming. Approaches in these studies
typicallyincludequestionnaires, observations inducedsituations, physiological tests, oneta-analysis
regardless of previous researcher bias such are clearly quantitative aretluctionist in nature, this
studyendeavourdo demonstrate an inclusive approach that fills a gap within literatBreenomenology
of Perceptionby philosopher MerleatPonty in 1945, frames phenomenology as the study of essence of
perception and conseusness through direct description of human experience. The present qualitative
study engages this principal notion in its approachinearth evocative themes of théGplayer
experience neglected by prior research. The liberation of participant expesahcough interviews calls
for a more necessary, apt approachlaterpretive Phenomenological Analysis (IPHe aim of this
reseach was toestablishthemes in whicthigher education students make sense of thé@habits to
relieve anxiety, and to whiaxtent it relates to identity development and metacognitidra gain
knowledge of the eight participants in college and/or universitthin the United Kingdom and the

United States of America, 34 sestiucturedIPAinterviews were conducted arahalysel. The multiple
trends uncovered include the usedfleo game to relax andulfil social needs; anxiety related to
academic deadlireand finances; and participant histories impacting identity formation and
metacognition.
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Chapter one: Introduction

Evaluating theeported statisticsthe VGindustry continues to grow and chandéewzoo, VG marketing
intelligence provider, reported thdtK total game revenues reached $4.2Bn (W&bist the number of
game players increased from 31.6m in 2016, approximately 50% of the total population, o 2417
(Newzoq 2016 Newz002017).UK based international innovation charity foundation Nesta (formerly
National Endowment for Science, Technology and thé« E %} ES 3 Ar&Smbdre Jikely to play
games than men,albeit at lower frequencieget half the gamer population is at least in their 48s
guarter of which are age 56 years or aboMe$ta,2017). In the USgpresenting a populationver 4,00
surveyedhouseholds, the Entertainment Software Association reported Yaindustry revenue
increased from $30.4Bn in 2016 to $36Bn in 20@iith 67% of US households owning a device used to
playVGs; and the average gamer age at 35 years, With L @wd&men representing a greater portion of
the VGplayingpopulation(33%)han boys under 18X7%) (Btertainment Software Association2018).
}ve] E]JVP 8Z @& o0 S]A o]l « }( 8Z %o}% po 3]}ve %SPUE ]v §Z -
constant evolution of gaming public and increasing global imdacin attempt toinvestigate only a tiny

*S

sample of the gaming community, the aim of this research wasto expléng v3e[ A E v e+« }( Z]P:

educationbased anxiety in conjunction witGhabits and identities formation. Whilst this research will
address the need for @momenological qualitative data regardiNgsusage in general, chapter one will
discuss research topic rationale including background context.

1.1 Research topic rationale
A 2010studyconcluded that methods of study were inherently flawed, and that othedigts featured

misleading conclusions and implication (Ferguson, 2@&3pite an already limited volume 9
research at largesome studiesentreon the phenomenon that gaing instigates aggression amongst

players.Since the 1970sgsearchers have continued to debate the negative impact of violence in media

despite its theoretical rationale being proven feebleridle et al.2018 Geen, 1975). However, in a
National Publidkadio(NPRj)nterview reacting to the rise of American schgun violence, psychology

% E}( ++}E }IuPo + ' v&lo }( /}A "& SAMw]A @ ]EC E%ZdYo=Z}E]VPU |

usually ask the wrong question. We ask what was the cause? And theoint around at different
things such as mental health violentVGe }E % }A ESC }E AD1§. Whi the-EW Z
demonisation of gaming stands consistent singau Jv] [+ ~ M3 and teenage aggression study,
critics have since challenged the rmetdologies, which were limited to frequent quantitative apatus;
surveys, tests, questionnaires, physiological tests, observation tracking, or commingled data from
multiple aforementioned methods. In acknowledging guarcity invVGresearch in tandem ith faulty

methods, deceptive conclusions, and blatanthgéaimplicationgFerguson, 2010; Ferguson, 2015; Kutner

and Olson, 2008; Consortium of Scholars, 2013; Wofford, 2015; Ferguson, et al. r@éfdaichers are
left seeking more competent methoda@s when exploring themes within théGexperienceo not
simply seek a definitive answer but develop an understanding

Having noted previous reductionist methods, it is important to contribute more comprehensive
psychological literature by investigagjiinclusive approaches that study h@Gexperiences come to
influence } v [ewn consciousness and hdte individualunderstandthe world aroundthem.
Phenomenology of Perceptidoy philosopher Merleatonty in 194%MerleauPonty, et al., 2010)
framesphenomenology as the study of essence of perception and consciousness through direct
description of the human experience. The present phenomenological qualitative study engages this
principal notion in its approach to unearth evocative themeshef\{ Gplayer experience neglected by

prior research. The liberation of participant experiences through interviews calls for a more necessary,

apt approach ofPA.In the way that metacognition and phenomenology are psychological concepts, both

can be exptiated arl are rooted within consciousness.
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WhilstVG become more prevalent and the industry flourishes, as does the magnitude of studying the
experience and phenomena within psychology. To enhaf@eesearchU ]$[e v <+ ElRydHdu}A
inefficient me¢hodsfocusing on aggressiohnvs} 4 u]Jv]vP %Z viuv €& o § 8} 8Z P u
therefore justifyingsuchresearchas a psychologically relevant subject matter. In this work, concepts
surrounding anxiety and identity development will be consideredhay havea meaningfulrelationship

to the metacognition within the present study.

The aim of this research was ¢gtablish how higher education students make sense of ¥@&inabits to
relieve anxiety, and to what extent it relates to identity develaghandmetacognition.To gain
knowledge of the eight participants in college and/or university within the United Kingdom and the
United States of America, 34 sestiuctured interviews were conducted amhalysed Quantitative data
were also collected utzing he State/Trait Anxiety Inventory and Metacognition Questionn&ieat the
opening and conclusion of participation. The multiple trends uncovered include the ¥&s o6 relax
andfulfil social needs; anxiety related to academic deadlines archéies; ad participant histories
impacting identity formation and metacognition. Thus, providing a basis of understanding to create
proactive efforts and research.
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Chapter two: Literature review

A significant amount of psychological literature existspextivdy on the topics of anxiety, student
identity formation, and metacognition, though two may overlie in particular studies. However,
phenomenological methods permit the exploration of all three subject matters in the context of VGs.
This chapter higlightsliterature relevant to the present study.

2.1 Violent video games

Despite its popularity since the 1970s, being the newest of entertainment mediums, VGs have been
debated and criticisd to be linked to violencée.g.Anderson & Bushmar2001; Anderson &ushman

2007). Violent video game (VVG) debates continue simultaneously withwerddl violence, resulting in
scapegoating of VGs (Cumberbatch, 2004). Given that younger generaton®veard the medium,

older adults, including academics and clinicjigead to have negative beliefs about VGs (Ferguson, et al.,
2017; Ferguson, 2015; Ferguson & Colwell, 2015; Przybylski, 2014). This allows press and politicians to
target young playersrhen attempting to make sense of mass homicides and societal violdespite

the US Secret Service and US Department of Education (2002) reporting low amounts of violent media
consumption by school shooters.

Scholarly debate is consistently contentiosgecifically between research in the theoretical contexts of

both Gereral Aggression Model (GAM) and Catalyst Model (CM). In the framework of CM, research
suggests VVGs have limited to no effect on player aggression, only impacting forms of aggressive
expression to those already biologically and environmentally inclinedy(lSen et al., 2008). However,

GAM suggests that exposure to VVG causes player aggression directly (Anderson & Bushman, 2002;
Anderson & Dill, 2000) and desensitises them to violenterdnresulting in decreased empathy

(Anderson& Murphy, 2003;Andersam & Huesmann2003; Sparks & Sparks, 2002). Scholars noted issues
with GAM, including publication bias and reporting of selected significant data (Elson & Ferguson, 2014;
Ferguson, 2015¥Further problems include questionable metnalyses, small effectzas, and prediction

to statistical discrepancies (Ferguson, 2010; Ferguson, 2015; Kutner and Olson, 2008). Even the American
WeC Z}o}P] 0 =<} ] 8]1}v[s ~ W « }v3 Wjlént®ediadas beer&d@Ed questionable

due to lack of transparen¢yvoidance of response to 238 open letters from scholars, and evident public
bias of its members (Consortium of Scholars, 2013; Wofford, 2015; Ferguson, et al., 2017). In opposition,
AP [+ JA]+]}v 60W "} ] SC (JE D ] W+C Z}o}PC} ¥ Sdo EMj@MP C & 8] -}
Games: Public Statementsofglvl & W & } DivisioB }62016). Istates,” EJu]v}io}P]*Ss AZ}
study mass homicides, in their analyses of such @jmhave either excluded the issue of VGs (Lankford,
2013), orexplictC & ( EE &} o]vle SA v ss'e v u e Z}Delateur,s ZuCs3Z
TiideX

Investigation reports in the cases of the Virginia Tech and Sandy Hook shooters determmed litt

]JvVA}oA u v A]8Z ss'e ~s]EP]v] d Z Z A] AW v oU Tii6V *§ § [« 33} E
vV HECU TiiTeX *%]S W [« § «|d@pgtession, ¢udéricedfvd direct correlation to

realworld violence is lacking and actuallyggiests a decrease in violent crime in response to violent VGs

(Ferguson, et al., 2017; Markey, Markey, & French, 2015). One studyedpioat both control and

excessive VVGS users groups exhibit no difference in fMRI brain responses, suggesting ayadlesice

desensitisation hypothesis of GAM (Szycik, et al., 2016). Regardless of continuing ,¢alideese

linking VVG to aggression or reabrld violence isleficient,therefore,to separate discussion of the

impact of VVGs from other types of VV@uch less any other gaming preferencesan effort to address

positive and negative outcomes is arbitrary in this study.
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2.2 Anxiety in higher educatioand gaming

With a rise in mental health issuesaifllege andiniversity students ifboth the United Kingdom

(Coughlan, 2015; Gurndyead 2016) andnited Sates (Sabatke 2016), counselling services in higher

education instittions have become strained due to the growing demand for support (Hoffman, 2015;

Navotney, 2014; Yeungt al, 2016). Anxiety irecognisel to be one of the most common mental health

issues among university students (Reetzal, 2016; Brown, 2016; Guey-Read, 2016), leaving some

with rising apprehensions about how younger generations cope (Bretéehat, 2016; Singal, 2016).

With concern for suicide amongst university students (Coughlan, 2013)/Khe K ( (] (}& E S]}v o

N§ §]e8] *ilepart states that the male completion rate is still approximately three times more likely

thanthat of thefemalecompletion rate with the latter being of its highest rate in a decade (Withers,

fiifeX dZ hv]S ~érsjorDisease Contrand Preventio[¢ ~ ¢ T1ifl ¢3S §]+8] « E %} E

males completed at nearly four times the rate of females, while noting that 8.7% of caliegeadult

men have made completion plans. Neither reported statistics of transgender or gender variant

completion, despites Z [« Iv}IAo P uvs }( C}usz >'d }u%oréappd ~ U 1iié6
VE] SC v U VS 0Z 0S8Z Jeep « S$Z din@luedtdn ajevdcause fér concern,

especially among male and Queer students.

Ov 1Tiif «Spu C (}pv " (8 Engicoadhed }q apgroach their daily challenges like a game,
clinically depressed individuals were significantly less depressedad@ gt pe  ~D '}v]P oU ., TiiAV Z
et al, 2015).However most anxiety research surround& as prevention, intervention, or distraction to
anxiety,yet none are based in qualitative methodsr IPA(Schuurmansgt al, 2017;Schoneveldet al,

2016 Wijnhoven,et al., 2015 Patel.et al, 2006). Research exists reviewiiag anxiety experiencebtly
gamestudies scholars racing to publish on ludic scholarship, which focuses on different@irigppm

other media(Anderson, 2013)An example may be how VV{agpact consumers differently than violent
film or television. Due to this rush in ludologyblishing, narratology, or mor@mmunicative

scholarshipis neglectedwith less committedd exploringoroader questions ofiow VG impact

(Anderson, 2013)which would likely call for IPA'here is need for research focusing on proactive VG use
in mental health management, as well as scholars dedicated to narratology.

2.3 Mental healthmaintenance

As anxiety continues to intensify in college and universitirggs, research continues to show that stress

or anxiety can be managed mumerous waysincluding the followingAnxiety reduction via leisure

activities has been shown to be an effectiveastigy for college students to manage stress (Misra &
McKean, R00; lwasakiet al.,2010). Successful leisure participation has led students to better grades and
positive adjustment (Patngt al, 2007; Tangneyet al,, 2004). Whetheutilised as a leisw activity or a

part of therapy, activities such as art (MarR014), music (Gutiérrez & Camarena, 204thetics
(Molina-Carcigt al, 2011; Kanters, 2000), and even baking (Thomson, 2017; Whalen, 2014) have proven
to result in positive psychologichénefits including mindfulness and overall wellbeing. Thidgions that
taking time from stress to recover from anxiety and stress is beneficial (Korpela & Kinnunen, 2011) and
that prioritising psychological recovery positively affects mental healtintenance (Qiuangt al, 2014).

As a leisure activity, VGs shd beincludedin such research when managiagxiety andnental health.

2.4 Student identity development

Within educational psychology, Student Development Theory theorisesttitentadvancemenbf
knowledgeand selfin higher education settings. AmoP ¢S %0 SZ}&E }( §Z }E] U ESZpE&E
theory of identity development endures as one of the stapleories within the industry of student

affairs. Whilst it focuses primarily on identity, it examines seven vectors of development, all of which ar
relevant to the present study (Chickeri@gReisser, 1993; Evaret,al, 1998) Participants are observed
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within the vector of developing competence, where intellectual and interpersomalpetence is built

within goal accomplishment and the ability fiare with adverse experiences. The vector of managing
emotions directly addresses anxiety experienced byipgdnts, as well as depression, guilt, anger,
shame, and optimism. Participants note their cognition regarding problem solving abilities \aijteatid
seltdirection, placing them in the vector titled moving through autonomy toward interdependence. The
next vector of developing mature interpersonal relationships stands asspaittiicipants are navigating

in longterm intimate relationships, inabding, but not limited to friendships and romantic love. Whilst
most participants can be placed within thet@slishing identity vectonnanydisclose anxiety related to
physical appearance, gendesexual identity, social roles, and setteem. Metacogmion observed

amongst participants display their placement in the developing purpose vector though commiimnent
future endeavours, establishing a sense of vocation. As the final vector of developing integrity includes
three successive stages, most pagarits firmly hold a set of core personal values whist respecting
others with those in contrast. As vectorsass | Jv }v [+ A 0}%u v3U 3Z C E V}§ *3(
as the flexibility allows student® develop in multiple areas and operate withproved stability and
intellectual complexity (ChickerirReisser, 1993; Evaret,al., 1998).

Whilst literature regarding identity development throughfGs existsnone primarily take an IPA approach
despite mentioning gaming phenomenaowever 2017 sudy employsQualitative Comparative Analysis

in utilising questionnairegMarti-Parrefio.et al, 2018). Despite this, such studies have proven to be
informative in understanding the gaming experienmcluding cognition pertaining to identity

constructian. Within higher educationyGe A & (} uhavé i positive effect ocommunication

ability, adaptabilty and resourcefulness in adult learneréBarr, 2017) In the context oVGe ] JvP }v [e
narrative assessment, the experiencedsisidereda®S}jq SZ u]v o 8§} & &Ssu v]vPe_
players learn to take meaning frofinst-hand experiencefGalleli & Fanelli, 201Q)The same study

expounds on the concept &Gs ard narrative, in that pretending develops reflective skills along with the
ability to mentalise and deontextualise (Gallelli &anelli, 2010)Armed with student development

§Z J&] + v 3Z IviAo P 3Z § s'e v v (]]o38}}v] [ PEIASZU 35
mental health staff within higher education can positivatilise VGs as one of many tools to combat

student mental halth issues

t]3Z E P & « 3} Pv E ] v3]3CU « A E 0 *3pu ] ° E&enbarde(20MP [¢ %o} ]!
concluded thatvGs offer a safe space to experimenith identity in resisting societal norms and

expectations regarding appearance and behaviour, resulting in a greater sense of self whilst navigating
their world through a new lensespecially if the act harbours positive emoti¢8anford & Madill, 2006

Another study lists specific abilities necessary when in gameplay enabling gender. flviliitst not

limited to the following, thisncludes the ability to:

X recognise the various aspects of the dmibught into play through the roles
one actsout

X keep open the lines afommunication between the different aspectdius
sel(Y

x an ability to recognise one's §ak"incomplete" and constantly "changing”

X an ability to identify and discuss the cultunabdels underlying the games in
which one takegart
(Gallelli &Fanelli, 2010)

tZ v plo JvP ] v3]3C A]3Z]v P u]vP }uupv]3] U " }u%o u vs EC A£Z]
urges communabarticipation(Norrick 1989 Sierra, 2016)A 2014 study established that recurrent
interpersanal communicationn virtual spaces not only fuisocial needs, but offercomfort and

reassurance resulting in identity construction (Flook, 2@i&nbarger2014). Belonging to bottstrong

10
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digital communities and a supportive educatiosatting may decrease anxiety @gmental health issues
for students in higher education.

2.5 Metacognition and gaming

D& }Pv]8]}v A]3Z]v A 0}%u v3 0 %*C Z}o}PC ] (]v s JU% E Z v
own thought processes (Flavell, 1979nwelzen, 2016; Metcali& Shimamura, 1994)Literature
regardingthe gaming experience and metacognitiexist yet lackPAmethodologiesdespite referencing
few gaming phenomena. However2018 studyutilisinga metaanalytic approach, departing from
qualitative descriptions of pregus studiesdetermined that even just 10 to 30 hours of gameplay
throughout the study improved test performance on spatial cognition and cognitive flexibilidyoiBet
al, 2018) Further, studies across multiple generatsoprove positive effects of gang. In a study
examining young children, higher intellectual functioning and academic achievement alorfgwath
mental health challenges were observed in those who play@slfor five or more hours a weekdkess
et al.,2016). Whereas tainingolder adults withVGs not only enhanced aspectsadgnition butsuggests
that cognitive and neural plasticity is maintain@ril& Ballesteros2014).Such research display proof
of beneficial aspects of VGs.

Some studies have proven the usevils asteaching tools,* (}E& Z 0% ]VP % }%0 v A]JP § }us
depression, serving as groundwork for general dWelhg, mental health, and even cognitive abilityold
P _~, 0 U Tiiowta.@E2).1TUA E o0 *Su ]+ 3 0]+Z VEZarsprotdeo C]VvP
}PV]S]A SE Jv]vP SE ve( EE o JAVYilbdghtgE 2013ABaEakt al, 2008; Z ]
Ferguson, 2010av $Z § "E % S poV&Las etmpased with other media forms, is useful in
delivering manuabased interventions such &sose involved in cognitivebehaviliE o0 SZ E %0 C _
(Ceranoglu, 2010 SAB, et gl2007).Even withinathletics metacognitive development can be
stimulated through the usef digital VGdesign(Price et al., 2017).With a commitment to more
metacognitive VG studies and positive examples of such research, future findings may yield anxiety
fighting practices utiling VGs.

2.6 Globalgaming impact

Despite still being considered novel to some, W@industry has grown to a global entertainment and
mediamarket value of $1.8frillion with a revenue of $106.6Rillion (Statista, 2016)Thesucces®f

video gamindhas made a place for itself within popular culture due to its use by millions (Ceranoglu,
2010; Gettler, 2008; Poole, 200 has been provethat one of the most popular ways men manage
stress is througlvGuse (Cheong, 2017). Unforturdy, mostVGresearchhistoricallyfocuses orits

negative impacts, including addiction and aggression, however a recent study found no enduring effects
on empahy from playing violenVGs (Oallaghan, 2017). Other research has found positive usage for
educational and therapeutipractise such as imprawug user coordination, special training viseatiion,

or distraction for children after chemotherapy sessi@@siffiths, 2014 Griffithg 2004). A positivéearing

on thehobbymay be thatthe modernVVGexperiencehas become more social as an activitypecially in

the realm of online gaming (Steadmaat al, 2014; Granicgt al, 2014). With this informationyell-

developed game designs can influence feelings of instinctive control (Inchanman & Wyeth, 2013). The
engagement of games through moderate usa beutilised for learning, goal settindyehavioural

change, and teaching skills (Griffiths, 2014). Asajpu (}E % E&}i S]JvP }v [+ u}S]}v o o](
2016),VGs can beutilised toward positive user interventions in condugtange, including goaktting

and skills development (Duncan, 2014; Steadneal., 2014).

Patterns in research thus far are sity quantitative and have widely varying methqesg.Bediou,et al.,

2018 Anderson & Bushman, 2005ome cognitiveehaviouratherapy approachestilise VGs
specifically developed for participants, especially if managing acute instances of eatimgiisor

11
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cancer Per previous sections of this chapténereis limited qualitative data on the psychological
behaviourand impat of VGs. ThisexploratorylPAstudydirectly investigatesthe trends, habits, and
impact ofVGs on its participantso contribute to the lack of literature.

12
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Chapterthree: Methodology

3.1 Introduction

The purpose of this chapter is tationalisethe methodology inwhich this study is taking to gather
Jv(}EuU S]}v E P E ]viabng@&périptaearslegnxiety asighereducationstudents.
Beginning with aims and objectives of the study, thisptéiaalso describgthe % E * vS Sy CJ-
qualitative approach ofPA Furtherinformationincluded in this chapteregardstudy design and
procedure,aim of researchrecruitmentstrategy, participants, ethical considerationand best practices.

3.2 Phenomenology

As the gaming industry swells, asideologiessurrounding its impact. Similar to hcavailability

heuristic, emotional reasoning, and confirmatory bias can impagsmor homophobia (Feldmar2017)

attitudes towardthe VGs bear no immunity. Seen tbugh the US White Houd#aming VG# response

to massshootings, the World Health Orgdl » $]}v[s % E}A} S]A o0 <<](] 3]}v }( P u]vP
disorder, and flawednethodologiesof gamingresearch(e.g. Anderson & Bushma®001; Anderson &

Bushman, 2007Carnagey, et al2007;Anderson, et al., 201Q) <} ] BWa3¢dinterpretationsof VGs are

pushed by politicas reported by the British Broad&ting Corporation (BBEBBC2018. A

phenomenological approach would lift people from within negative societal milieu and place them in a
context where we explore tangible thoughts of paipiants amidst gameplay.

In the founding of Phenomenology, Edmund Husserl defined the philosophy adldwative study of how

things appear to our conscious awarenddsigserl, 193)L This concept of how the world appears to us in

the context of our shjective experiences spawned later thinkers of existential phenomenology such as
Heidegger, Sartre, and Medu-Ponty, who instead subscribed to the notion of an embodied experience
Merleau W}vEC[e i60A A}JEI P} » (WESZ & v 8 8]vP 8Z § %Z v}u v}o}PC
verynature of ourperceivedinteraction with the world Thisprocessnturn ai « }v {mderstandingof

order, structure, and coherence. This positiaithin phenomenology exists as the heart to the present
study(MerleauPonty, et al., 2010)

When considering whether to utilise a Cartesian or Phenomenological approach, arathesff

entertainment can be used as an exampteattending the theatre,} v [eurrentemotions going into a
liveexperienceu C Ju% 3§ Z}A 8Z C ]%Z €& 3Z 8 0]A % E(}EU v [+ u V]v
Cartesian approach to such experienaapliesthere is a correct meaning in the performance, which may

be distraced bycurrentemotion, information,and varyingoreconceiveddeologies(Husserl, 1931)

Whereas phenomenology suggests that such additional elements daet partof the meaningvhen
experienced by a persoim so that examining awareness of our owmsciousness comes to influence

the way we comprehend the world around ud.Z]+ Iv}Ao P }( }v [+ }JAv }PV]38]A +Ce3 u
metacognition (We#, 1995 Spadagt al, 20®). The cognitve ability to articulate representations about

world experiences is understood as intentionality, which, within phenomenology, is a vital theme also
essential to metacognition process@dcintyre& Smith, 1989Husserl& Peucker, 201R1It is inthese
progresionsof experiencing, processing, and acknowledging that this present study only begins to break
ground in the context of psychology aNs, which ca best be accomplished throudgRA Through this
approach, the study aspis¢o understand p E S| ] %xpegiefces in their daily life as a human being
navigating their world, ultimatelgllowing fora conscious attempt aincovering the essence of th&G

experience (Kleiman, 200dan Manen, 2007t is throughthe existential importing of hw a participat

makes sense and finds meaning (Sméthal, 2009) in their VG experience that benefits such collective
research.
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Initial research intent wago comprehendsimplyhow students facing anxiety play&is. Interest

expandednto their though process whilst gamings well asvhat is taken away from thexperience

impacting %0 C & ¢ [ anditscpi§truction Equallyto the theatre exampleindividuals playinyGs

enter the gaming experience with a plethasd}v [« }Av uk&hd precoceptions These can be

toward life,the act of gaming in itseldameplaystyle, genre, stortelling, music,or art. This study

} o EA % ES] ]% vSe ulA]JvP (WESZ E Jv & o]]vP 8Z C[E 3Z]vI]vP
constructive wag than antigpated. In relation to the game, this level of cognisance could only be

confronted thlrough the most congruou$ A qualitativeesearchapproach Such data and directiocould

not have been achieved simply witjualitativet-test methods which discerns dérences in data,

whereas phenomenology formukes themes based on similarities.

In the context oVGs, literature referencing phenomenological studies are limited &otieticd and
philosophical reviews, mostly restricted to examining realism, immeysind embodiment (ack, 2011;
Bogost, 2008. A more recent study conducted group discussions surrounding Internet Gaming Disorder
(King,et al,, 2017).0f the few literay examples, none were centred in qualitative approaches focusing on
metacognition, no were theylPAbased in methodologyAs prior investigations anearrow, the
aforementionedphenomenological concepts presented reinforce the némdjualitative

phenonenological investigation 6fGs and provide solid theoretical grounds for the methamipy.

Whilst psychoanalysis may seem a likely appro&cbudian methods aim to decode the nature of
experiences through the unconsciovia researcherwhereagphenomenology analyses the ways in
which individuaparticipantscomprehend their personal @eriencesFurther, critics of the method claim
a sense of bias within the process due to the frequency of influence via financial interest (Mitchell
Black, 1995BBC, 2018Narrative research also seems a probable approach , howeismethod
focusessolelyon the individualpmitting $Z u * }( Up0o3]% o0 v ]A] p o«[Crepdell, /E % E]
2007). Other qualitative methods such gsounded theoryor casestudy multipleexploratorymay also
appearrelevant howeverthe lack of subsequent studigsevents such researdstrauss & Corbin, 1998
Creswell2003;Yin, 1993)Dueto the focus on themesxplored through individual experiences, IPA
serves as the most suitabépproach.In examining the existence of gamers anditlgaminghistories

this present studyendeavourdo examine how individuals create meaning from their video experiences,
with specific attention to how these interpretations correlate with anxiety, identity development, and
metacognition It is through ideographic explanati@iov [+ endrlds in which we can access the
meaning of these experienceS¢nnelly, 2015)\Vhilst this gives way to more experience through
understanding othergHultgren, 1990)it also provides a foundational framework for tii&experience

In thisdouble hermeneuticaprocess we clarify to what extent gaming phenomena manifdsts

through interadion with games that¥%o E3] [% v3e[ u § }PVv]3]}vU A E v eeU Vv =« vo
increase, thus, through this medy their meaning emerges through ganiap. Whilst qualitative

research is informative and has its benefitee phenomenological approach will provide far better
insight into this phenomenorAsthis study tends to the need fdarGliterature, it will allow for further
phenomenological researahihilst standing out as a unifying study of anxiety, identity develeptnand
metacognition in relation td/Gs.

3.3 Interpretive phenomenological analysis

The primary qualitative research method chosen for this study is that of Interpretative Phenomenological
Analysiautilising Hermeneutic Phenomenolp@nd a supplementauantitative element supporting
principal data. Phenometogical data collection allows for a moredepth study of participant
experiences, in that rapport built between researcher and participant encourages an openness to expand
on anecdotes. The IPA approach permits the researcher to explore themes, muliges for anxiety,

v A E]}ne }%]VP u Z v]eue AZ]0o*3 P UP]VP % ES] ]% Vv3e[ A E v e
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Initially a means of inquiry by Husseflusseri&k Peucker2012), Jonathan Smith (1997) refined the
transcendental phenomenology phild$e ZC v (}uv IW ¢ «<«p o] 83]A Gne E Z %
5 U%3S 8} uWWE A 0 8Z u v]vPe }v3 ]v Jv €Y JuvsSe SZEIUPZ %o
engagement withthet¢gESe v SE ve E]%SeX_ dZE 0 U VSe }( %Z vhe vio}PC
o]A E% E] Vv ¢ }( % Ee}veU_ E& }PV]S]}v SZ S v A% E] v ]- v
development, or interpretation, of essences based on these experie@eswell2007). The essence of
the experience is defined as the combination of both textural and structural descriptions shared by
participants, respectively, what and how was experiencae:$well, 200)

The IPA approach focuses on the essence of phenomenatigelyrexperienced during engagement in

the surrounding world\Willig, 2013)in thatintentionality is the awareness and ability to articulate said
experiencegMclintyre & Smith 1989;Husserl& Peucker, 2012 In this process of analysis, once a guhr
experience has been identified, phenomenological research attempts to pinpoint the universal nature of
said experience before attempting to distinguish and interpret shared experiences amongst various
participants witnessing the same phenomena (Cres\2€l07. Data analysis can be in the form of
horizontalgation, which attempts to comprehend the participant experience, or in clusters of meaning,
insteadof a unification of interpretations into themes, which was implemented in this present study
(Willig, 2013.

3.4 Study design and procedure

Due to the nature of this qualitative study, an inductive research approach was chosen. Beginning with
observations of the VG experiences, new theories may develop from exploring the new phenomena. As
such arapproachrefrains from beginning with a hypothesis, it provides a less structured method
compared to a deductive approach and is most appropriate for a project of small sample size. The
methodological qualitative approach will collect data through paréaipinterviews. Intending to

understand the social reality of participants within their natural settings and VG culture, data will be
explored to determine themes. Study design will abide by that of Smith & O§€28909)procedurein

the following stepsFurtherdetails forearlier steps follow.

X Research questiogonstructionand samplaletermination
x Datacollection

{ Interview schedulalevelopment

{ Semistructured inerviews

f Transcription

X Analysis

{ Looking for themes

{ Clustering themes
X Writing

3.5 Research question arghmpledetermination
Aware of the rise in mental health issues for students in higher education, the researcher questioned
which issues were most common and how they were managed. Anxiety being the most common (Reetz,

et al.,2016; Brown, 2016; Gurnégead, 2016) the researcher then questioned the causes of anxiety and
the use of VGs to manage.
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3.5.1 Research question and aims

Theintent of this study is to explore the following airaad objectives in discovering themes ahé
essence of th&/Gexperence.dZ @& « & Z <p *38]}v  JvPU ~,}A } Z]IPZ E p §]}v
VE] SC SZE}UPZ §Z pe }( s'*M_

f Aim 1: This study aims to establish the extent to which university students asngtfiGs to
relieve anxiety.
- Objective 1:Highlight particignt patterns of relation between anxiety management and
gameplay
- Objective 2: Establiséin understanding of seiwareness in said practices
f Juiw d} AE%0}E pV]A E+]SC «3u v3e[ A EMWGusage(ofikeilC Z}o}P]
anxietythrough IPA
- Objective 3: Gather qualitativevidenceof the participant perceived benefits ¥MGsto
cultivate thematic phenomena
- Obijective 4: Procesafluences of gaming on student identity development and
metacognition

3.5.2 Sampledeterminationand recruitmentstrategy

Due to time and financial restrictions, a small samgdleight to twelve participantsvas deemed to be
achievableand fitting for IPAWillig, 2013; Howit& Cramer 2010) given the nature of the research
guestionand timing of research approvalp 8§} $Z & « & Z &J[* S]u o]v JvP o C
factors out of their control, windows to interview students were limited which also limited the sample
size.Further, the small sample size best fits tleseby-case ideographic approach to reselaranalysis.

Participants were recruited through analogue and digital advertisthgrs were posted around the
University of Huddersfield campus as well as shared on private Facebook groups home to VG player
communities. The researcher recruited first- and seconeyearpsychologylassest the University of
Huddersfield, who were given the additional incentive of SONA points for research participation.
Interested participants were asked wluntarilycomplete aninterestrecruitment form (see appendi
p50)then were contacted by the researcher to arrange an initial meetiefpre scheduing further
interviews

Criterion establishing inclusion in the study required that participants beently enrolled in some
degree of higher education in the Ued Kingdom or United States during participation, ranging
anywhere from tweyear colleges to fodyear universities. Participants could be registered for courses
levelling from an associates deg to doctorate, including bachelors and masters. In termenafety,
participantscouldrange from those claiming normal every day anxiety caused by their respective
academic settings to those previously diagnosed with an anxiety disorder.

3.6 Data colledbn
3.6.1Interviewschedule development

To fosterrapport and an open dialogue between researcher and participant, seimictured interviews
were completedConsidered thédealmethod for IPACreswell, 200)/ thisallows for opportunities to
further explainor prompt additional questiondollowing participars [interests or concernBeing that

the ordering of questions is flexible, the researcher is free to probe interesting concepts thatrattse.
context ofVGs, the qualitative approach through interviews hetpe researcher understand more about
the framework in which particignts live and functiornwhilst possiblypromoting their wellbeing Bauer
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et al.,2010. Data collected from interviews could providdasiswhich highlightspatterns of
participante[ % @Ee}v 0 Z]*3}EC A]3Z RondledhsiructioAs or@matrietivee
alternativism,of VGhabits in societyBurr, et al.,2012; Kelly 1955).

The frequency ofdur 30-60-minute interviewswas once a week over four consecutive weeks. This
provided the researcher opportunities tet only build rapportand trust with participants butannect

with students at different times with varying levels of anxidiultiple interviews allowed particgmts
opportunitiesto revisit previous ideas, further elaborate, areflect on their use of gameay during the
weekwhenmanagng anxiety. Four interviews proved to be a reasonable commitment for all participants.

Participants agreed to engage in a minim of thirty minutes VG play prior to each interview. This

provided the researcher new material tiavestigate with participants along with their history and
preferences prior to the study. The VGs must be of their choosing and in the comfort of thespaaa

In processing earlier iterations of the studiyving participants enter a lab to engageaipre-determined

game could create a compound variable. Extraneous variables that cannot be controlled can be avoided
by simply not creating stress in a nenwironment, such as gaming within a time limit. There is ecological
validity without creating adiional environmental or contextual cues that could cause more anxiety and
affect metacognitive awareness, further reinforcing the need for IPA methodalbgsefore these

methods were deemed unnecessary.

Semistructured IPA interview questions were déwged andorganiedinto four primary categories,
including gameplay, anxiety, identity, and metacognition. Gameplay data informs the researcher of VG
habits and preferences, with anxiebased questions exploring institutional causality and impact.
Identity-based questionare intended to determine if VGs have contributed to sklf’elopment.

Questions built upon attention and metacognition were asked to observe instances of participant
intentionality in VG usage to increase personal awareness. Thisleindeference teelf, anxiety, or

their problems. Initial questions and anticipated probing questions are as follows.

Gameplay:

f How often dddid you play?

f How long dédid you play?

- In one session or over time?
f What game(s) dalid you play?
- Are therecertain parts of te game you play the most and how often?

Anxiety:

f Are there problems as a student? And as a person?

f What are they? How have you managed to solve them? How do you manage?
Identity:

f Do you see yourself as a capable student?

f Do you fear fdure?

f How do you pla and organise to achieve something in your work?

f Do you see yourself as a capable person with family, friends, colleagues?

f How do you plan and organise at home?
Metacognition

f What in the game draws your attention?

f Do you feel that scamorgameplay helps you understand/solve/managealyseproblems in the

real world?
f Do you feel you can play that scene or game again and it may help you develop or increase your
awareness of the problems in the real world?
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3.6.2 Participants

Initially seekindfive to twelve participants, a total of 24 showed interest. Eight participants were eligible
and able to fully commit to the researctvhich falls within the recommended range 625 participants

for IPA (Polkinghme, 1989) Others eitter negleced to follow through, were not eligible, or became
ineligible due to research approval occurring aftez potentialparticipant| degree completion.

Table 1 below shows basic respondent informatimeluding participant number, age, level tidy,
courtry, institutional classification, gender identity, and ethnicity and/or rd@articipant names were
replaced by number§.e. Participant1 as P1}o ensure anonymityNote P1, P3, and Pdentified as
being previously diagnosed with some foaihanxiey disorder, whereathe otherswere not. See
appendixp46for a more detailed table of demographics, including gameplay habits.

Table 1.
Participant demographics

Participant . Age Level of Country Institution(s) Anxiety Gerder Ethnicity
Study Classifications Diagnosis Identity and/or
Race
P1 27 Bachelors us community Yes Man Arab,
college, public White,
research American
university
P2 20 | Masters UK public university No Man White,
British,
English
P3 31 Bachelors us public research Yes Man Latno/a/x,
university Cuban,
Dominican,
Hispanic
P4 19 | Bachelors UK public university Yes Man White,
British
P5 36 | Doctoral us public research No Woman Asian
university
P6 30 | Bachelors us online forprofit No Man White
university
P7 20 | Bachelors UK public universiy No Man White,
British
P8 30 | Masters us public research No Transgender, | White
university Transwoman of
Transfeminine,
Woman

3.7 Data collection and analysis

In this study, responses were reviewed to develop clusters of meaning in the process toveaarann
structure and essencdhe eight participants volunteered to partake in this study over a consecutive
four-weekperiod occurring between August 2017 through December 2017. Ranging fromrttiimie

to sixtyminute interviews, participants agreed being recorded for the purpose of transcription and
analysis. After contacting the researcher with interest, all ipgrénts were initially contacted through
email toorganse an intake meeting, four senstructuredIPAinterviewsoccurring once each vek, and a
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debrief meeting. Overall thirtjour interviews were conducted, including two pilot interviews completed
by two participants whaontinued with the study angreferred their initialcollecteddatabe included

with the formal researchdata. The ierview schedule comprised of questions surrounding gameplay and
themes of anxiety, identity, and metacognitidmplementing :}v $§Z v ~u Bt setal.2009)IPA,

the analytical procedure included theanscribed data from the thirgyour interviewsbeingmanually
coded,analysed and interpretednto three primary superordinatethemes, includingiewly discovered
subordinatethemes Applied in similar research and widegcognsed, IPA servessathe most fitting
gualitative research approadb the present study (Willig, 2013; Howift Cramey 2010).Further analysis

is available in the respective section.

3.8 Ethical considerations

00 $Z] o }ve] & 3]}ve E v }vipv 8]}v A]8Z dZ (E]8]*Z WeC Z}o}F
Research Ethicencluding confidentiality, anonymity, right to wdhaw, data storage, psychological
participant report, and researcher safety/support.

Participants will be made clear, in the participant information sheet and consent form, that they are able
to withdraw their participation in this study at any time witht penalty. Additionally, they will be made
aware that they will be able to withdraw their data from the study up to two weeks after participation.
Participants will also be given an informative dehrigfiich will inform them of their right to withdraw

their results from the study without any disadvantage or penalty.

Only researchers have access to the research data, which will be securely stored on passtectdd
computers at the University of Hddrsfield for a holdingnaximum of 10 years to main transparency
and integrity of research. Upon conclusion of research, data will be stored on pasgretedted
computers by main researcher, main supervisor and second supervisor at the Univekitgdersfield.
If all parties were to leave the Umissity of Huddersfield, data will be destroyed.

Whilst this study focusesonanormm]v] 0 ¢« u%o U ]J§ ]« Jv E P & S8} vA] SC Jv pv]
experiences. If a participant were to confesshhigelings of anxiety to the researcher and belielveyt

may be unwell, they will be supplied with informationmediately andwvithin debrief towards suitable

Z 0% Jv 83Z (}Eu }( iX /Iv(}EuU 3]}v }ud 8Z upv]A E-+]5C[e }upve oo]vP
telephone, online, local support service informatio

For the University of Huddersfield School of Human and Health Sciences School Research Ethics Panel
Application form and amendments, sappendix p63p87.

3.9 Best practices: Researcher bracketing

In the effort to adhere to the best practice of bratikwy, this sectioracknowledgessZ § §Z & « & Z G
world views impact the study and analysis process is important (Skborne 2008). Within the

context of phenomenology types, the primary resear can only approach the study through
hermeneuticohenomenology (Zimmerman, 2015) due to their shared history of VG experiences with the

%o ES] 1% vSeX &UESZ EU SZ }v %S }(Z o Z &u Vv US] [ %% 0]
sense of theishared experience (Smith, et al., 2009; Smith & Qsk200F). Bracketed moments in the

process include personal gaming experiences, ideas surrounding negative societal stigma with gaming,
politically charged research, and disdain toward hate speech@id masculinity within gaming

communities. Such bias impact the lens in which the researcher writes and analyses and cannot be
avoided.
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Chapterfour: Data Analysis

4.1 Introduction

Rather than notehe frequency of thematic aaent, the IPA researcmethodfocuses orcomprehenang

the essence and intricacy séiddata. To respect and explore inherent content meanings from

participant experiences is central to IPA. Notihg aforementioned researcher bracketiagd double

hermeneuticstheir own higory provided a platform duringoth research steps of question and

interview schedule construction. Whilst understanding that thematic patterns may develop of their own
JE U <p *8]}ve A E (JEu v v3] 1% 3]1}v }( }vP @&NGexpdia@ssz E

As such biasan be presumed, anticipated themes have proven researcher forecasting to be accurate.

Inthe initialanalysigrocess, transcripts d¥1 and P3 pilot studinterviews were reviewed. As both have
been diagnosed with anxietyisorderspreviously and were current students, tkennectionbetween

VGs and anxiety managememas confirmed as a superordinate theme. As were themes of identity and
metacognition in tie context of VGs. Despite positively ascertaining the superordihataes, the
relationships to some subordinate themes was less expected by the reseafdtazrexamining the pilot
study and coding the remaining interviews, the subordinate themes vaenatified in congruence with

the IPA processSubhemeclusteringfit the anticipatedprimarythemesin thateach subordinate theme
directly impacts the superordinate theme through the VG experiefable 2 belowpresentsthe list of
superordinate and sutrdinate themes formulated from the pilot studies.

Table 2.
Superadinate and subordinate themes

Superordinate Anxiety Identify development Metacognition
Theme
X Issues within academia x Direct impact X Escaping through
X Managing disabilities in of gaming gaming
the academia X Relationship x Problem solving
X Social needs confidence parallels
Subordinate x Finances through x Accomplishments
Theme X Issues as a person gaming through lists
X Managing anxiety x Gaming X Emotioral
through gaming communities cognisance
o Socal needs x Selfidentifying through gaming
met through
o Complementary gaming
activities
o Family history

As this chapter is structured by theme, as opposed to respondent answers, each section will explore
superordinate thenepy }E Jv § 8Z u *X tZ]oe*S§ ¢}u /W & « & Z }(( &+ v 0C-e]
should be recogsed that, as is generally the case with qualitative research, there is no single, definitive
AC38} }/IWY €dZ E -+« E Z E+ u C (Jwethod foGouroin pafticiillay Ray af
AYEIIVP v 3Z % ES3] po E 3}%] C}u dbrn POE9)-Byetodthe Braightfarhad ~ Ke
nature of many excerpts, this analysis will offer insight between both quotes and themes, based on the
topic, toconnect ideas and multiple coherent stories of participants.

20



Peralta, R. P.

4.2 Anxiety

Themes surrounding anxiety Mbe drawn upon from qualitative data in thégction Along with

articulating problems participants experience as a student and as a person, $eis/etd how

participants manage anxiety and the issues associated with it. Common themes include typieal s
behaviour of procrastination or feeling overwhelmed before deadlines. However, one of the most
universal issues observed was grounded in finanbeing one of the few themes mentioned as a stressor
by every participant. Further, it is evident thiie matters initiating anxiety are as varied and diverse as
the participants themselves and how they manage each topic.ES] ] %o VS ¢ [istiesy @sojplays &
vital role in thissection as the presence of VGs impacted early gameplay in each pastigiph 0]A <U Z}A
they coped with stress in their past, as well as how they manage in the present. Sectidribréiayh
4.2.3will highlight prmary issues and patterns of anxiety observed amongst participants. Whilst
participants will allude to their gamg habits relieving anxiety, sectiore4 will inspect specific gaming
behaviours.

4.2.1lssues within academia

Whilst not out of place fostudents to stress about exams, deadlines, or social needs, many find
themselves overwhelmed, at times becomirgless, choosing to withdraw, becoming withdrawn, or
having negative physiological symptorR&in their first interview (il) begins with thempact of
American standardised tests and the need for academic suggeetAppendixor Data Analysis Quotes:
DAQGL).

P3(i4) §e¢ ov]vP v u S§]vP o]Jv « §8Z2 8§ 8SZ C % v }v }SZ E-[ }v
for completion The impact here exists in Ingi overwhelmed and sacrificing quality to simply
pass their coursesee DAQ2).

P4(i1) explains in the follomng how anxiety can compound in their university experience
(see DAGB).

Already feeling out of place and unsupported, fhaaticipant adds the pressure to live up to
their performance from the previous yeésee DAGY).

Even further, they acknowledgeeir lack of motivation or debilitation in anticipation of
more anxiety due to deadlindsee DAGD).

However,P3(i3) shares their new outlook on managing the consuming anxiety whilst owning
their past behavioufsee DAGH).

The participant continues texplain the physiological effect on their body and the impact on
others they engage with, which furthers their anxi¢&geDAQ7).

AsP3(i3) continues in their anecdote, the complexity deepens with further anxiety from
deadlines and a lack of time tousty. Whilst the guilt for sacrificing quality is again evident,
the participant ends with a statement of frustratigeee DAQ-8).

Albeit the aforementioned cases may seem typical of students managing stress, the amassing of
challenges clearly incites atidnal anxiety P5 feels pressure to not only succeed at standardised testing

but concern for their future in general, astRE [+ Vv (}JE&E %% 0] S]}ve }u%o S]}vX dZ
connection and affirmation from faculty is also important to P5. P3 managdtipia stressors both

externaly, such as peers, and interhathrough seHimposed expectationsThey acknowledge their
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anxiety brought on from academia ampersonal flawsdiligently workng at taskseven through planned
breaks. P3hares abougrowing overwhelmed to the point oépathy and impacted functionality. Their

lack of connectedness and focus has resulted inlarost animatronic state wheresubpar workis

submitted last minute for the sake of any gradé/. o [ ¢ ul] Vv/A&E] 8§C ]e hundeftlesl A]S
feelings. These seem based on concern for not receiving necessary academic attention as a second year
student, pressure to perform as well as the pastperceived unrealistic sense of tifime, and potential

anxiety as a result of this.

4.2.11 Managing disabilities in acadeani

Five of eight participants stated they were persons living with disabilities, ingluit not limited to

physical disabilities, learning disabilities and mental health disabilities, such as depression and anxiety
disorders.In processing their anxieties, participants with disabilities were able to reflect upon themselves
and their relatons (Goodleyet al., 2014. In addition to issues representative of students in higher
education, some students bear added stressmagsing extra anxiety. When asketiat specifically

caused anxiety in the past wedR2(i4) shared thatthey werecalled into a meeting regarding absences

that affected their attendancésee DAGD).

The need to have a meeting initially caused stresshferstudent, which became confusion,
and ultimately frustration for an unnecessary meeting after travelling imiversity.
However, for some students, getting out their front door can occasionally be a strirggle.
(i2) discloses how their diagnosed agty disorder can hinder their ability to attend
university(see DAGLO).

The internal conflicP4(i2) was expeiencing resulted in more anxiety, which led to their
overanalysing, a habit tlyehawe explained occurs when in such a state. Note the foligwi
realisation(see DAGLL).

The continued conflict led the participant into a debilitating state for days. Wésire of
the situation, the participant discloses a history of this behaviour bétme DAGL2).

On top of anxiety from managing a dis@ithat impacts their functionality as a student, P2
must navigate annoyances with incompetent university admiaiets and systems initially
intended to support students with disabilitie¥V dgrxiety anddisabilityhas rendered them
nearly debilitatedas a student, struggling to attend university, yet is aware of resources and
previous historyP2 and P4 explaimeir layered issues not only as typical students, but as
individuals who also happen to have disabilities.

4.21.2 Social needs

As studentsparticipants undoubtedly communicated issues with motivation in academia. This becomes

% % 0] o v §Z }v§ dEebréticaDhiem}ehy of needspecifically within the hierarchy of
needs pyramid. Social needs exist withinthe o}vP]vR}A]JVvP_ 0o C EU 3Z S3Z]E u}e3s (u
layer of the pyramidNlaslow, 1943. Social needs have been expressed as a concern for some
participants as loneliness or a lack of connection within their respective educational communities or
persmal circles, sme of which are impacted by technical limitations of gaming. When asked what game
§Z C[ o]l 8§} P2A)regporfeléd as followseeDAQL3).

When asked what causes the participant anxiety at university, they revealed a lack of

confidence in iniating engagement with new people as well as establishing a social circle at
university(seeDAQ14).
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Following up shortly after with what they envisioned their ideal situation to be, their
response confirmed their isolatidiseeDAQL5).

In terms of wiether they seethemselvesas a capable persoR2(i2) elaborates on their
inability to enter social circlegseeDAQ16).

Beyond the academic setting, social need exists within other ciRl{&) explains anxiety
from within a group projectthen their preferred form of social suppdigeeDAQ1L7).

After being asked if managing anxiety was preferred through verbal proceBdi(ig)
providedvalidaion, however with further roadblocks that induced more anxigtgeDAQ
18).

The challengef differentiating time zones frustrated the participant, as does their inability
to find support in their partner(See DAQ19).

, E A « Wi[e vV (JE (E] v+ ]P]38 00C « A oo + 3§ uv]A E-+]3CX v
burdensou 3§} A v3U $ Zef@erice fosedBal application whenanaginganxiety,

which is negatively impactdualy the lack of support within closer proximityhe loneliness

and lack of communal connection fB2within a friend community, as well as fBdwith

their family commurty and partnerwhen needing to ventare only two examples of social

needs not met by participants that cause anxiety.

4.2.2Finances

Although social need and managing disabilities have been highlighted as themes found undhi® st

have compoundedraiety for some participants, the most common and concerning cause of anxiety

A}] C 00 % ES3] ]% v3e A « 5Z 5 }((Jvv]o3C]vX &Jvv]os pE
needs pyramid within the second most fundam&no v }( "o (teBdinyg acrods a vast spectrum

of needs, participants claimed they require funds to afford anything from a new gaming console (which
would fulfil their social need), or access to a social physical activity to manage anxiety, to food and rent,
whichfallin} D *0}A[s u}+*3 (uv u vs o v }( "% Z C MABL®W, 1843 his *«]S] « ~
section bearsaccounts, current and past, impactingrficipant anxiety concerning financesee DAO-

22.

Beyond consoles and memberships, participants expressederns for access to grants, scholarships,
stipends, application fees, student loans, and tuition on top of anxiety from other aspects of their
educational experience. When asked what has causegnautside of university?5(i2) began with
their attempt to acquire funds on top of their stressful job seatsbeDAQ23).

P3(il) also began their response with financial concésaeDAQ24).

After failing to gain access to financial aid and lehvP $Z C Z 8} }u% o0 & 3A} o u 38 E]J-
worth of workin one, despite enjoying their research topiP8§(i1) acknowledged the

experienced stress with their workload, eventually compounding their anxiety as they

progressed through the studgeeDAQ25).

When asked if a lot of time is spent feeling anxi&§(i2) confirmed and expressed concerns
for their future financial needéseeDAQ26).
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P1(i1l) shared their first attempt in accessing higher education and struggle gaining access to
financial aid without parental suppofsee DAQ27).

For some particignts financial anxiety has historically been family based, whether living in a lower tax
bracketas a family or in isolation from extended fan{ggeDAQ28-29).

After sharing that their partner was away for a family illness, and whilst managing anxiety
from their three children and universit{25(i1) disclosed deep financial concerfseeDAQ
30).

DHOS]% 0 *Ce3 ue Z A % us Z % ES] ]% vS ]Jv e}u *}ES }( (Jvv]oe-
limits them to managing anxiety through VGs but thgh sport. The lack of work, concern to pay for

current or upcoming academic dues impact P7,F3,and P8. Yet P4, P1, and P5 acknowledge their
limitations and anxiety from being classified as being in lower income fanfilegety due to financial

strain proves to be the most prevalent theme amongst participants, whether in the context of academi

JE 3Z JE % Ee+}v 0 0]A X ,JA A EU (}E *}u % ES] % vie $Z |E VA
that anxiety from academia and other challengesagperson not only eexist but influence the other.

4.2.31ssues as a person

Outside the acdemic setting, participants carry the burden of additional difficulties which cause anxiety.
The following exemplifies these stressors in the forms of feantafé endeavours, starting new career
chapters, struggle around constructions regarding ageraorchalcy, raising a family, and grief
surrounding cancer and possible family de@gbeDAQ31).

Above,P3(il) processes anxiety from two transitional pericatscurring simultaneously
regarding their future plans and the state of their relationship. They are unsure how to move
forward after graduation due to aforementioned limitations in sectio®.2.added

relationship stresgseeDAQ32).

P5(il) elaboratedon their partner being away, as mentioned in sectioh.2 They shared

8Z Ju% 3 S3Z ]E % ESv E[+ v Z }v3Zu « Aoo «3Z]E Z]o E
the participant to playwGs, which will bediscussed in section24. At universityP3explores

their struggle with age as a ndraditional student. Despite their lifelong love of Pokémon,

P3(i2) /E£% o0 Jve AZC 3Z C BB4DAQJ3S8) A |E

Although they recognisthat their experience as a commuter student influences their social
behaviour, P3(i2) continues to struggle with the societal construct of age expectations they
were raisedo subscribe tdseeDAQ34).

Despite ownership of selfflicted pressureP3continues to grapple with this in their
personal life. Also a netmaditional student,P6(i1) juggles school and a fdlme career. They
share how academic stress overflows into their work setting, bigrttire lines between
hours of learnindseeDAQ35).

When asked of their gaming habits for the weBk(i4) admitted to anincrease from
previous weeks due to illness and an unfortunate amount of gsefDAQ36).

As opposed to the younger participan®3, P5, and P6 shared additional issues as a person causing

anxiety. P3vorries }us $Z JE (MSHE U AZ $pws}tw] }@& ~"viEuU oU_ v ulse §
when sick or managing grief. Also in times of grief, P5 manages anxiety through griefaigdiilg a
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family despite limited resources and support from their partner, leading to daily gaming. Outside of
academiaP6 juggles training for a fitime job ontop of school, leading to many hours of learning each
day and the mental capacity itgaires.From academic based anxiety to managing family, finances, grief,
and loss, its evident students manage quite a bf anxiety in ad out of the classroom. As some
participants alluded to turning t¥Gs for relief, section 2.4 will delve deepeinto how they playvGs to
manage their anxieties.

4.2.4Managing anxiety through gaming

Each participant admittetb their use ofVGs to curb or manage anxiety. While some anecdotes illustrate
the immediate need to playGs, others discuss their awareness of them needing to game as relief. Note
where participants acknowledge the benefits, which will be revisitezkation 44 regardig

metacognition data analys{see DAGB7).

HereP1(pi) explains how they fared specifically with their diagnosed social anxiety by readily
having access to handhélx over a period of years. They continue below, justifying the
behaviour as form of meditation whilst walking their character mZeldaVG(seeDAQ38).

DespitePlin their pilot interview(pi) describing handheld gaming as procrastination above,
they hesitate to admit the positive, calming effect they describe as meditd?@1) also
utilises handheld gaming to manage whilst in the work settaegDAQ39).

Not only doed3(pi) recognisehe comforting effect of graphics in gaming, but they share
8Z ]E % ESv E[+ IviAo P uvd v (3e¢PAR4®). u vS 3} %0 C

P2 (i4) provided an example of immediak¢Gplay when in a state of anxiety due to a family
incident out of their contro(seeDAQ41).

Participants directly addressed escaping the anxiety of academic work thx&Egandtheir
calming effec{seeDAQ42-43).

Pgi3) likened the success of defeating/&boss to that of release from using a punching bag
(seeDAQ44).

Some participants acknowledged their awareness of preference toilaafter work whilst others are
proactive in scheduling gaming timedrtheir diary(see DA@I5).

P8(i1) shared their reactive response to play&they findfulfiling AZ v §Z C[E *3E s+« ]v
the workplace, whereaB6(i2) takes a proactive approach to anticipated anxigtgeDAQ
46).

P6(i3) elaborated more on theiplanning process in a later interview when asked of their
new classegseeDAQ4Y).

In these examples, along with those on previous sections, we see P1, P6, P3, and P6 use VGs
proactively and reactively to manage moments of atyi&he intentional use isomparable

to someone bringing a sports bag to work in anticipation of a challenging day hoping to
exerciseafter or choosing to watch television or listen to music after coming home from a
difficult work day.

4.2.4.1 Social neds met
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e % ES] ]oéalngedlswere exemplified in section 4.2.2, participants seek support through social
outlets. P6(i2) shares who they choose to wind down with, including their partmétfh whom they play
VG (seeDAQ48).

Despite unsuccesdify forming a social bas# university, as seen earlier in section 4.222(il1) connects
with friends from home via online multiplayer gameeeDAQ49).

In a follow up question, when askedA7(i1) discusses strategy during online multiplayer, they explained
their need forcasual dialogue and lalohck friends online despite being weak in Player Versus Player
settings(seeDAQ50).

Through a busy pogjraduate courseR8(il1) uses online gaming akeir time to catch up
with fellow student companyseeDAQ51).

When askedow they manage their disability mentioned in section 4.R4(i2) shared connecting with
their significant other and with friends onlileeeDAQ52).

4.2.4.2 Complementary divities

Most participants shared complementary activities to gaming thadtimitheir anxiety relief practices.

Section 4.4A1o0 e pee % ES] % vSe[ u § }Pv]3]}v ]Jv §Z Pv@)ahared P u]v
their pride in a vast music cotlBon and was asked why they choose to invest a significant amount of

time ingetting lost in their musi¢seeDAQ53).

Some participants playGs that emulate other hobbies. When aske®#{(i2) utilisesVGs to manage
anxiety, they disclosed thefiractise of Rock Band to ddress, playing the most physical of instruments
(seeDAQ54).

Physical hobbies have shown to have positive benefits for mental health. When askétblitv
managed their anxiety after a particularly difficult day, they aoméid their choice to playGs and
discussed their plan to supplement stregdief in various forms the following wedkeeDAQ55).

Aside fromP2[ {pi) involvement in dance, which will be explored moreséttion 4.4regarding
metacognitionP6(i2) supplements their anxiety management simply with walk{sgeDAQ56).

BeyondP7(i1) listening to music, it was shared thidiey are also a musician of multiple instruments since
the age of six. With multiple outlets for relief and social opportunitieduiting playing hockey, they still
choose to playwGs, sometimes changing genresdadifficulty levels for a slackened gaming experience
(seeDAQ57).

P3(i1) reflects on how/Gs and dance are both outlets for religeeDAQSS).
Itis evidentthat *%0]S %o ES] 1% VS[* % & ( E v 8} vP P ]Jv s'sU }8Z &
anxiety management. Also proactive or reactive to the anxiety experienced, participants walk, play music,

listen to music, play sport, or dance. lirigportant tonote paticipant recognition that other activities
curb anxiety beyond VGs.
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4.2.4.3 Family istory

Whilst the aforementioned were current issues at the time of the study, participants contributed subject
matters from theirpersonalhistory that have impactetiow they manage anxiety wittiGs. This pattern
exists with most participantget note that all participants grew up witfGs present in the home.

Cognisant or not, whilst coping with anxiety from challenging family situations participants chose to play
V@, at times intentionally to escap®6(i3) learned surprising news about their familhich they then
associated with a favourite childhodd3 using it to selsoothe(seeDAQ59).

P7(i2) and their father established a common interesM@s at an early age despite a separation. No
longer being able to game with their father and feeliogely without an older brother, they played
games alone pressing random buttons without understandimyes(seeDAQG0).

When asked of the relationship7(i2) elaborated on the impact of their father on their gaming habits,
yet still maintaining thisommon interesi{seeDAQ 61).

The separation of parents was unfortunately a less amicable experienB2(i3), who escaped through
their childhood console and handheld over a period of y¢sesDAQG2).

PlayingVGs to escape was a direct coping chanism for participants managing familgsed anxietyP4
(i2) discloses a shared home experience whithir best friend, whom they playedGs online with and
continue to do so through universitgeeDAQ6E3).

tZ]oeS G }Pv]e]vP 3Z J]E of\ES(tEcpgnitfelyesdape family and povely(i2) owns
their paralleled behaviouhowever with an appreciation for its positive impgseeDAQ64).

Delving into reasons fdo escapeP4(i2) also managed separation of parents at an early agsylting in
counselling and further anxiety in the horn(@eDAQGS5).

P1(i1), who found g@ming meditative earlier in this section, also shared a history of familial discord.
When processing their management of anxiety caused by said strife thid@ghhe participant was

I 1(3Z C[A v A o] 8]}v (}CseeRAQEEY SZ ]E o](

When asked to elaborate on their reference to escapi?)jl) explained their connection to storytelling,
intricate narratives, and character development whifsti state of being closed off before their coming
out procesgseeDAQE7).

They continuedo explain howwGs were present in emotionless times and when also managing a
challenging home liféseeDAQE8).

In terms of what pulls them into gaminB3(pi) recalls how family stress around citizenship and abuse
prompted them to escape through gang and dance as well as how this continues togagDAQG9).

Aside from present day usage, participants historically used VGs to manage issues within the home

Whether to avoid uncomfortable situations or escape parental confliath VG play iscommon theme
amongst all participants.
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4.2.5Conclusion

Whilst common threads of familial and financial challenges are woven through the various patterns and
themes d anxiety portrayed by participants, whether at home or academia, it is evidenM@ahave

played an integral part in participants managing stress and anxieiyGhave been an influence on

participant identities, there has also been an awareness3sy }E }A E3U }( P u]vP[e %o}*]3]/
benefits Thiswill be explored in follwing sectiors. In terms of theme description regarding tlssction

texturally, participants experienced relief from anxiety, whiisticturally throughgameplay.

4.31dentity developmentdata analysis

Curious as to whethevGplayers are using virtual worlds to develop themselves psychologiiiytity
themed questions per section®1were formed regarding topics of failure, planning, organisation, and
capabiliyy, whether as a student, friend, partner, colleague, or fgmmember Thissectionstudies
examples of direct gaming influences on development, as well as the social impact aadaelfiess in
the context of identity development.

4.3.1Direct mpactof gaming

With intent of determining whether games or scenes@ 350G Z 0% }VveSEMN § vV A 0}% %
identities, we learn of several instances where this is the case. When askegbifwould say their seif
confidence has grown to an extebecause of gaming, they replied with how a virtual world prephare

them for the real worldseeDAQ70).

In describing whether they felt gaming helped them develop who they are as a p@&2(2) shared how
motivation in the games they choose also motiviitem in reality(seeDAQ71).

P6[ €il) loneliness and lack of access to exploration as a child was comforted thv@gind their
imagination(seeDAQ72).

As P1 utilised VGs to explore idi¢yy P2 connects life and VGs with being objective driverie&®ed
how to cope as an only child. Such experiences directly impacted participant identity formation.

4.3.2Relationship confidence through gaming

Conversation surrounding identity development as a friend, partner, colleague, and family member
organtally evolved as a subject matter during most interviews. When forming the aforementioned
interview questions, it was thought participants would sharkigons in their virtual worlds that solved
their realworld problems concerning their identity develmgnt. However, participants explained that
solutions were not necessarily found within the games themselves, but through its shared usage.
Anecdotes ofelationships and memories with\&Gcomponent prove to be another common thread
amongst participantdulfilling their social needs whilst supporting confidence and capability within those
relations.P1(i4) A % E ¢ ¢ VvV %% E ] S]}v OpRaryZvHilgE gémirisecDA®73).

In section 4.21 P1(i4) expressed need for support from social leiis. They continue by stating a shared
appreciation fortheir siblinggseeDAQ74).

When revisiting the matter of familial conflict in sectio?4, P2(i1) u v8]}v  Z]e ]38 E[* 'u }C
and their relationshigfseeDAQ75).
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Whilst cooperative gamegy, or ceop, was clearly team building for the siblings, competitive gameplay
also benefited the relationshif?5(il) also shares the sentiment with their older sibling into their
adulthood(seeDAQ76).

P6[i4) % ESv & [¥Gfiurchase left thenmecstatic for the opportunity to share quality time
§}P 8Z €& P u]vPX dZ C[A +3 0]+Z « } ape @EErSdenity as ascoupisdd v Z
DAQT7).

Asboth P6and their partner shared awareness, the dynamic relationships allowed the twloatitenge

and support one another when problem solving (Sanford, 1962).

P8[ {i4) relational identity development thragh gaming has grown in multiple roles, as a partner, sibling,
and within social circleseeDAQ78).

Beyond family, establishing idetyt through friend interactions surroundingGs has shown to be
effective for multiple participantd?3(i3) prides inhaving multiple arcades machines in their home and
enjoys hosting game nights with their partner. They start with listing games they plgging ce
operatively locally at homé&seeDAQ79).

P7(i3) actually favours local eop and will venture online foonline ceop for a particular game, however
% E ( E 0C v}S Ju% 3]3]A (se€6DAQBH).]S[* Jv 8§ wu-

P3(i3) only recently braveanline ceop, finding it pleasing and odd, yet they also appreciated the social
gaming within their subcultural Queer communigupporting their level oQueeridentity synthesis
(Cass, 19795eeDAQ81).

In theseexamplesparticipants shared experiees of building relationships through VGs. Spasitive
connectiors shownot onlythe strengthering ofbonds butthe building of individual relationship
confidence These benefits can increase within gaming communities, whicbvered in the following
section.

4.3.3Gaming communities

In the previous section, interpersonat@erience with partners, siblingsandfriends prove to build
participantidentity within those relationships. Whilst this meets social needs of participants, as does
communitiesbased around/Gs, especiallgroups for thosavho share personal identities within a
subculture. When asked specifically if gaming had any impact on thetitidé?7 (i2) spoke oftheir

friend group at homewho are asogamers They continue aboutdw their relationships and
conversatiosincludeVGs, whilst validating their use of gaming telax(seeDAQS82).

When asked what keeps their attentiom VG, P7 (i1) confirms the use of multiplayer online gameaas
solution to keeping thie friend groupconmnected(seeDAQ83).

ForP3(i3), a gamer identity and gaming community has been essential since their teenagésgsars
DAQ84).

WhilstP3(i3) articulated their appreciation for a Queer gaming circle in secti@®, P6shares their
discovery of Queregaming communities online as well as their role within (seeDAQS5).

Safety within this community is very importantR6(i3) (seeDAQS6).
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A sense of belonging contributes R&[ {i4) identity development as a homosexual male and a gamer
(seeDAQ-87).

P8(i1) utilises online Transgender and Queer gaming communities as a safe space to avoid or recover
from toxic people online. Further, tlyeactively create physical safe spaces and events for LGBTQ gamers
on their university campus, where they h@ned to have met one of their closest friendgeeDAQS8).

WhenP3(pi) felt detached from family, they found community through gaming despite their disability
(seeDAQ8B9).

As their social circle grew, they s&8@ as a solution to work through socsalxiety(seeDAQ90).

These exampkshow how VGs not only managexiety but keep people connected to friends and
family. Such gaming communities also provide a digital safe space and sense of belonging for
marginalised gamers while offering opportuegito make new connections with others.

4.3.4Selfidentifying thraugh gaming

Intrigued as to whether participants sought development through games and virtual worlds, it is evident
that whilst some anecdotes exemplify this participgnh sectiom.31, participants% EE]v ]% 00C }V[$
answers or solutions withirhe games themselves, but introspectively and externally from their gaming
experiencesP7(il) explains the importance and role ¥ in their life as a gaméseeDAQIL).

P8(il) descibes the relevance of G in their life as a transgender womethilst acknowledging the
dualistic noxiousness yet lure for the Queer commu(sgeDAQ92).

Four of eight study participants identify as part of the LGBT+ community. Beyond their Quedgy iddnt
(pi) shares how playingGs impacted their size idenyiseeDAQ93).

4.3.5 Conclusion

Questions themed in failure, organisation, and gfceived capability were anticipated to highlight

patterns of confidence in participangs well asnsidht into their identity developmentWhilstVGs

themselves haveZ JE 8 Ju% 3 }v}IvI[e] v3]5C A 0}%u vd v E o §]}v
participant responses in thisectionexhibit true value inntentionalusage ofVGsto examine their seff
imposedidentities. The textural description regarding thégctionis that participant [ ] v§]58] -

continued to develop, structurally due to gaming within their relationships and social circles.

4.4 Metacognitiondata analysis

Observations of participant metagnition ae based on data collected througihnenomenological
gualitativemethods as well aguantitativemethods. As all qualitative data collected can be categorised
as metacognitive knowledgdue to participant awareness of cognitive systffwells, 195; Spadagt

al., 20@), thissectionwill simply focus on experience$ awarenessvhilst highlighting patterns of
subject matter in relation to anxiety andGs. Participants discuss epiphanies in which they observe
themselves playing games that activelygage their awareness of how gaming impacts their mental
processes surrounding anxiety. In somstancespelow, this progression transforms anxiety into
motivation, which in turn develops into empowerment
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4.4.1Escajngthrough gaming

The act otompartmentalising anxiety by playiM{® stands as a common, intentional, and cognisant
practice, even at a young age. Similar to examples from sectiohahd4.3.2, the following participants
reference escapehowever not to thescientificextent of escapismdZ o vPu P }( "Nise % ]vP _
intended for consistency purpose?6(il) notes their mindset toward gaming and its benefits as a child
(seeDAQ9Y4).

P3(i4) explains specifically how coping with diagnosed anxiety is eased/itfseeDAQI5).

The overwhelming effects of their anxiety can be set aside when investing focus in demanding gameplay.
The success within the game transcribes into real world empowat for P3(i4) (seeDAQ96).

Also diagnosed with an anxiety disorded,(pi) controlsworrying through Tetris and the need to
concentrate on gameplafigeeDAQ97).

P1][ €il) metacognition regarding the relaxing impact of Tetris gameplay delays tlssymes of life in a
more passive outlook oescapingseeDAQ98).

Returning to their haor game,P3(il) equatesescaping througlWGs to that of other forms of media
JVeHUu%3]}v v v8 ES Jvu v3X tZ]oe3 E }Pv]e]vP 3Z ifg, Rdwfitd EEC &
themselves processing how to carry appropriate thinking into rea{déeDAQ99).

AsP3attempts to process their gratification in horror games, their perception and success in coping with
v8] 1% § (E]PZS Ju e Aelu®E  }( }PV]S]IA  pu%Z}E] o v JvP &} v

4.4.2Problem solving parallels
Partidpants shared aawareness of similarities when confronting challenges in both realityv&zd
When asked if their gaming strategy parallels that of managing things in re&@4(i8) shares their

consciousness of problem solvifegpeDAQ100).

When aked if managingtressful problems is different between the real world and gamitgyj2)
confirms their use of online resources for bgdeeDAQ101)

Despite initial states of fear, when asked what they were taking away from a W@&®3(i1) happened
upon a prdound realisation regarding particular problems in ([$eeDAQ102)

4.4.3Accomplishments through lists

Participants observed an awareness for task lists and side quests relieving anxiety. In the following
examples participants articale a need for control resulting in a sense of accomplishment in both reality
andVGs.Doing so caprovide participants witlieelings of pride, encouragement, even hojéhen

asked how they feel certain gameplay helps them manage things in everyd®p6life) explains as such
(seeDAQL03).

In managing their diagnosed anxieB3(pi) describes the satisfaction of completing lisdgeeDAQ104)

When asked to elaborate, they confirm feelings of libera(@@eDAQL05)
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P3(pi) continues by making eonnection to academibased anxiety, which is eased with the support of a
mobile appication (seeDAQL106).

Expounding on the concept, the participant conveys how tackling lists in gaming prepares and inspires
their motivation for completing academic wo(seeDAQ107).

4.4 4AEmotionalcognisancehrough gaming

As referenced in sectiof.3.1, people choose to escape through multiple forms of media. Within these
VG, books, films, music, televisipnogrammes art, and theatre, consumers become invesited
characters, settings, and stories they may personally relate with. This investomess in a form of
empathy that elicits emotions, triggering spurs of cognition. In this section, participants observe an
awareness of feelings in that stimulation of tight whilst engaging iNGs.

P6(i3) recalls an experience of calming whilst ganaftgr a difficult day in the previous we€keeDAQ
108).

P3(i3), mindful of the effects of gaming, and in the fashion of conditional metacognitive knowledge,
chose to pay a horrolVGwith intent to provoke aeaction(seeDAQ109)

P8(il) recalls their initial recognition 0fGs as an influential mode of storytalli. This event initiated
their earliest waking of emotions associated with gender iderfigeDAQ110)

During the unfolding of their coming out process later in I8(i3) recollects their awareness of previous
life decisions and inevitabilities w&il binge gamingseeDAQ111)

Playing ostalgicVGs such as Mass Effect during a trying period prayRigan opportunity to

sort through profound realisations in their development as a Transgender woman. In the context
of reminiscence and sentimentalitnostalgia was observed to be a common emotion not only
expressed but sincerely appreciated by all veoatributed to this study. When asked why they
were also drawn to the Mass Effect franchiB8(pi) excitedly elaborated with the comparison to
1990sliterature they enjoyed as a chi[deeDAQ112)

P6[ €il) exuberant explanation for their love of aefic horror game reboot stood out amongst
participants(seeDAQ113)

As each participant alluded to feelings of nostalgia either from a particular game, franchise,
console, or fond memonR6(il) consistently pinpointed throughout their interviews hdhe
emotion impacted therm(seeDAQ114)

An amalgamation of anxiety ref, escape, familiarity, and idyllic time travel provided a reliable outlet for
P& In the same wathat art, music, sport, literature, and film bring consumers to a state of &y,
complete absorption into gaming results in happiness (Csikszentrinib&80)

4.4 5Conclusion

Metacognition in the context 0¥ Gs is undoubtedly linked to aformentionedthemeswithin the
anxiety and identity developmermhaptersthrough experiencearticulated in this chapter
Participant accounts revisitiregcapingsupport references ithe previoussection whilst
enhancing the understanding of metacognition a¥@ in terms of problem solving,
accomplishment through task listand emotionatognisance Furthemore, the emotion of
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nostalgia experienced by participants verifies another common, but positive and uplifting thread
amongst participants. The relevance of thedasters of meaningre not only validated

throughout thechapter, but thoseassociated with nostalgia are regardsichilarlyto the state of

flow experienceawithin positive psychologfCsikszentmihalyi, 2014h terms of theme

description regarding this chapter, texturally, participants experiericettased retacognition
throughthe structural experience of gameplay.
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Chapterfive: Discussiormnd conclusion

Data analysis confirmed superordinateemessurrounding anxiety, identity development and

metacognition. The discovery of multiple subordinate themes within the primagethelped the

researcher understand complexities of the VG experience. The following discussion of results attempts to
visualis §Z2 & « & Z &[] VEgthapset will mXlude discussion of restitoughthe
progressiorof emergentthematic analysis from forecasting tauition, followed by study

recommendations and conclusion.

5.1 Discussiopof results

Primaryobjectives of this studgurrounded the exploration d¥Gimpact onhigher educatiorstudentsin
relation toanxiety, identity deelopment, and metacognitiorkindings of thi$PAstudy are founded on
interpretation and analysis of qualitative daddpart] ] %0 V&ekperiences btained through semi
structured interviewsThis chapter will provide an interpretation of findinghkjstrating common themes
and research relevancy through applicable theangl preceding research.

IPAhas been verified athe most congruous qualitative approach for the present study. The
phenomenological approach allowed for the collection of datafound in previous literature, lending

the opportunity to observe what is transpiring in the minofgamers and what is noWhilst participans
reportedviolent gameplay in shooting and survival games, participants were ablntpartmentalise

reality fromVG Mentions of killing within gameplay did not transpiregarticipantskilling in the re&

world for the duration and writing of the present studelatedly to this research and anxiety relief, a

2011 study” (}uv 3Z 8 %0 Q&R AJ}o VEE =+« Jv (EUSE 3]}v v RBPE <]}V
Valadez 2011) The phenomenological approacdemonstrat@ through this study what imaterialsing

from the VGexperience, consequently securidV ifrportance and requirement in scientific gargi

literature.

To put into context visuallynitial expectationgpredicted datavouldindicate a linear progression of
events. Beginning with emotions of anxistygmming from academic and personal strgsarticipants
would actively partake iWGexperiences, eventually resulting ansense ofelief from earlier anxiety

(McGonigal, 2015)See Figure 1)

Figure 1.

In the development othis study identity was addedo the visualwith anticipation of aconnectionwith
student development theorie€Chickeringk Reisser, 1993; Evaret,al, 1998). Metacognition was also
added with the possibility that participants became selfare of identity development or moments of
relief from theVGexperiencgFlavell, 1979; van Velzen, 2016; Metcélf€himanura, 1994) Supporting
both themesdata fom interviews show thatpurposeful gameplay buildselfconfidence and realorld
problemsolving skills (McGogal, 2015; Przybylsket. al 2010).Therefore, instead of participants solely
experiencing reliefadditional results may include developntest their identity, and perhaps
metacognition of such growtt{See Figure 2)
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Figure 2.

As expected, per the analysis of this study, participants experienced anxiety due to academic and
personal stressors, causitiftem to utilise gaming in seeking relidfurther, noted metacognitive

moments revealed participant awareness of identity developnanstudents in the theoretical sense, as
individuals within partner, familial, anglatonicrelationships Paricipants also associated with those of
shared knowledgeSierra& Botti, 2014; Sierra, 20185 members within social circles or persons of
subcultural membership, including gamers or the Queer commultityas then interpreted that the
shared gamingxpe&ience of participants proved capable of stimulating personal improvement and self
awareness, subsequently increasing metacognition whilst maintaining a component of satisfaction.

However this initialvisualinterpretation was proverincompletedue to more compoundanecdotes

articulated by participants. Themes of anxiety, identity, and metacognition were not imeanjunction

with the gaming experience, but more complex. It is cfeam interviews thathe phenomenon of

AP u]vP & o] Awasv/Aa OC upod]( 8 X /v 8Z % E} <+ }( v A]JP §]vP
identity development, participants wavered between multiple levels of metacognition and anxiety
simultaneously depending on the topic at hand. Moments of awareness also addgst of intricacy

based on when metacognitiveA v3e } HEE v % ES3] % vSe[ o]( §8Ju X dZ pupv A
overtly called for a reinterpretation of themes, causing the acknowledgement of themes becoming

mutually influentialthrough the ganingexperience(See Figure 3)

Figure 3.

Whilst often misquoted, philosopher Bertrand Russell is associatedhdthdagerd]Ju C}lp vi}C
wasting is not wasteX _ d }-gapners, theVGexperience can be construed as a waste of time. In
justifying their gaming experiencBlshared a frustrating moment with their grandmother.
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0}8 }( %o }%o0 se ity g@ime®dnd play time is just part of the human

E% E] v Xt [A e&kforeger. Yesterday was my brotero A[e JESZ CU
an /| A« 3 uCPE vule (J&E Jvvw EU v [/ Ae«o]l ~,C/lZA 3} P
/f[u P}vv P} PE Pu }& «}u $Z]JvPX_ v eZ [¢ 0]l » Pu M, £
uvl_ v [/ A o]l NiuPYvwsiP 3 E PuX_ v Z [ o]l "KZU
Forsome reason, she was okay with a grown man playing a card game, but not a grown
man playing &/G

The nongamer may subscribe to the initial phenomeniaterpretation; however, the present study

implies that the actual phenomenon potentially has more lagggion to cope with the lived human

existence Paticipants are experiencing more thansimpe digital game or storywhen theyspoke of

gaming before homework or between classesilst this may be presumed to be procrastinatiahey

could indeed begaking a moment to allow their academic creative energies to rest before picking up on

their courseworkP1timidly referenced it as meditatigrin which simultaneously during gameplay, their

mind could be preparing itself for next stegsor those whdecome so immersed in gameplapey may

(Jv 3Z ues 0A *« ]V %}*]3]A % +C Z}o}PC 37 }GthreSoffig@.As e 3ectetitoviu]Z o
happiness,h A %0 ]ve ]Scomplete]ywiRvolved in an activity for its own sake. The ego falls away,

time flies, every action, movement, and thought follows inevitably from the previous one. Like playing

i 11U C}uE AZ}o JvP ]¢ JVA}oA U v Clu[E (Csikeen@ipadd, 20140 5} $Z
Thisadditionalsubordinatetheme of happinessiithe gaming experience may be recagal by observing
non-gamers, but not personally empasiaid.

Comparable to happiness, the emotion of nostalgia as amlibatetheme was referaced by all
participants.P6discussedhis most, for instance through -®it graphics whilstonginglyexploring digital
worldswith their imagination The gaming experience opens portals of imagination for participants. For
P6[e ]*}0 § Z]o Z}theWmayHave$ad trouble imagining things in their life, they could
through the use o¥Gs. And once imagined, could begin to apply such things to life, even into adulthood.
The updated visual now includes happiness and nostalgia in addition to redietaslt of the VG
experience(See figure 4)

Figure 4.

As subordinate themesof happiness and nostalg@@n be additionatesponses to gaming beyond anxiety
relief, another interpreted theme has proven to augment tM&experience Whilst an individual can
benefit from theVGexperience ands corresponding ttmes, the present study highlights the impact of
gaming with others, as all participants have articulatedddgs of the shared lived human relation, or
relationality zan Manen, 2007Benefits of cooperative gameplay include boosting moods, inorgas
pro-social behaviours, buiidg stronger relationships, and develimg trust (McGonigal, 2012; Ewoldsen,
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2015) Due to thein-depthnature } ( /W [+ <p @idcess the present studgan verifythe
importanceof how one chooses to engage in gameplayhwathers in turnbearingmore meaning than
the game content itself-inally supporting the essencegdming whilst the gamer can benefit with an
increase in identity developmermind metacognitionthe wayone plays collectively can enhance M&
experencethrough empowering connectionsind thus showing that influence lies in that of the player

Vv v}3 8Z PuU EP E o e+ }(THiS $audk phd followimgAesearch may allow for the
use of VGs to combat higher education based anxietyare intentional processes, and [silsly
maintenance towardetter student mental healthn general

5.2 Recommendations

Recommendations to improve this present study include an additional number of participants, preferably
twelve in total Any more wold exceed the recommended amount for IPA, which is best for smaller
samples of participants. This would allow for more data but may be more cumbersome in the steps of
transcription and codinglhis being said,mitting any quantitative aspect auld alsobe beneficial for the

study, as IPA is committed to small sample sizes, therefore deeming any quantitative data moot (see
collected quantitative data iappendix p10R A refining of interview questions would allow for more
flexibility and a strager focus a description by participants. This would also allow for language to seem
less biased, considering the bracketing of this particular researcher. While the participant set is inclusive,
increased representation of oppressed and marginalised conities woull further diversify

perspectives and voices, especially that of women and People of Colour. A balance in UK and US students
would also have been ideal to reflect any additional differences or similarities between the VG experience
between natims. Finallyadherence to the initial researcher proposed timeline would have provided a
more enriched data set. The delay in researcher induction to the university, administrative approval of
research proposal, and SREP approval, further limited thalimithdow ofaccess to currently enrolled

student participants.

Further research could includBAstructured research focused on particular communities of identity,
such as People of Colour, the Queer community, persons living with disajslitiedy gamerswomen

and female identifying gamerand lower income communitieSuch attention would provide thorough
insight into marginalised communities within the overall gaming community. Due to the increase of
awareness of bias and hate speeclpublic areas, undetanding of gamers and their experiences with
toxic masculinity would provide a foundation for understanding and combating unsafe digital spaces
online. Gaming clans, a generally new aspect of gaming due to the increase in onlineagreijtipbuld

be beneicial to also conduct researchn the context of education, studies considering the need for
educationalVGs designed for higher education institutions would contribute to more proactive efforts in
building student development.dRearc concerninggamingwithin university campusesould lead to

more proactive education and programming by university staff and counselling services, which could
positively affecstudent successtudentmental health, and in turn studemetention and anyfinancial
implications per student. Beyond the realm of academd&developers cogiant of their impact on

users could consider intentionality within their game content and player goals. And ultimately, gamers
and families with young gamers could be marentional with halthy, positiveVGusage as a form of
stress relief and therapy comparable to other forms of leisdmey mental health studies would benefit
the growing concern for depression and life completion, especiathyeicontext ofthe malegamer
experience.

Ultimately,an IPAapproach would best serve such research opportunities within education, and
especially the/Gindustry, which necessitates further literatundowever limitation to this methodology
is that of a small sample sizejmparily due to resticted timeand availability of participants. Also, critics
of IPA have expressed concern dolequate validity as criticisngjven thesubjective nature of qualitative
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research. Further concern exists in that such reseaarhot be replicated exactly, esgially due to
varying conditionscontexts, eventsparticipants, and researcher bracketing

5.3 Conclusion

dZ]e 3y C % E}A] % *C Z}o}P] o0 ]Jve]PZ3 ]v3} Vi 4R &eigtowings[ o]A
technologicalndustry. ThroughlPA the dlowance ofliberated participant experiences permitted

detailed accounts of the student gaming experience. Establishing a foundation of understanding
regardingthe relationship between student anxiety, identity development, ametacognitionproved to

be valuable in the overall body of scientific videogame literatihilst easy to confirm that anticipated
emergent themes surround anxiety, identity development, and metacogniti@gbearcher identified

the highly complex retaonships between those tlee superordinate themes and their respective
subordinate themes. The experience of stress, then anxiety, to VGs, resulting in relief is not linear as
expected. The phenomenon of the VG experience is ultimateljifaceted in which anxiety, identity

and metacognition can all impact each other and/or gaming, resulting in not only religfdasibly
happiness and nostalgiAs some research is expected to explain phenomena and find answers, the
purpose of IPA is to build a bettanderstanding and contrilie to research, which has beenet by this
study for the general VG experienddot only did this studhighlightVGs as a equallyreputable

medium comparable to music, film, theatre, literature, and television, but it demonstrates its capabilities
toward creatinganincreasingly interactive and social opportunity for storytelling, education, and
community development. The gaming ex@mcestandsasan experience that impacts beyond identity
and metacognitivalevelopment in that it serves as a limitleastrument to include, educate, and
empower.
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Appendix

Participant Demographics

This data is collected from ¢hinitial participant recruitmentform, locatedin the appendix on

p50.
Participant# (P1
Age | 27
Level of Study | Bachelor's degree
Country | United States

Insitution(s)
Classification

community college, public research university

How often do you
play video games?

| play 3DS and Switch between classes and after family dinners. | play PS4
late at night when | don't have school in the morning. | play mobile games with
friends and family when | don't have WiFi.

How do you
typically manage | Sleep and smoke cigarettes. Watching TV while eating is an excuse to not do
anxiety? | work.

Gender Identity

Man

Gender Pronouns

he; him; his; his; himself

Ethnicity and/or

Race | Arab, White, American
Accommaodations
and Persons with | Mental Health (including mood, anxiety, eating, personality, & organic brain
Disabilities | disorders)
Sexual Orientation | Homosexual/Gay

Participant # ‘ P2
Age | 20

Level of Study | Master's degree

Country | United Kingdom

Insitution(s)
Classification

public university

How often do you
play vid eo games?

| play Xbox 4-5 times a week for at least an hour and a half most times. | play
solitaire at least once a week and a game called "ride" on my phone daily. |
enjoy spending more time gaming on days off and weekends

How do you
typically manage
anxiety?

| distract myself with walks, or spend time on my phone/xbox

Gender Identity

Man

Gender Pronouns

he; him; his; his; himself

Ethnicity and/or
Race | White, British, English
Mental Health (including mood, anxiety, eating, personality, & organic brain
Accommodations | disorders) ADDED: My medical condition (irlen's syndrome) causes me to
and Persons with | suffer migraines regularly. But I'm on preventative medication so this shouldn't
Disabilities | be an issue

Sexual Orientation

Heterosexual/Straight
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Participant # P3
Age | 31
Level of Study | Bachelor's degree
Country | United States

Insitution(s) Classification

public research university

How often do you play
video games?

At least an hour daily

How do you typically
manage anxiety?

Medicine, gaming, dancing, working out, or writing.

Gender Identity

Man

Gender Pronouns

he; him; his; his; himself

Ethnicity and/or Race

Latino/a/x, Cuban, Dominican, Hispanic

Accommodations and
Persons with Disabilities

Mental Health (including mood, anxiety, eating, personality, &
organic brain disorders)

Sexual Orientation Homosexual/Gay
Participant # P4
Age | 19
Level of Study | Bachelor's degree
Country | United Kingdom

Insitution(s) Classification

public university

How often do you play
video games?

| play Xbox one for around 3 hours a day and longer on weekends,
| play on my phone at once every couple of days

How do you typically
manage anxiety?

Talk to my friends/girlfriend/support tutor and do things that | enjoy
such as gaming, going out/meeting friends and eating

Gender ldentity

Man

Gender Pronouns

he; him; his; his; himself

Ethnicity and/or Race

White, British

Accommodations and
Persons with Disabilities

Mental Health (including mood, anxiety, eating, personality, &
organic brain disorders), Learning

Sexual Orientation

Heterosexual/Straight
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Participant # P5
Age | 36

Level of Study | Doctoral degree

Country | United States

Insitution(s) Classification public research university

How often do you play video | spend most of my time on my Mac or phone for at least 1
games? | hour or more each day on gaming.

How do you typically manage
anxiety? | Walking, Facebook, anything to distract myself

Gender Identity | Woman

Gender Pronouns | she; her; her; hers; herself

Ethnicity and/or Race | Asian

Accommodat ions and Persons
with Disabilities Learning

Sexual Orientation Preference for no labels, Preference for no labels

Participant # P6

Age | 30

Level of Study | Bachelor's degree

Country | United States

Insitution(s)
Classification | online for-profit university
How often do you play | play PC gaming every day, | have a game boy emulator on my phone

video games? | which | play at night. | usually play games in the morning and evening.

How do you typically
manage anxiety? | | watch a movie, it | take a walk outside and play Pokemon Go

Gender Identity | Man

Gender Pronouns he; him; his; his; himself

Ethnicity and/or Race | White

Accommodations and
Persons with
Disabilities | Not living with disabilities

Sexual Orientation | Homosexual/Gay
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Participant # ‘ P7
Age | 20
Level of Study | Bachelor's degree
Country | United Kingdom

Insitution(s) Classification

public university

How often do you play video
games?

| play ps4 daily, usually for a couple of hours at a time.

How do you typically manage

Just take my time and try to see things from other people's

anxiety? | point of view, though im rarely anxious
Gender Identity | Man
Gender Pronouns | he; him; his; his; himself
Ethnicity and/or Race | White, British

Accommodations and Persons
with Disabilities

Not living with disabilities

Classification

Sexual Orientation Heterosexual/Straight
Participant # P8
Age | 30
Level of Study | Master's degree
Country | United States
Insitution(s)

public urban research university

How often do you
play video games?

Play PC anywhere from weekly to daily based on my schedule. Xbox One
in chunks when a console game comes out that | want to play. Silly mobile
games frequently in small chunks.

How do you
typically manage
anxiety?

Pretend it doesn't exist until I'm forced to take a mental health day.

Gender Identity

Transgender, Transwoman or Transfeminine, Woman

Gender Pronouns

she; her; her; hers; herself

Ethnicity and/or

Race | White
Accommodations
and Persons with
Disabilities | Not living with disabilities

Sexual Orientation

Lesbian, Queer, Questioning
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Participation recruitment form
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Consent form
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Signed consent

Participant # 1

9-5-2017

Timestamp 11:32:31

10-12-2017
22:28:05

9-30-2017
5:17:52

10-15-2017
22:28:08

11-23-2017
21:37:29

9-1-2017
20:52:33

10-8-2017
20:02:21

9-1-2017
17:41:29

By entering the date and time below, | have  been
fully informed of the nature and aims of this
research as outlined in the previous Participant 9-5-2017

Information page 5:31:00

10-12-2017
22:27:00

9-30-2017
0:17:00

10-15-2017
22:27:00

11-23-2017
13:36:00

9-1-2017
15:52:00

10-8-2017
20:01:00

9-1-2017
11:40:00

| consent to taking part in this study | agree

| agree

| agree

| agree

| agree

| agree

| agree

| agree

| understand that | have the right to wit  hdraw from
the research without giving any reason up to two

weeks after completion of  participation | agree

| agree

| agree

| agree

| agree

| agree

| agree

| agree

| give permission for my words to be quoted (by

use of pseudonym) | agree

| agree

| agree

| agree

| agree

| agree

| agree

| agree

| understand that the information  collected will be

kept in secure conditions for a period of 10 years
at the University of Huddersfield

| agree

| agree

| agree

| agree

| agree

| agree

| agree

| agree

| understand t hat no person other than the

researcher/s and facilitator/s will have access to

the information provided. | agree

| agree

| agree

| agree

| agree

| agree

| agree

| agree

I understand that my identity will be protected by
the use of pseudonym in the report and that no
written information that could lead to my being

identified will be included in any report. | agree

| agree

| agree

| agree

| agree

| agree

| agree

| agree

By checking below and entering your name in the
box below, you are effectively providin g your
signature, indicating that all the information on
this form is true and accurate, to the best of your
knowledge.

Full Name

| agree

| agree

| agree

| agree

| agree

Email Address
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THE UNIVERSITY OF HUDDERSFIELD

School of Human and Health Sciences  +=School Research Ethics Panel

APPLICATION FORM
Please complete and return via email to:
Kirsty Thomson SREP Administrator:  hhs_srep@hud.ac.uk

Name of applicant: Richard Peralta

Title of study: Psychological impact of video games on university students managing anxiety with
counselling

Department: School of Human health and Sciences Date: 9.6.17

Please provide sufficient detail below for SREP to assess the ethical conduct of your research. You should
consult the guidance on filling out this form and applying to SREP at

http://www.hud.ac.uk/hhs/research/srep/

Researcher(s) details

Richard Peralta, M.Ed.

Supervisor(s) details

Dr. Simon Goodson

Dr. Gurjog Bagri

All documentation has been
read by supervisor (where

applicable) YES
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Aim / objectives

Aim 1: This study aims to establish the extent to which university
students are utilizing video games to relieve anxiety.

0 Objective 1: Establish a baseline measure of the
number of hours participants play video games
0 Objective 2: Establish how many times gaming is
used specifically for anxiety relief
Am2: 7R H[SORUH XQLYHUVLW\ VWXGHQW
psychological impact of video game usage on their anxiety
through cognitive behavioural interviewing while counselling
SDUWLFLSDQWVY GHYHORSPHQW RI DQJL

0 Objective 3: Gather qualitative information regarding
HDFK SDUWLFLSDQWVY DQ[LHW\ S
end R HDFK SDUWLFLSDQWVY WLPH

0 Objective 4: Process qualitative, personal
information with each participant

Aim 3: The project will address the need for qualitative data
regarding student usage of gaming as anxiety relief.

0 Objective 5: Collect qualitative date regarding each
participant V] H[SHULHQFH LQ LQWHUY

0 Objective 6: Organize and assess the
aforementioned data for patterns

Brief overview of research
methods

Participants in the following project would develop an awareness of
their use of video games in anxiety and stress relief through their
contribution of quantitative and qualitative data.

x Participants will complete the metacognitive State/Trait
Anxiety Inventory (Speilberger, Gorsuch, Lushene, Vagg,
Jacobs, 1968) at the open and close ofitipairticipation in
the study.

x Participants will engage in a minimum of 30 minutes of
videogames of their before engaging in a cognitive
behavioural interview of 45 minutes with the researcher tp
process their gaming habits, causes of anxiety, and
awarenes®f anxiety.

x Participants will complete four distance interviews with the
researcher providing qualitative data.

Project start date

June
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Project completion date

December

Permissions for study

Dr Gurjog Bagri offered permission to recruit participants via
8QLYHUVLW\ RI +XGGHUVILHOGYV 621% V\VW
scheme for student participation in research) and student technology
paraprofessionals.

Access to participants

Opportunity Sampling

Xx UnvHUVLW\ Rl +XGGHUVILHOGTV 621% V

x Enrolled university technology paraprofessional recruitment

x  Call for university enrolled participants within videogame
communities

Confidentiality

The identity of the individuals volunteering to participate in this study
will be kept confidential. IndividuDOVY SDUWLFLSDWLRQ
be disclosed to anyone other than the researchers involved.
Moreover, participants will participate only in a private sessions with
researchers.

Anonymity

Participants will be notified of confidentiality and anonymity beyond
interactions with the researcher, including any writing and publishing.
Participants will be provided with a participation number of which both
the researcher, and they themselves can refer.

Right to withdraw

Participants will be made clear, in the participant information sheet
and consent form, that they are able to withdraw their participation in
this study at any time without penalty. Additionally, they will be made
aware that they will be able to withdraw their data from the study up to
two weeks after participation (again, in the participant information
sheet and consent form). Participants will also be given an informative
debrief, which again, will inform them of their right to withdraw their
results from the study without any disadvantage or penalty. In order to
withdraw their results, they have been informed on all three forms that
they must provide their participation number. All participant sheets
have been provided with an email and phone number contact for both
the main researcher and main supervisor.
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Data Storage

Only researchers have access to the data, which will be securely
stored on password-protected computers at the University of
Huddersfield for a holding a maximum of 10 years to maintain
transparency and integrity of research. Upon conclusion of research,
data will be stored on password-protected computers by main
researcher, main supervisor and second supervisor at the University
of Huddersfield. If all parties were to leave the University of
Huddersfield, data will be destroyed.

Psychological support for
participants

Whilst this study is focuses on a non-clinical sample, it is in regards to
DQ[LHW\ LQ XQLYHUVLW\ VWXGHQWVYT H[SH
the State/Trait Anxiety questionnaire is not a clinical diagnosis of
anxiety, however if a participant were to confess high feelings of
anxiety to the researcher and believe they may be unwell, they will be
supplied with information within the debrief towards suitable help in
the form of 1. InformatonaERXW WKH XQLYHUVLW\TV
and 2. Anxiety free telephone, online, local support service
information.

Researcher safety / support

(attach completed University
Risk Analysis and
Management form)

Please see attached (1)

Information sheet

Please see attached (2)

Consent form

Please see attached (3)

Letters / posters / flyers

None
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Questionnaire / Interview
guide

State/Trait Anxiety Assessment: State and trait anxiety will be
assessed with The State fTrait Anxiety Inventory (Spielberger,
Gorsuch, Lushene, Vagg, & Jacobs, 1984). Half of the scales 40
items will measure state anxiety - comprised of descriptive statements
to which individuals respond by indicating how they feel at that
moment and the intensity of that feeling, and the other half measure
trait anxiety - consisting of statements to which individuals respond by
indicating how they generally feel.

Please see attached (4)

Debrief (if appropriate)

This study is straight forward with participants. The purpose of
debriefing is to offer the participants additional information about the
study area, the nature of the project and its importance, the
instruments used during the experiment, the data collected, as well as
to thank them for their participation. They will also be reminded of
their right to withdraw whilst being provided researcher and supervisor
contact information in the case of any questions or concerns. Further,
information regarding anxiety support services available to
participants.

Please see attached (5)

Dissemination of results

Data will be presented as part of a Masters thesis, and potentially at
conferences and in publication form.

Identify any potential conflicts
of interest

No conflicts of interest
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Does the research involve
accessing data or visiting
websites that could constitute
a legal and/or reputational risk
to yourself or the University if
misconstrued?

No

Please state Yes/No

If Yes, please explain how you
will minimise this risk

The next four questions in the grey boxes relate to Security Sensitive Information tplease read the
following guidance before completing these questions:

http://www. universitiesuk.ac.uk/policyand-analysis/reports/Documents/2012/oversiglotf-security |
sensitiveresearchmaterial.pd

Is the research commissioned
by, or on behalf of the military

or the intelligence services? No

Please state Yes/No

If Yes, please outline the
requirements from the funding
body regarding the collection
and storage of Security
Sensitive Data

Is the research commissioned

under an EU security call
No

Please state Yes/No

If Yes, please outline the
requirements from the funding
body regarding the collection
and storage of Security
Sensitive Data
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Does the research involve the
acquisition of security
clearances?

Please state Yes/No

If Yes, please outline how your
data collection and storages
complies with the
requirements of these
clearances

No

Does the research concern
terrorist or extreme groups?

Please state Yes/No

If Yes, please complete a
Security Sensitive Information
Declaration Form

No

Does the research involve
covert information gathering or
active deception?

Please state Yes/No

No

Does the research involve
children under 18 or
participants who may be
unable to give fully informed
consent?

Please state Yes/No

No

Does the research involve
prisoners or others in custodial
care (e.g. young offenders)?

Please state Yes/No

No
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Does the research involve
significantly increased danger
of physical or psychological
harm or risk of significant
discomfort for the
researcher(s) and/or the
participant(s), either from the
research process or from the
publication of findings?

No

Please state Yes/No

Does the research involve risk
of unplanned disclosure of
information you would be
obliged to act on?

Yes

There is potential for participants to disclose feelings of Anxiety due to
the subject of this research. | will offer all participants details for the
university counselling services as well as additional support options.

Please state Yes/No

Other issues

N/A

Where application is to be
made to NHS Research Ethics
Committee / External
Agencies

No

Please supply copies of all relevant supporting documentation electronically. If this is not
available electronically, please provide explanation and supply hard copy

Risk Analysis and Management Form

Participant Information Sheet

Informed Consent Sheet

Participant Recruitment Advert

State/Trait Anxiety Inventory (Spielberger, Gorsuch, Lushene, Vagg, & Jacobs, 1984)
Debrief

OuhAwNE

All documentation must be submitted to the SREP administrator. All proposals will be reviewed by
two members of SREP.

If you have any queries relating  to the completion of this form or any other queries relating to
65(31V FRQVLGHUDWLRQ RI WKLY SURSRVDO SOHDVH FRQWDFW WKH 65
the first instance  #hhs srep@hud.ac.uk
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1 THE UNIVERSITY OF HUDDERSFIELD: RISK ANALYSIS & MANAGEMENT

ACTIVITY: Postgraduate Psychology Research

Name: Richard Peralta

LOCATION: University of Huddersfield

Date: Review Date:

Hazard(s) Identified

Details of Risk(s)

People at Risk

Risk management measures

Other comments

Loss/ theft of data

Security of data

Participants

Electronic data to be stored only
on password secured computer
equipment and storage devises.

Paper documents to be kept
secured in lockable storage.

One on one experimenting

Personal Safety

Researcher

Log times and date of experiment
with colleagues / administrator

Meet with participants remotely

Specific experiment
arrangements and
location will be identified
with
administrator/colleagues
in advance of online
meeting.

Protection of participants:

Feelings of
ongoing Anxiety

Participants

There is potential for participants
to disclose feelings of Anxiety due
to the subject of this research.

I will offer all participants details
for the University of Huddersfield
counselling services, and a charity
Anxiety helpline on the debrief.

| will also provide a
number to an anxiety
support services, and
details of how to contact
the University of

+XGGHUVILHOGY

services in the unlikely
event that participants
may reach out to me
regarding feelings of
anxiety.
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2 PARTICIPANT INFORMATION SHEET

School of Human and Health Sciences

Psychological Impact of Video Games on University Students Managing Anxiety with
Counselling

INFORMATION SHEET (Example)

You are being invited to take part in a study about the psychological impact of video games on
university students managing everyday university anxiety. Before you decide to take part it is
important that you understand why the research is being done and what it will involve. Please
take time to read the following information carefully and discuss it with me if you wish. Please do
not hesitate to ask if there is anything that is not clear or if you would like more information.

What is the study about?

The purpose of this study is to explore how university students utilize video games to relieve
anxiety caused by their university experiences. The experiment reported here will address their
awareness of how their habits affect them and their academic success.

Why | have been approa ched?

You have been asked to participate because you identify as a current university student and
FRPSOHWHG D IRUP LQGLFDWLQJ WKDW \RXYfYH XWLOL]JHG YLGHR
manage anxiety.

Do | have to take part and right to withdraw?
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It is your decision whether or not you take part. If you decide to take part you will be asked to
sign a consent form, and you will be free to withdraw up to two weeks after completion, without
penalty, and without giving a reason.

How do | withdraw? And is this confidential?

Should you wish to withdraw your results upon completion of this study, you can do so up to two
weeks after your last meeting and inventory completion. To withdraw your results, please email
[richard.peralta@hud.ac.uk] Confidentiality of participants is maintained at all times through the
write up and any puiblications. Only researchers have access to the data, which will be securely
stored and password-protected until completion of research.

What will | need to do?

If you agree to take part in the research you will be asked to complete the following within one
PROWKIWWLHHH DQ LQGLFDWLRQ KHUH RI PHWKRGY DQG&G SURFHG
interview? How long? Will it be recorded?)

1. Complete the State/Trait Anxiety Inventory  (Spielberger, Gorsuch, Lushene, Vagg, &
Jacobs, 1984) at the beginning and end of your participation. In your inventory results,
KDOI RI WKH VFDOHVY L WahKaty Zarapeisdel bif Desctiptive Staté D antsl
allowing you to indicate how they feel at that moment and the intensity of that feeling), and
the other half measure trait anxiety (consisting of statements allowing you to indicate how
you generally feel).
2. Play video games of your choice and preference in the comfort of your home for a
minimum of 30 minutes at leastonceaweek ZKHQ \RXJfUH IHHOLQJ SUHVVXUH I
3. Meet regularly with your researcher __ to discuss your State/Trait Anxiety Inventory results
at first, as well as your video game habitV ITURP WKDW SDUWLFXODU ZHHN <RX
researcher remotely online via Skype a total of four times for 45 minutes each meeting
ZLWKLQ D PRQWKTV WLPH SUHIHUDEO\ RQFH D Z#tliMes 7KHVH P
will be generally flexible and are preferred to be scheduled a minimum of 24 hours in
advance. One appointment must be made during an anticipated high anxiety week
(examinations, thesis deadline, etc.).

Will my identity be disclosed?

All information disclosed during the study will be kept confidential, unless you indicate that you or
anyone else is at risk of serious harm, in which case | would need to pass this information to
university wellness staff.

What will happen to the information?
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All information collected from you during this research will be kept secure and any identifying
material, such as names will be removed in order to ensure anonymity. It is anticipated that the
research may, at some point, be published in a journal or report. However, should this happen,
your anonymity will be ensured, although it may be necessary to use your words in the
presentation of the findings and your permission for this is included in the consent form.

Who can | contact for further information?

If you require any further information about this study at any time, please do not hesitate to email
me, Richard Peralta at|richard.peralta@hud.ac.uk

If you wish, you may opt to receive a summary about the projectand LWV UHVXOWYVY XSRQ FRF
of the paper. If you decide to take part in the study and you would like to receive a summary of
the findings from this research project, again, please email me at:|richard.peralta@hud.ac.uk
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3 CONSENT FORM

CONSENT FORM

Title of Research Project: Psychological Impact of Video Games on University Students
Managing Anxiety with Counselling

It is important that you read, understand and sign the consent form. Your contribution to this research is
entirely voluntary and you are not obliged in any way to participate, if you require any further details please
contact your researcher.

| have been fully informed of the nature and aims of this research as outlined in the

information sheet version X, dated 00:00:00

| consent to taking part in it

| understand that | have the right to withdraw from the research at any time

without giving any reason up to two weeks after completion of participation

| give permission for my words to be quoted (by use of pseudonym)

I understand that the information collected will be kept in secure conditions

for a period of 10 years at the University of Huddersfield
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I understand that no person other than the researcher/s and facilitator/s will

have access to the information provided.

| understand that my identity will be protected by the use of pseudonym in the

report and that no written information that could lead to my being identified will

be included in any report.

If you are satisfied that you understand the information and are happy to take part in this project please put
a tick in the box aligned to each sentence and print and sign below.

Signature of Participant: Signature of Researcher:
Print: Print:
Date: Date:

(one copy to be retained by Participant / one copy to be retained by Researcher)
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4 The State/Trait Anxiety Inventory

(Spielberger, Gorsuch, Lushene, Vagg, & Jacobs, 1984)

Y-1
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Y-2
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SCORING KEY
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5 DEBRIEF

Thank you for your participation!

What data were collected?

The State/Trait anxiety inventory is used to gain insight into your feelings of anxiety. This
information, in conjunction with qualitative information provided during your meetings with
researchers, will be used to note changes in levels of anxiety from gameplay, any patterns of
video game usage, and your awareness of both in the context of your success as a university
student.

Background Context

With a rise in mental health issues of university students in the UK and US, counselling services

in higher education institutions have become strained due to the growing demand for support.

Anxiety is recognized to be one of the most common mental health issues amongst university

students, leaving some with rising apprehensions about how younger generations cope. With

cOQFHUQ IRU VXLFLGH DPRQJVW XQLYHUVLW\ VWXGHQWYV WKH 8QL\
6 WD W LV Wdtatstifs report states that the male completion rate is still approximately three

times more likely than females, with the latter being of its highest rate in a decade. The United

6WDWHVY] &HQWHUV IRU 'LVHDVH &RQWUROTfV &'& VWDWLVWLF
nearly four times the rate of females, while noting that 8.7% of college aged adult men have

made completion plans. Neither reported statistics of transgender or gender variant completion,

GHVSLWH WKH &'&TV DFNQRZOHGJHPHQW RI \RXWK /*%7 FRPSOHWL

As anxiety continues to intensify in college and university settings, research continues to show
that stress or anxiety can be managed in various ways. Anxiety reduction via leisure activities
has been shown to be an effective strategy for college students to manage stress. Successful
leisure participation has led students to better grades and positive adjustment. Whether utilized
as a leisure activity or a part of therapy, activities such as art, music, sports, and even baking
have proven to result in positive psychological benefits including mindfulness and overall
wellbeing. This confirms that taking time from stress to recover from anxiety and stress is
beneficial and that prioritizing psychological recovery positively affects mental health
maintenance.

Despite still being considered novel to some, the video game industry has grown to a global
entertainment and media market value of $1.81tn with a global revenue of $106.62bn. Its
success has made a place for itself within popular culture due to its use by millions. Research
shows that one of the most popular ways men manage stress is through video game use.
Unfortunately, most research focuses on negative impacts of gaming, including addiction and
aggression, however a recent study found no enduring effects on empathy from playing violent

78



Peralta, R.P.

video games. Other research has found positive usage for educational and therapeutic practise,
such as improving user coordination, special training visualization, or distraction for children
after chemotherapy sessions. A positive bearing on the experience may be that modern gaming
has become more social as an activity, especially in the realm of online gaming. With this
information, well-developed game designs can influence feelings of instinctive control. The
engagement of games through moderate use can be utilized for learning, goal setting,
behavioural change, and teaching skills. As a medium for projecWLQJ RQHTV HPRWLRQDO OL
games can be utilized toward positive user interventions in conduct change, including goal
setting and skills development. Further, it could be a tool for helping people navigate out of
depression, serving as groundwork for general well-being, mental health, and even cognitive
ability in old age.

Controlled studies have proven gaming can provide cognitive training transferrable to the real

world. Patterns in research thus far are mostly quantitative and have widely varying methods.

Some cognitive behavioural therapy approaches use video games specifically developed for

participants, especially if managing acute instances of eating disorders or cancer. However,

WKHUHYV OLPLWHG TXDOLWDWLYH G DavdDmpaci ofwided gaviés KRORJLFDO E
specifically on university students managing their anxiety in higher education. This project will

explore these trends and habits.

For Further Information

If you would like to receive a summary of the results of this research or if you have any further
guestions or queries, please do not hesitate to email me: richard.peralta@hud.ac.uk

Concerns

All data is anonymous and confidential. You will not be identifiable.

In the event you should wish to withdraw your data from this study, please contact Richard
Peralta (richard.peralta@hud.ac.uk). This can only be done until two weeks after participation is

completed.

If any iss ues arise , please contact me: richard.peralta@hud.ac.uk

Additionally, if you have any concerns about this study and wish to contact someone else in
confidence, you may contact:

Dr Simon Goodson

University of Huddersfield

s.goodson@hud.ac.uk

01484 473173
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Dr Gurjog Bagri
University of Huddersfield
g.s.bagri@hud.ac.uk
01484 473926

Professional Contact

Anxiety UK

Charity providing support for individuals who believe they may be suffering with an anxiety
condition.

Phone: 08444 775 774 (Mon-Fri, 9.30am-5.30pm)

Website:lwww.anxietyuk.org.uk

University of Huddersfield Counselling Service

How to access the service:

Attend a Wellbeing Drop-in appointment at, iPoint, Level 4, Student Central, (Mon-Fri, 11am)

Phone: 01484 471001 or e-maillipoint@hud.ac.uk|to make an initial appointment.

After this initial meeting, which will be with one of the Wellbeing Advisers, they will refer you to
counselling if this is the right option for you.
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THE UNIVERSITY OF HUDDERSFIELD
SCHOOL OF HUMAN AND HEALTH SC IENCES +SCHOOL RESEARCH ETHICS PANEL

SUPERVISOR REPORT
Please complete and return  via email to:
Kirsty Thomson SREP Administrator: hhs_srep@hud.ac.uk

Name of student: Richard Peralta

Title of study: Psychological impact of video games on university students managing anxiety with
counselling

Name of course (if not MPhil or PhD) MSc by Research (Psychology)

Name of supervisor(s): Dr. Simon Goodson, Dr. Gurjog Bagri

Date: 9.6.17

| confirm that | have (a) read all documentation submitted to SREP in respect of the above
research project and (b) support its submission to SREP. | also confirm that a Risk Analysis has
been conducted in accordance with University requirements.

Please identify all documents seen below:

Letters (specify) N/A
Participant information sheet Yes
Participant consent form Yes
Interview schedule Yes
Questionnaire N/A
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NHS REC form N/A

University of Huddersfield Risk Analysis and Yes
Management form

Other

Signed (if submitting hard copy):

Please note:

No application submitted by a student will be considered by SREP without a fully completed
Supervisor Report

If you have any queries relating to the completion of this form or need any other
LQIRUPDWLRQ UHODWLQJ WR 65(3V FRQVLGHUDWLRQ RI WKLV SUR
hhs_srep@hud.ac.uk
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THE UNIVERSITY OF HUDDERSFIELD

School of Human and Health Sciences +School Research Ethics Panel

AMENDMENTS TO PROPOSAL

Applicant Name: Richard Peralta, M. Ed., Counselling Education

Title of study: Psychological impact of video games on university students managing everyday
university anxiety

Amendments required Please explain below how you are
addressing the required
amendments.

Please refer to any revisions you have
made to documents (if appropriate),
indicating page & line numbers.!

Researcher(s)
details

Supervisor(s) details

Aim / objectives There appears to be a mismatch | 3: KDW LV WKH VWXG\ DEH
between the aims and the PIF was updated to accurately
objectives and the description of | reflect the aims articulated in the
the aims on the participant aforementioned Aims/Objectives
information form. section.

1 There is no need to amend and resubmit your SREP application form.
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The PIF suggests that the
dependent variable in the study
is academic success zbut this
is not referred to in either the
stated aims on the proposal nor
does this appear in the
measures or data to be
collected.

The title is a little confusing as it
suggests that the participants
will be students who are
currently receiving counselling
for anxiety +tEXW WKLV G
appear to be the case.

RePRYHG DFDGHPLF VXF
PIF.

RHZRUGHG pSychdlegitaMirpaét
of video games on university students
managing everyday university anxiety -

Methodology

I am not sure that this study shoul
be considered an experiment as it
appears that all paicipants will be
undertaking the same conditions
§Z & } *V [ § %% &
control group and it is a qualitative
study. Please remove all refereng
§} Z fE %o GE]U V§[U %0

participant facing documentation.

A psychometric scale measuring
state and trait anxéty is included,
but it is unclear how this is going t
be used. Itis a means of selectin
participants?

Removed of language pertaining to
SHI[SHULPHQW ™ WR 3VWXG

The scale will be used before
participant interviews and after to be
compared for any changes in
participant responses. It will not be
utilised as a means for selecting
participants.

Permissions for
study
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Access to
participants

Confidentiality

Anonymity

Psychological
support for
participants

Data Storage

Researcher safety /
support

(attach complete
University Risk
Analysis and
Management form)

Information sheet

See comments above.

Additionally, it sounds as
though the participants will
receive covert counselling as
no reference is made to the
counselling element of the
interviews in either the
participant information sheet
or the debrief *this needs to
be considered further as this
means that participants are
not fully informed when giving
consent. Additionally, we
would need to have evidence
that the researcher is suitably
gualified to provide this type
of counselling. It might be
that this issue has arisen due
to a poor choice of wording.

References to counselling
removed from study and
documents, resulting in only
behavioural interviewing of
participants. However,
please note that the
researcher is suitably
qualified for counselling due
to his previous studies as a
Master of Education in
Counselling Education.
Clarification is made in the
PIF regarding the right to
withdraw, including the use
of participant numbers.
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Right to withdraw does not
refer to the participant
number as discussed within
the SREP form.

Section detailing what
participants need to do has
not yet been finished as your
notes are still present.

Consent form

Perhaps reflect upon
wording: Right to withdraw at
any time up until two week
after completion of
participation. Any time is not
a two week period.

There is no mention here
either of the participant
number as outlined above
(Information sheet).

Clarification is made in the PIF
regarding the right to withdraw,
including the use of participant
numbers.

Letters

Questionnaire

Interview schedule

Interview schedules for the 45
minute sessions with the
participants have not been
included. It would be important
to see these.

See attached interview questions.

Dissemination of
results

Other issues

Where application is
to be made to NHS
Research Ethics
Committee

All documentation
has been read by
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supervisor (where
applicable)

Signed:

(SREP Applicant xelectronic signature acceptable)

Date: 8" July 2017

Additional comments by reviewers:  (You are not required to address these issues in order
for SREP to approve your application. However, their consideration is likely to further
improve the ethical conduct of your research.)

Kt/SREP_/Amendments _Form/Sepl1
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Dataanalysisquotes

DAQ1
| took the GREs last week, so that was one of my stressors. And then finishing an
a% % 0] 3]}v v }JvP A]e]3 A]SZ «}ju ( MOSC uu Ee*X /3[* U}E %o
and connecting with thé&culty to see if what | want to work on is something that
§Z C[E AJoo]vP 8} A}EI A]3Z u }v}E S0 3« EA +}v }(uC }
members.

DAQ2
Everybody that | tried to communicate with has not been able to meet the times
AZ v 83Z % E(JEuUV « E u X dzZ §[« E 00C *3E e+]JvP u 3Z (p |
homework and trying to make sure that | do what | can to graduate. Because at this
point | jus$ v 8} PS8 C Vv % e+ A ECSZ]VPX v /[u 8 8Z %}]vs AZ C
JulJvP 8 u v /[u %E]}E]S]*]vP AZ] Z }v ]* u}E Ju%}ES viU AZ]
U}E U v /[u ip*d }]vP 8Z}e (]JE+3X v 8Z v §Z]JvPe §Z § }v[§ Z A
to my grade argust, not falling to the wayside, but they are receiving less attention.
/fTu ipes SHEvV]VP §Z u Jv ipes ¢}/ vPS PE X

DAQ3
DC }voC VvA] 8C 8 puv] 88Z uluvd )]s 38Z ( & 38Z &/ «8]Joo Z A v[§
Coming back to second year, I still fedll /[u v}S § upv]X pe Jv e }v C E&U /
was speaking to my support tutor and she was saying second year is a strange time
because obviously lectures focus on first years and third year, not exclusively
obviously.

DAQ4
/5[« <u]3 A ]JE ow dgeeadlihebvare gonna start coming up soon. But
because a lot of them are in January, | feel like | need more time. | need to match
how | did last year to this year in terms of the marking gets harder and | want to get
§Z s u PE X He: ¥ CHE/[WA EC up Z ip*3 E](3]vP SZE}uP:

DAQ5
[/ P} 83t uC o SpcE « v }(Ssv/ SEC
/I }v[S } 18X v [ } e}u }( 8Z S [ SLU
anything substantial ehpP zZ S8} §Z]vl §Z S puv]X / 1]v  ipes E&]J(5 SZE}pu
§Z §[+ AZ &[« PJA]JvP u VA] 8C ] 3Z U ~/[u P}vv E](5 }us v &z
Plvv Zl18 ¢ A A }( vE] §C He CluE olve & Jv A 1 v}
P}3 8} } 18 vIAX_ Alws/ 8} P S uCe o( ]Jv P EU pus/ }v[8 IvV}A Z}AX

e &

DAQ6
/Tu iped « CJvP ~:pes (p |1 15_ 8} o0}8 }( 8Z]vPe & v30CU AZ] Z ]-
He 8Z S[+ v}3 u 8§ ooX /[ul]lv o]l U~y $} §3 v3]JA 3} A
v 8Z E[+ AZ § «3EIIX «[A Vv +§ ES]VP 8§} « C 83Z 3 uC Jo]P v e 1
SEJuU VEX e He ]8[« SEp U/« C C 38} A EC3Z]vPX
DAQ7
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DAQS

DAQ9

| say yes to too many things. For example. This Wednesday | have an interview with
§Z % % E3Su viYwbateveru8agd@C E Jv *A]S Z « }(( v [/[u
not able to communicate anymore. And this happens to me, either when extremely
S]E U AZ] Z ]* Z %% VvV]vP 0}3 E Vv30CU }E AZ v/ ( o *pEE}uv
focus on anything, and | go into this weird@pilot modetZ § ( o< o]l /[u ipne*s
E] & ]JvuC }Av } CX /8[* ipe8 A% E] v ]JvP A ECSZ]vP E}uv u
to people, but in the most short, direct way possible that seems like | have a cue
E ]Jv (E}vS }(u v [[u ipeS]Te intevwWWEHUNVGIE X0 rEy
ulv 3Z 3[+ Z}A 13 ( 0% o]l ]38 A v3X

So, there was that. And then | had a thirtdamdred AYE % % & p U ps / ] v[$

E o00C Z A 3Ju 38} } ]8U «} ]85 A+ 0]3 & 00C 0]l uE]VP uC opv Z

An 3Z v [[%¥Y[ @E]JVP uC o0 %3}% $} A}JEIl v §Z v vC §Ju 3z & A
SA v % 3] v3e /[ } 8Z 383X v (]JvooCU 3Z o0+ C]3A - pUAZ]

Wednesday as well, | just sat down and typed up whatever, because it was an

argumentative paperhut it had tohave research. | wrote poorly. Basically, | did my

AE]8]vP v ip+8 8ZE A lv ]88 8]}ve AZ] Z ]* Z}YEE] o U us 87 5[« A

get the paper through. Haha! | got it in at 11:50pm which it was due at midnight,

but I just feel horrild about it becpe /[u Sp 00C E 00C %o *°]}v § }us 8$Z 3819
v / ( o 0]l §Z]s ceu 8 &/ Z A v[§ Z v SJu 8} &E oo0oC } v

/ (o o]l /[uipes SEC]JvVP S} u § ojJve «8Z C[E pn U ]Jves }

todoit. And$Z S[e i8B AJEI v + Z}}oX /[u u §]vP o]Jv « A]J8Z A}EI v

/Tu u 8]vP o]Jv « A]J§Z « Z}}oU v [/ v[§ (]JPUE }us P}} A

work.

O M

/' Z 8 Z A v]v(lEuo 85v v u S§]JvP ne /[A *% Vv }( MSZ}

absences, whicl really did/[§ Z A &} P} Jv§} me / A ol ]Jv3} 8Z E}}uU §Z
P} 2z zZU | }v[8 IVIA AZC CIu[E Z & X z}uE 85 v v Je (Jv X_ /8

suffer from migraines. | had quite a few recently, so | had to have days off, that | had

put through asan authorised « v-. X v $8Z C A &G Z I]vP &} « ]( 8Z & [
vCsz]vP 8§82 ¢ }po YU pu8 v}sZ]vP §Z C }po }X / P}§ 8§8Z]e u vsS o
A EC +Julo & &} Ce0 £] U ps18[* vI(( €v Z}(8Z & o0 [E0

DAQ10

The pasttwo day$[A SEP} BMS} pv]U us /[A v <u]s VvAE]lue (JE& }v &
JE Vv}S8Z EX / }v[E pv E*3 v AZC E o00CX /3[* 0]3 E 00C ipssU
week, | just wanted to go to uni and catch up on my reading and towards the end of

the week | wantedo read for mC p %o }u]vP e¢]Pvu vS §Z S[¢ p X z «S§ E C / P}
up early, like half seven, which is my normal time of getting up for a uni day. | was

P}vv P § 8} puv] Z o( ]PZ3U v]v }[ o}l v } A}YEI pvi]o « A vX [/ ip
was lying in bed athwas pretty nuch having just an argument with myself because

/| A« @ 00C V/AE]}ue Ius P}vP Jv8} puvlX / }v[s8 IV}IA AzCX

DAQ11
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/| 3Z]vl 18 A o iued 8} } Al8Z 8z 7/ 8Z]vl /[[A P}3 «} up Z AYEI 3} }L
IVIA /1 Z A v[§ P}§ «} upXZ AYE§ B dthdrBide of the argument
A e 7N[E[e iued E JvPX_ /8 } ev[3 u 85 E 3}} up ZX /8 } «u 88 EU
} ev[3 u 88 E 8} 8Z /A3 vVvS 3Z 5§ /[u AYEI]VP uCe o( p%X / A « <uls
so | stayed at home yesterday. And todayayed at bme because, well partially

pe [/ v 8} } JUE Jvd EA] AU us o-} He /U P JvU [/ ipe§
iges v[S ( P}JvP 8} puv]X /8[s ius AJEI E o0o0oCX t}EIlo} S uv]X

S
S

DAQ12
But this year, obviously, with it being mordidult, | hadanxieties last year, but this
C €& ]8[« A}E+* X Vv 15[* Z %% V Eo] EX > s C E /[ PSS vA]}
| kinda overcome it within a couple of minutes. Whereas towards the end of the year
13 A« <uls ]o]3 3]vRhesamewph§3Ce EU AZ] 2z / ] Vv[E§ E o00C
want.

DAQ13
/ Alpo o]l 8§} %0 CJvP ¢S]vCX <] ooCU ]S8[ Vv }vo]v P u U pu:
many friends who play it. The ones that do are on PlayStation instead of Xbox. With
the lack of cross play, we v[$ & o amying.

DAQ14
/| $Z]vl 82z ( 8 8Z & /[A u v (E]lv Jv 38A} C @&« «Z}A« ¢}u 3Z]VvP
§ ol]vP 8} %0 }% 0 3Z 8/ }V[SIVIA S8Z §/ Z A v Jeep }us E o00C)
to figure out how to figure your way into a big gymor cliqgueOr just not bother.

DAQ15
Really just to have someone to be with, sit next to. Because | have breaks in between
classes on Tuesdays and Thursdays for an hour. Just to have someone to come up to
at that time instead of just sittinthere and watching Youibe.

DAQ16

% 0 Jv V]V % VvV v3 e ve UV}S el upu Z +}]o0oceve X/ }v[E IV}IAL
((] po83C & S]JvP PE}u% X >]I /[A oA Ce Z 3} 038 Z }vs}

SE} U u 3} P E}p%oXfindidfonntdgraEigi e 3 vV ou

PE}N% ipeS C uCe o(X /[ o]l 8}y Z vP §8Z]-

i §Z Jeepn A]SEZ % EI]VP p%o JVA E- §]}v v

U 3Z]e % EPp3visd Eu}yE ] vabsudigzPs z

other people.

DAQ17
I }v[8 IVIAX [§[« ZPESRK}IIVE- pHe 1(/ « C /[u *SE ¢+ %o }%0
oA Ce <l AZ §[« AG}VPU AZ §[« P}]JvP }vX v 3Z v C}pu Z A &} 0]*3
}v]v CIUE o]( Vv AZC 15[+ 3 ExplaiptieXproblgmAl haje@ o00C
really explain what our topisj what the project is, how far into that we are, how
up Z AYEI Z [« }v U Z}A up Z AYEI A EC}v o0 Z =+ }v X v §Z §]
thing. The best way for me to deal with stress is tk talpeople about it and |
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Z AvVv[5 5ol &} % }%0 E @M} uSZCEZ]vPe P}]vP }v 8Z &/ }Vv[$§
have time to catch anyone up.

DAQ18
z ZU 3Z §[+ E 00C Ju%}ES v3 }v (}E u XEYe / Alpo % E} oC €
evening, drunk, with my broth& }@E +}u $Z]vPX DC &E}3Z & } «v[§ 0]A Z E U
}v[S @hdlwken he is here, he hangs out with everyone he knows at once. We
S ol }vsSZ %Z}v 0} us ]8[+ Z E &} AYEI 3ZE}uPZ A ECSZ]vPX
York, but in the summers, heisinAla3k €Y v SZ C[E SZE Z}uEes Z]v peX "}
Z [oo P S pm(NelBaskatime, but | have school in four hours. And now that
Z[+]vEAZ}EIUZ A}EIe v E 8 pE v3U v Z 3
}Jve EA S}JECU ¢} Z [+ E 00GC upuCeCW AU /Au GEv[s Z A
down and talk aboutfe.

E+U v Z P}
Z}pE- S} ]S

DAG19
DC % ESv E ]+ JVE A : E+ CU v Z [+vVv}3 A EC e« ve]3]A PucCx
€Ye , [+ A EC u}3]}v ooC 38 E }35C%] o "~ E}IX_"}]1(/ 3EC 38} E
woulde C "KZ *8}% U ipeS ¢35} %0 X _ He 37 Sdlwith#datZ}A «Ju % } %00
eSU((U 8§Z C ipes }v[sX

DAQ20

/| iped Iv[8 Z A 38Z u}vC E o00CX dZ E A+ %}]vs ipss (JE A
XBbox1 where we were deciding whether we wanted an Xbox or alr®écause

the Master Chief Collection got released, and Hatb& was the only thing that

kept me on Xbox rather than switching to PlayStation.

(P2, i1)

DAQ21
[§[« YES }( 8} } A]3Z ulv CX e /[A & oC P}% vC o (3X >]I ]
poivd AZ & /[u 0}}I]vP (JE A | v i} *X KAtGEE spuu E / A}EI
JE §U AZ] ZU / ] V[3 ulv U /[u vEZpe] *8] <}/ Vi}C 53X u% v
JulvP 8} puv] / % e+ 3Z }v v 8}Av A EC ¢} }(8 v Vv /[u ip*3 o]l
goingbackth @ (}E ZE]+3u *X E}$ Zv X_ , Z J BAdA /[u o}}I]vP (J@E
i} sU o}/ JV[8 Z A 3} AJEI JA E ZE]+8U + & 00CX /&[+ v}§ P}JVP
Z A Vv[s (}Juv }v C 38X
(P7, i4)

DAQ22

us /' Vv[S§ & o0o0C ((}E& 8z €E&puP C itsogndeverythingE*Z]% v SZ |
The average membership cost is about % the American football team is £145.
(P2,i2)

DAQ23

Connecting with faculty at the university. Applying for some grants and scholarships
and meeting those deadlines. Submitting lettersntdriests. Then waiting. The
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waiting. The waiting game. Waiting hear did you get it, or did they accept it,
taking it to the next level. And plus, | had two interviews this week.

DAQ24
> §[+ o3 ES A]S5Z AZ §][- v P}]vP }v (Eicipadedito P]Jvv]vPX / A « v§
graduate in spring of this term. So, spring nesdry And basically, they reversed my
financial aid because | had exceeded my credit limit as a double major. Which they

§Jo u ¢ (€ *Zu v 3Z 3 A}po v[$ V Jeep onyBarda EoC Vv}A Jv uC
is. So basically, they took away my financialaid. / A « o]l ~t oo & %U Z}A wu /
P}tvv (]Jv]*ZuC PE M_ v / %% o (}E& ]S v SZ C %S ]SU

only accepted it for one semester, so essentially, | have two semestaes &s a
Mo ui}EX "} §Z §[«U C ZX @dZudv o IXC e C SZSSZ S[e *u% E
stressful there.

DAQ25
AU /[u u v PJvP JPZ8 o0 *¢ U (}JuE }( AZ] Z & AE]S]vP ]Jvs v-]A
recommended amount for writing classes is twod@emester. Of those writing
intensive courses, two of themeasenior exit courses, so they involve tons of
E e+« E ZX *"}U /[u }JvP E « E Z ]v 8Z ]J}o}PC % ES3Su v3U AZ] z
}}oX v S§Z v /[u }]vP }8Z E & « E ¥ZS|X SE&ZY+ /$[c iwSESUO0OO0C
stressful with all the courseworkéve to do.

DAQ26
/[« ip*S }ved v80C Z VP]VP }A B u X tZ 3 Z %% Vve ]v D C AZ v uC
*5}% M Vv eepu]vP / P 3 Jv8} cJu AZ E (JE WZ %E}PE u *}u AZ
four months awayrbm the fist stipend check for that. How am | gonna move i® th
new place? Do | need to try and get my thesis done earlier so | can find a job before
the spring semester ends and start saving up money? All of that just like constantly
hangs over my head.

DAQ27
M 82 v 8Z € [+ uC E}SZ E v 2o X]v veXB S v[&E PU%s}
college, so none of us went to college. But we all tried to go to college, but [my
(8Z E+ ] V[3 Z 0% peX , A}po v[8 ¢ ]Pv uC (Jvv]o ] 0}V %%o0]
i6X ~}U / }upo v[3 P} 3} « Z}}oU pUX "KEXEClpu A VESSHv
e Z}}o (}E }v <+ u S ®GU pusS Clp ] v[S o]l 18U *} Clp E}% % }uSX
me out because youwer&} }v. % ] (}@E uC e+ Z}}oX / }upo v[E AV % %0C (}(
because | was only 18. He had to sign along with me, but heowey S X

DAQ28
&}YE o}vP 3Ju }(uC o]( /[A o]A ]v %}A ESCX 0 e+ J(( E v =+ \
HM% e S u Vv [/ pue S} P S o0}8 }(8]1]vosz (J&uU Jv Z]PZ « Z}}oU
this out, because all my friends from home are middle class and mainly umjake mi
0 *s « A o00OX "}U SZ C }puo }AZ S A ES3ZCAVS v 8Z v/ A}uo
because | had no money. And it upsets me because not only can | not do things, but
mymumcv[$ ]3Z EX v $Z C VvV A E pe 3} puv E+Sv SZ 353U v [ pe
get]vd} EPupu v3e A]SZ %o }%o0 Me 8Z C[E& o]l "KZ C}u %1}0]8] ]
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K(3 v ]85 Alpuo v[3 JuS %}0]8] X /8 Alpo ipe3 §Z ( §$38Z 538 38z
understand the diffrence being able to do something and having to save so you can

eat.

(P4, i2)

DAQ29
/8[+ Z € AZ v/ P} }us A]8Z (ulJoCuu E« v 32 C & 1} vP E oo
they all want to argue over whoisgon# C 3Z ]JooX v [/ §Z]vl 8Z & [« v} A C /
can my this $150 dinner tab. It would bankrupt me. But my lawyer cousin argues
with my doctor aunt about whose turn it is to pay the bill. That gets under my skin.
S 8 8Z e« u 3Ju U / }v][&ted re, if gdu oBvigusly ill love me.
You know/[u v}S P}vv 0 S} % CX
(P1,i1)

DAQ30
/v Ju U «}U A}EIX He E]JPZ3 VIA Z [+ Vv}38 Z E S} ul VvC (pv )
/Tu u IJvP ] P}]JvP 8}A & « 8Z Z}ues Z}o v (}EopH} X "}U §Z E [
Jve uE]3C 38z 3 /[A v @éking-dut Burliten@& X¥spdaially for the
CluvP & SA}X v [/ Z A v[8 P}v 8} 3Z (}} vl C 8 8Z]« A IX | A « %
going by the end of this week and just pick up a few things.

DAQ31
Andthentherde 3Z AZ}o S@& ve]3]}v o o](Like}whaSddEd® ZS v}AX
when | graduate? | graduate this December. | was anticipating spring, so that would
have given me time for my GRE and applications to defer my student loans and then
go back to schoolinZz ( ooX E}A 37 § §Z & /[u P&, my st]deRt v u &
o} ve E P}vv }u 0} «<p] I EU ¢} SZ S u ve /[u P}vv P § Jvs} P
0}S <pu] | ®U pusS /[u v}S P}vyv o 8} }8Z 8§ Al§Z 00 3Z }JuE. A
VIAU ¢} AZ § /[u P}BZ 4% E]JVP ]+ /[u P}vv Jigeht 'Z U o}}l & ]
schools and try to figure that out. And also, my clinical hours because | want to do
% ZCe*] 0 83Z E %CX us A]3Z §Z § SE ve]38]}v o u}u v8 }( *» Z}}oU §Z
transitional momentin my relatige Z] % X dZ S[e Vv *SE U pe [/ }Vv[S
really know where we are currently and where | want to be.

DAQ32
It was stressful because right now my partner is not with me. He went to go see his
*]e3 E AZ} ]+ & 00C ] U «} /[Aee kids/ors my own sir@e thg( $Z E
day after Thanksgivin So last week, there was one day, that day, that was
% E3] po EoC Z E X 00 $ZE }(3Zu A E SIVP H% X €Ye Vv ipue
three of them were feeding off of each other and it just keptiggtivorse and
worse and by the end of the dayeltflike | totally failed. And | needed to just not be
present in the moment.

DAQ33
| PR oo ipe3d He EJPZ3 v}A /[u ]v }oo P U ¢} uC }Z}ESs E %o }%
younger than me. A lot younger than me, Esee them and then | see myself, and
/Tu o & o 8§ A]3Z 00 }(8Z uU v A 00 Z VP }ud v 3p((U_ ps :
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§Z]e 0]8380 * % @& 3]}v v [/ V[ (JPUE ]38 }uEX v [/[u o]l ~KZ A ]z
pe }(uC P X_ v ]§Jealy]wadttb hang dut with them all the
time. /[u o0¢} Juupd E +3p v3U ¢} /[luv A E E 00C }v u%pueX

DAQ34

us 15[« A 1E pHe CIH[E S}o € ¢} 1 SC S$Z S sZ v}EuU SZ § v
Hos_ ]+ 8} Z A C}uE -uls v 3$]gonma wakK]at(thity,U C}u[E

u vAZ]o /[u § ingthistbackwards and playing Pokémon on my time off.

, 23 v / ( oo]l /[u]l]vuC &EoC Tie P ]JvU }E JvP 8} AZ § ]+ ~v}
v (]IPZ38]vP 0}38 A]8Z §Z]- ] }( AnZa 16t Of prepEne andX /S[e %o puS }

stress on me as well. YEU 15[« SEC]VP 8} (JPUE }pus AZ §[« vIEU 0o v S8Z v

this is my normal and accepting that this is my normal and not caring about what

}§Z <[ "V}Eu o & X "} C ZU §Z §[+ v +3EpPPoO X

DAQ35
/| ipes <3 ES v Ail v /[UEINM AZEGVIMH%IUE A e }( *]33]vP v
0 **E}}u S I]JvP v}8§ «X v SZ E [« A ue }Uu]vP p% v A ECSZ]VF
o]l " & %X_ /S ( o« o]l /[u § e+ Z}}0o 1010 % EeBSC up ZX :p*sS o E

subjects. Sometimes | can get anxibased grformances.

DAQ36
| was pretty consistent about it. | was playing every day actudliya! Then over
§Z A v /| ]Vv[8 E 00C 3}p Z 185 & 00X ] « ]JvP ] 1IU /[A v
%0 C ipne3 3} Ilv  v}$ 8Z]vIX dZ & [+ yawilewho, ¢ifwere / IVIA Jv u
had cancer, who were in remission, but now apparently all haveecagain. One
of them actually passed away yesterday. And my sigt&aw is on life support now,
because her cancer came back it and it became pneumonia and ndectedfher
OUVPeX ~}U ]8[e v E}uPz A IX

DAQ37
He ]S8[ inesS I]v eflexdichrfie@Emy 3DS in my pocket, for 5 years. |
always had it in my left pocket, so | would pull it out as often as someone who may
pull out a cell phone. And jusG [IVIAU J( / A «v[§ JvE E «§ ]Jv 8Z }VA E- §]}v
just wanted to turn off for a mmiute, | could pull it out and play whenever you know?

DAQ38
Iv 8A v o0eee/ Z (E 3SJluU v J(/ ]V[8ZA v e¢]Pvu vs u
next class, | would pfagames. So, | would use it to procrastinate and kinda, and its
super lametocallitm ]38 §]JvPU p3 C[IV}A ]8[+ E 00C *3}EC Z ACX z}u
turn off and think and explore. Walking around in Zelda gives you as much time to
think as walking arond in the real world.

DAQ39
z ZU }v W}l u}v '}J §Z E [+ Spu ooadght outside mpawak soz S[e &E
/[[oo P} 8Z & U /[oo P § uC ]38 ue (}& 352 C v J(8Z & [+Vv AW} L
| usually do that for my 3fhinute break andthenlcome 11U v /[oo %0 C 0]S8So0
bit of Candy CrushorXakKZJ v /[u (]v X
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DAQ40
The®E [¢ o<} P u 0o &O0}A € $Z §/ E o00C VIi}CX /8[« §Z « u %o
JUEV CX /§[- ud](poX dZ 8Z u J» PE 383U Clu[E ip*3 (0}A E %
forul]vP o]( U S EE (}Eu]JvPX /S[- u3](poX /8[s ine3 A EC E o £]v
1( /fTu]lJv A EC VvA]}us u}} }E 1(/[u VPECU VPEC (E}u v}s }]vF
*lu $Z]vPU Z [+ o]l ~Wp3 }v &0}A EX z}U[E 0A C+ Z %%] E (3 E

DAQ41
Nothing eally besides my mom having a severe asthma attack and had to be
admitted in the hospito }A EV]PZ3U us «Z [+ 0E]PZ3X €Y/ 3Py 00C ipe-s
*SE ]PZS }v §Z y }AEX €Y/ u v G ZU /| E %o] 8} Z & }( }IuE- X
she was there.

DAQ42
&}E 3Z % 3 A | /[A V %0 CJvP 0}%3 3p 0o00CX / ipnes P}s }v Z
pap E 3Z § A e p v (38 E SZ 35 (]Jvo % % & /A o]l ~ v 8§} %00
Vv S} P S SZ § ¢SE * }((}(uX_1 1 8Z 38X | %0 C 0}S }( &E]
game. | played a lot of that. That mainly has helped me escape from reality a lot. |
also play mobile games such as Pokémon GoelGxoh!, Candy Crush. | do a lot of
that just kinda get out there and explore.
(P6, i1)

DAQ43
/ IvIA 82 § AZlo /WwA}®IP/Edo (E | }us v SZ]vl A/ v[§ } §Z]-
VCU}E& X_ /[o0 ipues P} }Aved JE+U v /[oo SuEV 8Z Wo C”*3 3]}v }
P ulJvPX v ]8[s ip*s8 A C (}JE u 5} I]v * % AZ 3[+ P}JVP }v A]&zZ
homework or have way to reset.
(P3,11)

DAQ44
The thing was, it was my opportunity to kinda release from my whole day as far as
[Joo]vP eSpu((X ~} o« (& <+ 3Z S P} «/ 8Z}uPZzZs "KI CU o0 S u ( § 8.
take out all my frustration from the day. | can getdnat the boss, whatever | can
}X_ /8[+ I]v 0]l uC %opv Z]JvP P ou}e3X v 3Z v/ A+ o0 ip+s 3}

DAQ45
| picked [Overwatch] up and | would play it once every couple weeks and then
something like a few weeks ago clicked for me. And eyer 5[ v o]l
something/ & o00C P}3 Jv8}X >]1 / ( o o]l /[u ]v §8Z]s *%}38 AZ E uC -
]* @ 00C P 88]vP Z]PZ E A EC « ¢¢]}vU ¢} ]8[« E 00C « 3]+(C]JVvP .
E]PZ3% v}AU 8z §[+ 8Z]vP Az Ethijd nbfdun,myCoraiiieP «}u
looking forward to when | have a chance to play Overwatch for an hour.

DAQ46
| would probably plan it as what | could do for the next couple of days and then plan
my VG habits through there. That would probably be my first #tad then
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probably play onemtwo VGs, if | could, maybe just play Friday the 13th just to get
rid of the anxiety and then just go on.

DAQ47
| actually sat down this morning after | did my schoolwork and after | played my VG

and wrote down a little sadule of what | can do and whgames | could play and

§8Z S Z 0% uX €Y MUt ve C v uC » Z}}o CX/ v P 3§ }v f
e¢]Pvu v8e v 8Z v/ VvV %0 C uC s'e pvsJo }us o0 }[ o} I }vX v §Z

will be my day to kinda relax, like thundry if | need to. And | wioFriday,

Saturday, Sunday, Monday, Tuesday.

DAQA48
Most likely, the people in my house | like to spend time with. They usually help me

de-stress a lot, and put things back into perspective, maybe talk about different
things My friends that | live witind my boyfriend, of course, and he actually helps

me a lot. He lives with me.

DAQ49
/ 0]l 8Z upo3]%0 C G P u *Y €YeX % ] 00C AZ v / A« CluvP E |

multiplayer games and | still do because | still like toplag A v[3 u *uvgC

friends at uni as | would have hoped to. So, | stay in touch with friends from home,

*% ] 00C uC 3 (E] v X, P}e+ &8 DvZ+«3$ EEUAZE /[u (E}ux »
Az @ «1(/ JvVv[8Z A vyl}E A Alegoulipyerr}U / } %0 C §Z

DAQ50
Therew s +&u(( o]l §Z § AZ v A [E P}]vP dE] o+ }( §Z E]Jv U AZ v |8
o]l ul}ed }( $Z 3Ju v}X >]1 ]&[+ o0 o]l At} ZU o}}l & uC PuC v J

JV[E §Z]vi u }JE VvC }( uC u 3 A o PRE S4]A & ooU

vs EX /
the piss oubf each other constantly. | tend to surround myself with-aggressive
%o }%0 X €Ye >]1 [ }Vv[S o % }]vs ]v  JvP ¢ E]}pne }uS ]S o0o0 M
uv}s P}} }volv X /[u A(po 3§ WsWX]([u}u 4o SEZVIE}E3U «}
I

Suodo puPZ 18 }I((X , Z J €Ye :ues 8} E]JvP uCe of JAv 8§} v pus

DAQ51
/I Z A (E] v AZ}[s 0} ]JVPE pn3 e« Z}}oU «} A }v[8 Z A 3§Ju 3§}
other in person. So, whenever we have a little bit of timeatagout or talk we
usually do]3 AZ]o %0 C]JvP Z} | 8§ > Pu 38}P 8Z EX €Ye dZ C[E 5Z %o
8Z 8 P u X €Ye [E[c ipe8 8Z }v (E]lv Az & 8 Ju e e} ] o 3Ju }A

DAQ52
Just doing things to take my mind off it or thinking about it and being rational about

i8X "} VIEU 00C /[00 iu*3 *% v <}u 3Ju AJS8Z uC P]Eo(E] v Xt [oo0
*lu (}} X t [00 ipe3 A 8§ Z «}u +Z}Ae v +3u(( vigd[oo Al13Z (E] v -

onto my Xbox and talk to my friends online.

DAQ53
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I A % 3lu X/ vi[G 038 €NNP A]3Z Z %Z}v s e+ [ P} 8} 0 %X dZ §
ZYA | A v3 8} Al p% <+ A ooX /[oo Al u% }us Z o( v Z}uE o 8§ E
completely different albw U J(( E vd ES]*38X €Ye WE 35C up Z A EC v]l
mind just goes into standby rde, like when gaming.

DAQ54
0]$50 ]8X tZ]Jo /[u *p% E (EM*SE S U /[o0 %0 C *}u Z} | v 0
feel like gaming. | have a pretty nice electhiam set that functions as a controller
for Rock Band. It feels more like playing aldhySZ s}vPe 3Z v P u]J]vPX hep 00C ]3]
iges (A e}vPeU iped 3} A}JEI }pus «Ju (EP*S3E 3]1}vX “}u 8Ju * ]J( /[u
/[oo P § 0}*S (}& u C vV Z}UE }E <} X

DAQ55
t oo 3Z §[+ AZ E-hosiZzgarsidgEime came right before the GREs. And |
waslil ~/ v[§ } 8Z]e_ v [ ipes 1}v }us €AZ]Jo P u]vPeX €Ye v %p
week | had cut out a lot of stuff | had planned for the week. | cut back my work
hours./[u }voC A}YEI]JvP T Ce 3Z]« A | v 8Z @€ 8 }(3Z 38 38Ju [ ] |/
tryand pus }usU E pu  Z}A up Z 3Ju / *% v }vo]v U ¢} /[u SEC]VP &}
trying to go to the gym too just to get out stressors in a different way.

DAQ56
Maybe take A olX dZ 8 pep 00C oue u }Av 3}}X /8[+ o]l & | A ol v
breathe inthe fresh RE U ip+s IJv P § }us }( 8Z Z}pe U A ol E}pv X dzZ §[e
oneofmyged}[s + A ooX €Ye D}E 8Z v vC38Z]vP / E o00C ip*3 A vs 3§
anger out and frustraon and play just a VG or just go out for a walk or something.
Right where | live thereE v[S §Z § u vC o]PZS«U ¢} / }v[S§ E o00C ¢« uCe of
in the dark. So mainly what | did when | got home was | played about thirty minutes
of a game and thethat was it. And that actually helped me fall asleep.

DAQ57

| used to be into the oldo ¢¢] U ipeS o]l 00 }( M3C ] 00CX v ]8[« A EC

Ju% 5]3]A X /8[« A EC Jvi ve U A EC ( *3 %o X us 8§Z v «Spu(( o]l

put it on a low difficuly and just play that for a bit to relax yourself or when you go

to sleep, something ik $Z X /&[+ iu*3 0}3 ] EX €Y+ /§[+ ]83Z GU AZ v /]
e / } Z}Y 1 C S$E Jv]vP « A 0oX v /[u v}3 pep 00C He 3} *%0}E:

thing forme. So]S S | « 18 }usS }( u «<u]s 13X ~YU ]8[« 18Z G §Z § }&E AZ

playing an inense game and | just want to rest a bit.

DAQ58

/| Pu s A13Z v U ]3[+ (]v]8 oC ]1(( E v8 SZIUPZS %o E} oo e
E35]+8] X /3[* u}E EPu-@AJEX ©YW]8PU /[u u}E & I }JE] vd X /v A

8Z [« v}8 AZ & /[u }]vlP AISZ[w ZyJAGOA Jv & «1 8Z &/ A v§ &}
accomplish within a game, within an environment that | choose, whether that be
like Mass Effect, going around to differeitépets and exploring and finding these
treasures or whatever. Or running away fromthg@ sZ S[e SEC]JvP S} |lJoo u ]v
Outlast. Haha! | feel like they both relieve stress in their own way. Because also with
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v U J8[* %ZC+] oX "~} } AlYicaloedpsris toBirEsS rdljed With
dance because you are releasing endorphins.

DAQ59
I think 1 was 12 or 13 and | remember that that was a time that | found out | had
another father. And | remember playing [Legend of Dragoon] and really inpck
u (o & + A]SZ uCe o(X / ] V[3Z A 8} % C &35 v3]}v 8} v}8Z]vPL
onthat. And that just became my outlet.

DAQ60
I had me first console, a Nintendo 64, when | was very, very young and | played with
my dad quite a lot. My mom arahd separated when | was about 3 years old. I still
see him like every month. Butmy dad hasA C+ o]l E]JvS v }X €Y« /(/ A v3 }v |8
now, my dad would have 100% file on every single game. Haha! When | was
C}uvP EU C}u }V[E8 E 00C umn3 EPE[E 3%OoFCUP 18X tZ v/ A »
CluvP EU mHe / ] v[$ Z A E}SZ[EFS 20T AJ6ZCUve «}
Pu / ]JvVv[S§ uv &S v X, Z2J

DAQ61
Well | see him a lot less frequently now. But | used to see him like once a month.
Then it went down to one every three months. Now | see him like twice a year at
U}eSX tZ v/ e+ Z]E]300@}5(pnoo }VvA E-+ §]}vX €Y/ ] Z A JVA @
with him about the Nintendo Switch and why he got it.

DAQ62
Yeah, basically before my mum and dad split it was a hostile environment in the
0]JA]JvP E}}u 8} » C 3Z 0 353X %JQBHUQL3SPE[ISEIFUS} %0 C }v
the Game Boy or in the frontem to play on the Sega Mega Drive just to get away
(E}u ]8U « % (E}u 18X / }v[s 8Z]vl/ (0818 & 3Z SJuU us Az v
%% E} 0oC A X /[A v3Z EWUW AZ AA%AVeX VYSPA «v[3 E o00C
that bad because itwas verycl®& 3Z § / A » v}3 uC [« (AJuE]S X /I8 A « u}@E
that my mom used my sister as a weapon than me, which is fine, because she was
A ECup Z C[* P]JEo v / A+ A EQ@amnuBititwasuuC[e }CU 3
hard to watch. Parents split up when | wase&jiso probably a period of five to nine,
so four years.

DAQ63
| think a big part of the reason | play games is maybe as an escape, but also because
I like to stay in contact with my bestdnd who is a big constant in my life and
e A [A PEIM 3260E v A[E % E 3] 00C o]l E}S3Z E+Xt E
the same situations really, maybe some differences. But his mum and my mum are
quite reckless in certain aspects. They both have ahé&etlth problems
themselves. And | very much think he usesiggras an escape.

DAQ64
He very much lives in the same circumstances | do in that his mum has a mental
illness and they live in poverty and he has a girlfriend that he spends a lot of time
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W]EZ &)} §Z %}]vd AZ & 3Z C[A % E $3e@llkaldsaitha Jv §}P §Z EX /

euU AC]Jv EZ 3518 ]Vve%]E » u X pe ]85 o 8 uC Ju P]v S]}v EGuvuU
Jus v P 8]A 5Z]vPeX /8[+ Ius v A ] <« v ]8[+ }}us o A v pupv]A G
aren[§ }JuE }Av v [ }v[§ Z A 3} % C 33 utS]hecaliel ES v * %o

cannot run away from being in denial by imagining myself in a different world, but

C Ju P]Jv]vP uCe o( ]v ]J(( E v38 A}Eo J]3ul «u Avs s} AE]S .
§Z [« AZZ]vl / o]l P u]vPU ]3] Me enidy,lar that| SZJvPe §Z § /

o]l 8} Ju P]v U Aloo Jv 8Z ¢« P u X v «YUydying ou}es o]l %o ¢
in-my-imagination.

DAQ65

When | was younger after my mum and stepdad split up | wie gagry and

anxious as well. So, | had to go to counsellingfat for a couple of months. And

then after that we moved around a lot and my mum got a new boyfriend and |
] v[8 @ o00C o]l Z]Ju v A v3pu ooC A u}A v AJ[SZ Z]u *%]3% u

want to. So, | had to live in a house with someone thatVf@is vi}C $Z }u% vC }(X

So, he would come home from work and he would come and sit down and try and
vP P A]8Z uU us8/ E o00C ] vVv[8 o]l Z]JuU ¢}/ A}po ipues o A X »
vE] §C me / ] v[8( o Ao }u JvuC }Av Z}u X

DAQ66

Maybe. [My father] was really disappointed with my brother, | think. He always
blamed him for setting a bad example because my brother never got good grades.
And then the rest of us stoppeetting good grades and stopped doing homework.
But it was redly because our family was really dysfunctional, and my parents would

E]vl 00 V]PZ3U 8 C }usU «} 3Z 8 3Z C A E <} Eupvl $Z § 3Z C }}
school in the morning. Justthisunt@3ZC o]( *3Co $Z § A PE A pu% JvX [/ §Z]vl
their faultth 8 A ] v[§ } Z}u A}EI }E P} 8} » Z}}o }v 8]Ju X €Ye , %ous e
}IME ( JOUE * }v peU §8Z § Z <Zluo % E} o0oC S 1 }u o u (}EX
because he works in country clubse litle has forever. And | feel like old, rich, white
people told m about how shitty his kids were when he would complain.

DAQ67
It was a lot of different things. Sometimes before | was ever out or accepted things
myself, | kindaeally shut myself downneotionally. And sort of the only time |
connected with any emotions was through fictional narratives. So, | was big in

U}A] » v +]JvPOo %0 C E o}vP v EE 3]A s'- pe / 8Z]vl 18[« E o
connect with characters whenyof E Jv3§ E §]st®eryfe]ltd liBzyou are in
VGs.

DAQ68
So, VGs in one way just sort of acted like sort of an empathy machine for me when |
was otherwise pretty emotionally neutral in every other aspect of my life. And then
my home life, famyl life, there could be mhaoworse situations, but definitely
A}po v[$ Jve] & Z %%C Z}u X "}U JvP o 3} E SE § 3§} ucC
put headphones on and play a VG allowed me to sort of like escape from that.
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DAQ69
dz s[¢ & o00C Zbékaused gréWwlup with gaing. | remember the
original Macintoshes with Oregon Trail on there and dying from dysentery every
time. And just grew up from that. My sister and |, we had an Atari. We have an Atari
VIAJt PE A p% %0 C]vP \Viay®beenvparl &f myi ife &lways
went to it as a stress relief because | never had an easy childhood. My mom, she was
illegal for a while. Finally got her citizenship, thank god. We lived in an abusive
family as well. So, my way to escape everything ither through the arts,
% E(}EU]VP upe] U Vv JVvPU }E SZE}IUPZ s'eX v 3Z [+ 3Z 35A} A}
] 00C o]J]A JvX v ]3[+ «8]Joo uC P} &} puvs]o 8} CX

DAQ70
Yeah, it helped me sort of nurture myself and figure out who | am in a fake worlddnste
of having to worry abouhow people perceive me in the real world. So, it let me play
with identity more.

DAQ71
t oo 0}3}(3Z Pu-s+*38Z538/ %0 CUC C}Iu[A P}S v}i 8]A 8} 2z S},
thing of going through just to get to one objeaithen get to the next an Just build
%0 S(}EU H%}V %0 S(}EUX Vv [ I]v } §Z U /-alterat %o v AZ] Z [[/
*Ju %}]v3X €Ye / o] [/ A e« P}YJVP 8} % ](] =+ Z}}oU Azl z 1/ ] v
going to a specific uni to do a sjifeccourse, and | got tthe uni but am on a different
JUE+ X €Ye dZ C P}3 u ]Jv o A ]Jved X [/ 8}} «Z]v]vP 8} 18X d Z ¢
shining to it.

DAQ72
And then my parents bought me a Nintendo and | started playing Super Mario Brothers
and itevolved from there. I gok ]@E C[+ A v3uE X / P}S pl8 o« (J&E Jved v X
one of them was a different world | could explore. When | was a kid | was an only child.
There were no friends down the street and that became my go to, especially if | was
bored and had nothingto} X €Y+ tZ & / o]A U ]Jv 8Z ]3C Az & / A+ 38U/
really go anywhere because we were so far away from everything else. It was like, what
can | do in order to explore my surroundings? And VGs became a part of matlike th
could explore NiagarFalls if | wanted to on Ducktales 2. | could explore a new city
§Z vle 8} Eu v r*v ] P}IX AU ]JE8 A« E 00C iped v A %0}E 3]}v *}
] v[§ E o0oC Z A 0}3 }( 1]+ }Av 8Z +3@Red®hab/@E « X dZ S[+ Z}A /
were my besfriend and those were the ones | could really count on.

DAQ73
/[« ip*8 v] Z A]JvP «}u }v o+ ]Jv 8Z E}}u A]JS8Z CluX }8Z JvP (}
§Z]vPX ~}u 8]Ju » €uC (0 8u $ Vv /+ Z VP }ud vsoAtBeZ ds v /[00 %o
TVforustowatZ X €Ye pud %0 CJvP P u 3}P 8Z & A[E }3Z (} pue }v !
S§Z]VPX /8[+ }v }(8Z (A A Ce+ §Z & % }%0 +3]00 ( 0 % E + v Z}P ¢

DAQ74
DC *] oJvPe E o0} U v <}u 3Ju » A [0o0 ipther,notv «% | E %Z}v 3§}
talking, scrolivP SZE}pPZ & }} JE %0 C]JvP P u U }E A § Z]vP dsX €)Y
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d SE]*U D E]} < ESUD E]} W ESCX D C }v C E A oo %0 C F
thing on our list of things to do together. My brother and | play Smasth@&s together
sometimes.

DAQ75

U }C JOJUEX /S8 A e uC +]e8 E«[U pu3 /[ oA Ce ev | ]vs} Z E E}
A ] v8o0o0oC_ 08 ZE+A (JoX,ZJt AE %E $5C o}* VCA
a lot of stuff happening when we were growing up. The gsukept us close together,
He +Z [+ oA C+ Z V %% E ] 3]}v (JE , o}U v E vsoC &]Jv o
e A }3Z %0 C P u U o]l A %0 C &]vo &v3 «C iU us sz
multiplayer game, so we talked about it. She got big into thatjastitold me what to
do., Z J €Y+ ~"}v] VV]A E« ECU A %0 C SZE}RE ~}v] iUTU v 1
brought that sense of nostalgia, because we already knew the map, we could just go as
fast as possible. We used to compete with Pokémon Silvercatid get the furthest.

DAQ76

| think primarily with my brother | play competitive, but other random people | just play

iped 8} A]Jv. JAVX €Y+t %0 C s's 8}P §Z EU pu3/ oA Ce Z 0% Z
think we used to use all my quarters helping him win until he makeshe final stage

v §Z v Z | §3Z PuX"r}y3Z3E[«}v AC/ ue 8} Z o0%X ,ZJEY
& Ppo CE E]Jvs v } §Z C Z E Pu }vs§zs}lvuU S8zZzSSE |/ S8Z]v
do it alone so we sort of played together trying to get the highesteswih jumping,

Al§8Z 8Z Z]PZ ipu% X ~}U Z [ Euvv]vP Al8Z Z]e ( 8 }v 8Z u s v
just using my hands pounding on the mat with my hands. Haha

DAQ77

Interesting fact, my boyfriend actually got back into gaming again. He gotdnieg

call %] D] I C 1X €Ye ~}U /[u o]l "K}ZI D GC u v C}lpg VvV %0 CJ_
Nz ZU ] 00C A v §} P} 8} 8§8Z 8} v P S v}$SZ E }vSE}oo ¢
actually start playing cooperatively. We playedom like the original Super Mari

Brothe€E+U A Z A U vC I]lv %pullo Pus+<A SEC 5§} }U He 3Z §[
A[E A EC ]Jvid 00 33U 0}V 3EZ %pllo % 3 }(]3X vC I]lv %pllo
P}} 38X t[oo *]83Z E U v A [oo (JPUE }dérstabdapgdry X >]1 ]( Z '}
} (13 uC [/ AlJooX v A A}EI }v §Z § §}P §Z E +« & uX dZ §[« AZ

Zlu *} up Z He A[E }(8Z < u ul]v p$ $38Z «u 3Ju A 3sz]vl
/[[u u}E $ZIvl }ude]l }( 3Z }A AZpokss \ve ecniEl¢meatC C 3Z
each other.
DAQ78
A few months ago, | played a little Portal 2 sptiteen with a friend. But other than
§Z sSU }u% o0 C & / Z % E3Sv E AZ E A A}luo %0 C P u « §}

With my former partner, we played gas likethe coop version of Shovel Knight. A lot
of Nintendo games, like Wil games, like the Mario ones. Kinda like low investment
games, not very intense games. More social. It was sort of a comfort thing. Our
relationship was defined by our time toget beirg on the couch, eating food, and
}Jvepu]vP u ] X /8 A+ 15Z & A § Z]vP u}A] « }E %0 C]VP s'eX €Y
Al3Z 8Z 8§ JUE + % A + *% v JvP 3]lu A]sz Z }3Z & }]vP o}A v
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My sister and | definitely grew up playing gesrtogeher. And then early adulthood my
(E] v PE}u%e+ A[ Z A >E % ES] U }3Z Ju%pus Ee v y }E X

DAQ79
dZ E [+ D E]} < ES VvV "p% E ~u «Z E}S5Z E+X €Ye z ZUA Z A P
well we do Dungeons and Dragons at least twice a week,idaysr 1 builds a

Juupv]3C AJSZ]v JUE (E] v X /8[+ }}o 8} IVIA Clu Zz A }3Z & (E]
Jvd E +8¢X ~"}U Clu P & 8} Z vP }u3 A]JS8Z 00 8Z * % }%o0 AZ} Clu
A13Z }usde] }(+ Z}}o }@E §Z E Xhd Bgr serje or§ystResingihen ( 3

§ ¢« Z}}oX /8[« ipe3 }}o Z vP]VvP }us A]J3Z (E] v »« AZ} Z A +Julo & ]
like a party we had each season.

DAQS0
toou Vv uC 35 udU } ev[3 P} 3} uv]}E vC3Z]vPX , A}EI- Z E
We wsed to mly play local co} %o X He / *3]Joo P} 8} Z]+X >]I A EC A | v AzZ
Zlu X ups ]8[« Z E E Vv}A ue Al3Z v AP v & §]}v }ve}lo » 3Z C
*%0]5 « E v VCU}E X /& } sv[8 E o00C /E]+sXustidJ A +3]Joo P}
play certain games. It is a bit different. | do preferjco X /[u v}S E o00C -( v }( }volv
}% X W& /[u v}E A @C P}} & 1% ]3Z EX +3]vC ]+ 8Z }voC }v &Z
(JEX A v 3Z v Clu[E A]l3Z C}uE u eerdopdsPkésSWhengs / up Z % E
Clu[E P Jves /X

I
)
S

DAQS81
ITA v A E E 094G %VERPX /[A SE] 158 A]8Z +8]vCX / E o00C v
my friend. He invited me to play Destiny, Taken Queen, | mean King! Haha! Sorry! Taken

Queen is what we callieit when we played it. Culturally the homosexuals change the

name of their games. Haha! It was an interesting experience. | really enjoyed it for the

Ujvd3zZ 3Z 3/ %0 C ]53X /3 A+ }}oX /8§ A+ Z vP]vP }us A]JSZ (E] v -
there, so thatwaseally A J&E U us / I]v vi}C ]85 +« A ooU He /[A vV u
an introvert recently. It was cool meeting people, hanging out with people that you

VIEU 00C }v[3 Z vP }us A]3Z v P u]vP 3}P §Z EX

DAQS82
z ZU ]J( vCSZ]vP ]3[ Ze.B®B%sau W A}§ZouC o} (E] v PE}p%U 37 E
about ten of us in my really close friend group back home. We always go out all the

3Ju X us8 A [E +%o0]35 }Av 3Z u] o }( AZ}Y[E P}3 Wrd v AZ}[ P}
is the bridge between socialising., §@nything it does help a bit because | was never a

<u] 8 }v. 8 « Z}}oX /[A oOA C- v <u]d O} U }% V % Ee}vX ps ]
place to reset yourself, gaming. You sit there, you cool off, and then you go get back in

again.

DAQS3
| like tre commurd 3C }( 13U ue /[A P}3 00 uC u § « | Z}u He A
8§} %0 C +3]vC iX ~}U v}A 8Z § /[A }u 8} puv]/[u AC (E}u 8Z u
1 8}P §Z EU +} 8Z 8[+ I]v._ uC A C }( P 88]vP | &} §Z uX

DAQS4
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I consider myself gamer. In my circle of friends, and the way | identify myself, is as a

gamer. Growing up in high school, all my friends had PlayStations and Super Nintendos.

Those are the people | hung out with, so that was my community. Those sqreoibie |

hung out vith. Those are the people | associated myself with. | normally hung out with

S§Z P u E* }E& SZ SE %o }%0 X /S ]* % ES }(uC ] vs]sSC ue /[A
these people and played Magic the Gathering as well. So yeah, getkamers.

DAQ85
I have Facebook and just started getting back into Instagram. Also, on Discord, | found
}us §Z2 & [ ]J* YE Zvvo (JE'Cu E+U <} /i}]v 8Z X /[A v ¢
*}Jou ] $§}}X /[u Spu ooC v u]vheddhEGHE (gnliiy & E] C
v Xt Z A Jud diiuu Ee v A[E +3]oo PE}A]JVP «3E}VP C §Z
A ipues § ol }us8 3Z v A p% 3 X dzZ S[«}v A C 3} }vv 3§ A]3Z (E]
" uU }JE& y }AEIX /IS[¢ PE 8 %0 $} WS ¥ A (B]A}EECC}H
about the slurs that you can get with multiplayer games.

DAQ86
As | said, on Friday the 13th the game especially, you have people that are being singled
tus He 8Z C[E P C }E& SZ ¢ }v[S S o]l ClgetheXx v §Z §[+ u ]Jvc
PE}U% B4VSIN & }HIX He A %3 A EC } CX /8 } *v[5 u 838 @
«3E ]PZ3U JU AZ 8§ A EU A %3 Clu (}E AZ} Clp E X ups A }v
violence in our group. If we see any of that we let you go.

DAQ87
But | knev how hard it was t@ctually try to find who | was as a person being a gay guy,
being a gamer. And so, when | found this group | finally felt a sense of belonging that
ITA oA C- v A vi§]vPX €Yes pus ]38[s *}u 8Z]vP 8Z § /[A oA C+ A v
was never abletofv ]38 pvs]o v}IAX v <}U /[u A EC 8Z vi(po / 3pu ooC P
that | can actually connect with on not only an intellectual level but also the same aspect
and mindset that | am.

DAQ88

I work in the campus LGBT resourceresand just interating with students there | just

(Juv *} u vGC P u E+X ~}U A U 00C 5 ES }JVP P u]vP v]PZ3.
And we started sort of collaborating and doing coffeeshop/LGBT resource centre gaming
night. So, met a lot of peoptarough there. My bst friend who | now have a lot of my

*}]o38lu Al3Z §ZE}uPZ Z} 18> PuUuszZE C A}EI]vP § §Z

v §Z v o0} SZ E |- lu%o J(( & vs & 1} PE}IY%e JE ] JE -
that are just dedicatedo either Transgenel or Queer gamers. So, if | ever have a night

Az @ | P 5§ ]vs} JU% 0 P u s AZ E 3Z E [* iued 8}AF] % }%o0 ]3]
§} §Z}+ U Z A }VA E- §]}ve 83Z E U }E (]Jv %0 C % ESv E+ SZE}n
that toxicexperience as thexperience that defines the night.

DAQ89
/| IVIA 8Z 8 P u]JvP[e 0} Z 0% u A]3Z (JEU]JVP (E] V *Z]%*X | Z A
IVIA §Z § AZ v ]v Z]PZ « Z}}oU v A v 8} VIAU 8Z (E] VvV *Z]%- /[A
the people that @yed similar games?KZU &]v o & vS «CJ KZU C}u o]l &]v o & vS§
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KZuC P}YJ_ v AJ[] §ol }us &J]vo &vssC v ]38 A «v[§ A ]E /A
AJE 3§ Z}u U He UC ¢]*8 BEU «Z v A E %0 C VC }( 8Z & «3pu((
C}u[stEh aweirdo,whyHd Ctpu o]l §Z]*M_ v S§Z v /[ P} 8} « Z}}o v [ ] v][¢

any friends that played that stuff until | met that group of friends.

DAQ90

And then after that my friends circle just got bigger and bigger and those are the same
peoplel used to play Dance v Z A}ous]}vX KZ uC P} / o}A ZJ /8[+ o} A
people who are, who have social anxiety to also meet people in circles that are in the
P ulJvP }uupv]3CX /8[+ E 00C Jvd & +3]vP Vv}A A]3Z P u + o]l * 5]\
out in this open world ad communicating over your headset with people you never

$uooC e+ }E ZA usdU ps8 CIu[E <8]Joo Z AJvP 35Z]+ (}JEuU }( }uu]
having that community feeling in those type of games as well.

DAQ91
My first gaming experience was whewds about four years old, maybe younger
because me dad gave me his Nintendo 64. | was playing that. | still have it. | still play it,
because | grew up in a generation where obviously games have become huge. Games
areu *+]A V}IAX /3[+ o]l AZBEC3IYy SlwJAe}pus 18X /[« v +C }v 3}
*°} ] o }usSX €Ye/ }v[S e C S} uCe o(U N u]JvP } » 8Z]e (}& u X_ /8]
P % ES3 }(u o]( 8Z 38 1(1%8 Avs /[ ule e jatrallthing} <X /S[e tu
§} S$Z]vl }(X & pttheiperséha, top of your mind, to go play PS4.

DAQ92
| §Z]1vl 15[+ *} 3E vP 3Z § }JA & 00 }v 8Z suE( U P u]JvP ]¢ & E(
trans woman. But there are so many pockets where | can firad goenmunities. And
for some reason #till is such an important release for me, even though | know how
§}£] P u]vP VA]JE}vu v8e v X ~}U ]8[* *}u 8Z]vP /[A O0A C-+ 37}
strange phenomenon that gaming is simultaneously this breediogngt for toxic
masculine communitesa A 00 ¢ ipe3 %% E]JvP o]l §Z & [+ o<} Z]PZ u}
Queer people attracted to it.

DAQ93
[« uCe o( * (8 % E*}v (}E& /¢« uCeo( * P C % E&-}vU ] vs
always been harder for me game protagonists and stuff thatyoww}A §Z & [+ v A E
any just kinda chubby dudes.

DAQY4
Eversince IwasakifA oA Ce Z 5Z]+ u v3 0]8C 828 (8 &/ }u Z}u (&
start playing VGs automatically because it seems to alleviate a lot of the stress from the
day. Thatway | §v[§ E o00C Z A &8} (} u* }v ]38 8 V]PZEX / Vv ip*3 %o C
JU%0 ZIu@Ee $3Z v /[u (Jv X /8[« Vv ¢ % (E}u $Z E o A}Eo X

DAQ95
t]3ZuU/ZA ~}Y]o VE]SC J}JE & v 'v E o] VE] SC ]J}CE
would also explaiiz }A §Z 3Z }EC }( * %]euU Clu[E 0 S} * % CluE ¢
for X anount of time and being in another reality kinda helps you cope with things
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CIM[E Vv}E o0 38} }% A]8Z ]Jv C}uE }Av o]( X &}E A& u%o U Kps3o
experiencingaP pC $Z §[*+ SEC]JVP 8} upE E u A EC (JA + }v U pus v
that way. It feels like your skin is constantly being ripped apart in any situation that

ClU[E JvX Vv (}JE& u 8Z 8 Z %% Vve ]Jv ¢} ] 0 ¢]Su S]J@eX / ( o0 o]l /
C ooJvP S u v [/ ( o o]l /[u }veS vSo0C epdBIEgmximity C % }% 0 }( (
and | have to be aware of what | say, how | say it, how | look, how I think. Everything. |

Z A &} A E }( A EC 0]350 +*% 3 }(apfhicat@xkKksZ EA]e /[oo Z

DAQ96
AU A]JS8Z Kuso 3/ ( o o]l ]tothis VGandssuccesstully beat this
monster, this scary person, this thing that constantly is after you, then | can kinda do
that in my own life. It kinda rewires the braininA ¢ v / ( o o]l U / IVv}A /[u v}3§ ]v
the situation and | get fully immerse]v §Z € U <} ]§$ ( o« o]l /[u]v §Z & v ](/
it in this VG then | can do it in real life.

DAQ97

It distracts some of my focus, so | can work through things ibabkground. Like you

IVIA d SE]*U «}u 3Ju « ]13[* E oo 0dAv v} E[®]v}S |[EE o00C Z]PZ
V ]8[* *3E ee(poX v AZ v ]S8[« E 00C Z]PZ C}u Z A 38} (} ue }v %o

1S[« o}A C}tp v SZ]vl }us }SE[EISEAVR-RHYIWIA  }pus vA] SC

0}5U ps ]S8[oo I]v e« vKinda damfieréduz forza [t of people. So, you have to

(v A C 8} ¢8}% 3Z X E} u 88 E AZ} Clp E U Clp V[ ip*3 AYE
JuS e}u 3Z]vP 3Z 3§ Clu SMM[u%BaPsXvE 8} $Z]vl }ud ]J3U v 3} Iv}A

AzZ 3§ C}p v } v AZ do.@puyouwngsd to find a way to stop worrying.

v d $E]Je Z « 3Z 3 pJod JvX z[IVIAU «}u 3Ju « C}p Z A 8} (} pme }v 8,
vi§ AJEEC }us 135 §ZJowownadd§au var fimkabout it again.

DAQ98
| % E} 0C Aluo 3 3}uE 08X § 15[+ o]l u ]38 8]JA 3Z]JvPX pe 8z
really awkward thing to bring up in a casual conversation. But it is really therapeutic to
just focus on putting lathe pieces together and not have to worry about fitting all the

pieces togdter in your life.

DAQ99
z}u Alpo 3Z]vl 8Z § 158 Alpo Jv u U}E SE eeX /| Pp o ]8[c 82 AZ
Like, you go to a movie, or you go to a theatre, or a sdvatever, to escape your own
E 0]3C I]v  8Z]vPX [ IV}A /[«CoBuXv/ VWA &Z E [« v}S §Z]s u}ved E
trying to kill me with a machete. But | put myself in this situation knowing that maybe |

V ¢ % ][3X €Ye /3[+ 0]l VAKI]C WA EOQU /[BQ 3 3]1}vX / IVIA ]18[ V]
but | can escape it. Somaybeu  }ve J}pueoC /[u }]vP 8Z & ]Jv uC }Av o]( =+ A oo

DAQ100
With the chance to review everything in your game, it makes you take a step back and

just look at the whole giiation rather than go in head strong doing whatever and if it
} ev[$ A}JESIC}p P} IU v C}lpu SEC ]S P JvX €Y+ /S[¢ 83 & §} 8§ |
from a situation just to think it over then have another go later. Give your mind a rest.
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DAQ101

Inth E o A}Eo U §Z]JvPe iped }u 3} u v SuCEhae®Xoaus /( /[u Jv s’
0]$S0 ]S }( E « & ZX ~}U ]S8[ I]v ]1(( € vS§ us8 8§ 8Z +u Slu ]S
Ju 8Ju « J(/ Vv[8 (JPUE }ud %oplilio (}E dansdially figuré | % SEC]VP |
18 YusX K& 1(/ Vv[S (JPUE ]¥ }ps (IPUEiWY4sS pAZ }¥fo P}VP }v v

§Z v /[u P}} A]S8Z ]8X €YetZ v/ Z 38} Z 0% uC P} Z]Jo E v A]§8Z §
Z]*8}YEC v 00 3Z §X /(1 ] v[SI oyl definitely trjtadobk i§ @p. |

Alpo SEC 3} (JPUECYuR IV D EF]s (E}u u 8Z o0 X tZ S ]J(/ } 8Z]N
*lu 8Ju ]88 VvV e u% JvP §Z E]PZS veA EX "~}U /[u o]l ~KZJ KI CL

DAQ102

Aside from being scared shitgs never played a VG where the only way to beat it is to
run away. So nonally all VGs is about fighting back. So, you have that control. This is in

A CU CIu[E PJA]JVP p% 3Z 8 }vSE}oU pd Clp Z A 3§} uEA]JA ¢
thinkyoucoul }U AZ] Z ]« Euv A CX /8[« ]vd E «3]VvP pe / (Jv 18 u
o]( X z}u Vv[8 O0A Ce+ (]JPZ3 A EC *]JvPO0 % E} 0o u 3Z 8§ }u * p%X ~
turn around and walk away from it. And this game is forcing me to sometimes accept
thatthings E P}vv §Z AC %z C & X z}pu Vv[8 }v3E}o A EC3Z]VP
Cl}u Z A 8} EpuvX K( }uE- U ]8[+ 8 EE](C]VPX z}u Z A 8} o uPz &
gonna sit there and cry.

DAQ103
/fTu A EC }EP v]e AZ v ]85 }u « 8} uspddr & game is the Barh&E P v
task. In order to complete a side quest, youeéhtovdo this, or you may have multiple
side quests within the side quests for you to accomplish it and | make sure that
everything is done. And if nothing is done then everythisggaes out of place. And |
become out of focus.

DAQ104
| also noticed tht | like games that have tdo lists. And | do this in my own life, | write
0]*8e }( 8$Z]vPe §8Z 8§ | v 8§} } SZE}lubPZ}pus 8z CU v [/ « E S Z 8z
just something love doing, because it makes me feel accomplished. And Mass Effect,
Assas§v[e E Ut 3 Z }PeU E <}u }(83Z P u-e3Z3ZA 35Z]* 0]*3 (
you can do all of these side quests or you can stay on the main mission. And as you do
them,itscrat Z « §Z u }pus3U v 8Z §[« AZC / & o00C 3pu ooC Vi}C §Z]+ P

DAQ105
ISuleu ( 0o PE S§X /S[¢ (]Jv]S 0C SE& ¢ E o] (X tZ v /[ } Su((
make a list. Do dishes. Clean bedroom. | can do these things without writing a list, but
actually physically seeing it in front of me, and physically scratchindg, iitgust makes
me feel good.

DAQ106
/[Tu }ved V30C «3E e+ }us A]JS3Z 8Z &8 « Z}}o AYEIU AZ]1 Z | o<} pe
Study Life, which also puts all your homework indistf so you can check them. It puts
everything in priority order, so yourcgo down the list and do your homework in that
A CX /8[« (VS *8] X [/8[* 8Z e+ u A]S3Z D e¢ (( & v e ee]v[e E
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lists. Seeing everything accomplished justim §Z]JvPe 0}8 <] EX /( /[u o 8} o
things in frontof me it make§S§ ZJvPe 0 ¢ «SE e¢*(poX /( ]S8[ 00 ]JvuC Z U SZ v
§}} up Z He 18 } ev[8 e u o]l 8Z E [+ A C E}uv ]83X us Az v
v % % E ]S[e &tpbadoC v}S §Z

DAQ107
K§Z & $Z v ( o]vP o]l /[u P}]vP € I@MV.CZ J (& A/IFPAEVIE] s
least with this week, before | even decide to touch homework. Once | come home from
0+« }JE (E}u A}EIU /[A V % 0 C]viPdadikes epsd stre€s fromipes 3} |
A ECSZ]vPX /[u v}8 P}vv SZFIPZINSAVEZZIEPRSZ v e se]v[e E X
€Ye / ( 0 O0]l ]85 % E % E «u (JE Az s/ z A 38} } (JE&E uC Z}u A}E
Creed has lists of missions and tasks and side q@¥ts Z A 3} }X ~}U ]8[+ o0]*3 C}u
have to complete. So that translatesmy real life. Oh, | have this list of homework |
have to complete so, if | can do it within the game and have success in the game, then
/Tu o]l ~"KZU ]38[* v}3 3Z03( <*JAWOXE U/ v } 8Z « o0]350 0]
canmake listsformy o( v & o]s "KZ }I CX dZ]e Jev[S *} X1z A §z
v} 8Z ¢« 3ZE Zpuv E §Z]vPe v ]3[+ E o00C }voC (JA EZ]JvPeX_ A
*SCo U /[@@Z]VPSEZ S[s ]S5Z E o0} S }E ] *S]vSZ *% S }(uC Zz
tZ S }v SZ S[¢ ] ¢S }E SZ }v SZ §[¢ p }}v EX "}U/ } uC 0]*S-
€EYe / ( 0 P}} X/ ( 0o0 - AYEE] }us 82 SZ]JvPe }u]vP u% (8 &E

DAQ108
When | sat down initially A « o]l ~/ P}8 8} P § §Z]e (EuSE 3]}v }usX / P}3§ §
CIus }(uc z X_ v 8Zv o/ A e %0 CJvP ]38/ }uo ( o uCes o(u
was more aware of what | was doing. When | get into that anxietyedtaist get
overwhelmed.dZ &[+ *}u $Z]vP / }Vv[S A v8 8} Z %% vU pus C 3 E C |8
I did a little bit of gaming today, it was about 30 minutes. But it was mostly just to
release my day, get my mind on the right track, and just basicgthy emy day off.

DAQ109
Le3 A |/ %0 C Kpdo 3 (JE }Iud S3ZE }E (JUE ZIpE+X €XXXe /5
/Tu o]l ~tZC u / %0 CJvP §Z]*M_ > 5 A |/ A « ipe3 ( o]vP o]l U v
feeling of last week. Everything hit meaatce, with the papers, andhad interviews. |
igeS Z 3}} up Z }v uC %0 3 U v [/ A e iped "KI CU /[u ip*3 P}vv %o
needed something else to like, freak me out, just so | could feel something. Haha! Other
than the stress. | was just the2 | was just a robot ruring on autopilot, so that brought
}18Z & ( o]vPe | Jv3} uC } CX KZ C ZU / u o]JA]JvP % E+}v E]P
robot! Haha!

DAQ110
I think what stands out was my experience with Final Fantasy 7. For me that was sort of
like the game that shifteddZ § uC /A% 3§ §]}ve (}JE AZ § s'e }uo } A «X dZ 8
% E} oC o]l u] o * Z}}o P (}JE u X €Y+ &]v 0o & v3 «C 6 A « 37 (
where it felt like a different medium of being a storyteller, whereas like everyththg in
past was just a wayatplay a game. With me, gender identity stuff, that one weird cloud
cross dressing section definitely brought weird feelings to the surface that | knew were
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there but always tried to ignore. In a way it made me feel less weité #iwas in a VG
that evayone loved and there were commercials for on mainstream TV.

DAQ111
While | was in [the navy], gaming sort of disappeared for a bit. Just because | was on a
submarine and my ability to get a hold of anything was limited fong tame. But when
| was béng kicked out for being Trans, there was a good sewenth discharge limbo |
AelvAZ @ /| A+ v} o}vP E }v 8Z epu E]Jv U ps3/ A+ «3Joo v §Z
was definitely my distraction while | was figuring life outvas definitely those bge
P u X €Ye pusS o ¢}}v o/ ¢§ ES %0 CJvP §Z (]J]E*S €D e+« (( S« P
with the nostalgia. | had gotten to the point where | had realised that joining the
ulJo]$s EC ] v[S ul u ep voC d}hat tvansiioo wakssyOna tiave to
be a thing | had to do to be okay with in life in general.

DAQ112
Well Mass Effect, | like the story line, and it reminds me a lot of Choose Your Own
Adventure books, like Goosebumps use to have. If you chooseethigaho page 67,
v 154} ~KZU }I CJ tZ 8[* P}vv Z %% v v £SM_ v 8Z §[+ I]lv AzZ
]« IJv. o]l X /8[+ o]l C}u = 38Z]s Z E § E[e *S}EC }v ]3Z E Az s
experience or what you would do. And it changes the outcom&r AZ}o +3}ECX /5[
fun experience in that way.

DAQ113
z ZU 3Sp ooC /[u ZpuP (Vv }( ZYEE}E u}A] » 03}P 83Z EJ v AZ v
§Z C[E Ju]vP }us Al§Z &E] C &Z {isZ /[u o]l ~/[A P}% &} %o C ]
for a game like thisorever and | incorporateiC+ o( Jv&} §Z P u ue /[A oA C-
Avs 8} %0 C P u 38Z §[ - E}uv uC ( A}JpE]S ulA] zZ E §

DAQ114
<]JvP }u, &8¢ ]Je Vv}3Z E }v X /[u ZpuP <]vP }u, ESe (v v AZ v
game for the first time it relieved #ot of stress because | felt like | was escaping from
§Z €& o A}JEo v P}]vP &} §Z]e ]Jv CU / 0}A ]Jev CU «} ]38 A » I
/[Tu ]Jv 8Z ]& A}Eo0o X_ ] 00CU C}u[E +3]o0 ]JncoprdE}o pns Clu[E
if that makes ai kind of sense.

Also, it brings a sense of relaxation because you remember those games as a kid. So,
Clu[E o §} SpooC § %o Al8Z 87 §X z}u[E o]l ~, CU/ E
This actually relaxes me. It gives e ve }( }vSE}oX_

dz & [« §Z]*}v PuU>Pv }( & P}}v (}E Wo C"8 S]}v iX | ipes CE
PJlvX /8§ E}uPZ3 u | 8} uC Z]o Z}} U pe /[u o]l ~KZ A}YAX /
%0 C SZ]*X_ :pu*S C %0 C]vPofidmemoSes.E}uPZs Il o0}§

He /[A %0 C 3Z P u (JE v Iv}A
A C 8§} in*s o C | v ipes Z]JooX / }v[8 Z A
A } } 0oE CX €evhvetdfisfapl ~KZ A}AU / C
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Az Ae 1] X_ /8 A «ipes o]l }v }(8Z}s Z]o Z}} u}u vse 0]l U *
Az P

v /
§/ PE A p% }vJ_
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Quantitative data

Due to the low number of participants, quantitative data collected was regarded insignificant to
the study, espcially as the primary purpose was to explore participant experiences through IPA,
a quantitative research approacBata was collected througlné questionnaires below in the
appendices beginning on page 110.

Participants completed the State/Trait Anxiguestionnaire and Metacognition Questionnaire
30 before and after interviewsvhich can be found on the following pag&sis was to gather
gquantitative data to support or oppose any themes interpreted through qualitative IPA
research. Results concludest the State anxiety mean of 40.75 decreased to 38.5 through the
interview process. Trait anxiety, a measure of inherent quality of trait thatlmas, decreased in
mean as well from 47 to 44.4. In terms of metacognition, mean score also declined 7.1 to 69
From the start through the conclusion of the study, the metacognition mean score also
decreased. As expected, this data coincides with thealsi®f meaning which imply a
successful decline in anxiety throughout the participant interview process. INmricipants
display a decrease in scores, however, conclusively scores do not lower for everyone. Whilst the
decrease in scores are was namsficant, note that standard deviation showed a large
variation. Results support the need for IPA in this prestudy, as the quantitative data
represents individual experience as opposed to a group samipet test for State anxiety

revealed a nossignificant result: t (7) = 0.769, p = 0.467. The t test for Trait anxiety revealed-a non
significant result: t7) = 0.956, p = 0.371. The t test for MB@revealed a nowsignificant result: t (7) =
0.553, p = 0.597. (See TaBlbelow

Table 3
Paired Samples Statistics
n=8
Mean Std. Deviation
Pair 1 SAnxietyStageOne 40.7500 12.84801
SAnxietyStageTwo 38.5000 10.67708
Pair 2 TAnxietyStageOne 47.0000 14.56022
TAnxietyStageTwo 44.3750 11.26229
Pair 3 MetcogOne 71.0000 12.15378
MetcogTwo 69.0000 12.73213
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PILOT INTERVIEW

RESEARCHER
Tell me about your normal gaming habits. How often youl v AZ § C}u[A vV %0 C]JVvP

PARTICIPANT 1
"E}AJVP u% / A« oA Ce 0}3}( ZvZo PuG@X/ }v[EIVIA AZCX | ip
as much. | think | like the quicker hits you could get, even though | would spend a long time playing
hand held. It was nice to just be able to gauit, set it down. It just felt like more of an ordeal to play a
Pu }vsisz dsX Z v3oC/ P} ~Al8Z v A vS8 SZE}UPZ u}*s}(+0 U
(8 & (]v o+ / }uPZ% pay6d <ot ofiRerégra 5. | played 100 hamisss than a month,

us /] v[S § ]1SX "tU SZ P u ]e }v ov EU ]S8[ I]v *SE e(poX tZz
13X / A « o]l ~/ev[3 §Z § }}oM_ ~Z [« o]l ~EBSpUydidivéiniheveal \@rdooC «SE -
and you have tanake friends at school and stuff, but then those correlate to your stats in, you go into
an alternate world where you get to fight demons and stuff. But every time you go into the alternate
world it uses up ne of your days. So, the optimum way to platoi$ry to beat each dungeon in one

CX dZ §[e ip*S }v <*]8S]JvPX ~"}U SZ C | % P SS]vP o}vP EX dZ o0 *S }v
VIPZS %0 CJVvP ]3X dZ E & + A %} Wsd3X ZZU(FEU "KBU}V[u}Q@}@a[8Fs P} X _
time/ §Z]vl }us P}]vP | v }]vP 8Z v £8 puvP }vU / IV}A /[u E 00C c
Jvi3 A vE 8} ¢]8 8Z E (}J&E 06 Z}uE+ }E } *}u (18 v vVA E }u I §} °
Pokémon, but the story is a lot more adult. Artetcharacter designs are a lot more inappropriate. They
look like real monsters and damage shit.

RESEARCHER , ,
"} ZYAuve Ce A | A}lpo Clu ¢ C G}u[E P u]JvPM

PARTICIPANT 1
5 maybe? | play a lot of Tetralso.

RESEARCHER
No, that counts, thatotally counts.

PARTICIPANT 1
z ZU A E@C)v v AZ]o U ]&[+ ip+8 d §E]X

RESEARCHER
About how much time for each sitting would you play, ranging from lowest to most?

PARTICIPANT 1
D C i3} i Z}u&anaveidgs.[l have played 10 hoursi@E3 AU /[u pE X /v SA v o u 3§
you got to get your gaming in.

RESEARCHER
"YU AZ v Cp[E P u]vP AZ]Jo CIu[E ]v « Z}}oU Z}A }(8 v Alpo Clu + C
turn to gaming due to any sort o€lool stress or anxiety?

PARTICIPANT 1
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M C U %E SSC }(S vX pe ]S8[ ipes I]v <u] I & (0 £X /| EE] uC i
always had it in my left pocket, so | would pull it out as often as someone who may pull out a cell phone.

v ipe3U C[IVIAU ]( / A rtheZohwvérsaonSor jut wanted to turn off for a minute, |
could pull it out and play whenever you know?

RESEARCHER
What are some instances where you know you typically would experience stress and rightlapay w
that handheld out?

PARTICIPANT 1

Welo Jlv. 8A v 0 sse s/ Z (E 3luX v J(/ 1Vv[E8Z A v e«]Pvu vd p (
AYpo %0 C P u X ~}U / Alpuo pe 18 8} % E} & «3]v s v Ilv U v ]&][-
but,y[IV}IA ]8[« E 00C «3}E C kindakt@n Gf} and thinkiand explore. Walking around in

Zelda gives you as much time to think as walking around in the real world. [Starts smoking a cigarette]

RESEARCHER
Tell me a little bit about your smokingbits when dealing with any stress or atyi

PARTICIPANT 1

[ pe 13 8} % @E} E +8]v 8§ X "YU J(/ 18 }Av 8} } uC Z}u AYEIX /[00 }%o V
% E} e*}JEU v }Avo} SZ e¢]Pvu vE ¢ E]%S]}IVUVVSEANV[dOPPS }us
lostinaphonecallorlsu $Z]JvPX v [/[oo }u Jv v P § ev | v }lu SZ]JvP 8} E]
go outside and smoke. So, | use it a lot to get out of things and put things off.

RESEARCHER
Would you say that your smoking is alssed to manage stress and anxiety?

PARTTIPANT 1
t oo AZV/[u E 00C *SE -« 8Z §[« AZ &/ U Jo/ %pus 18 Y((X >]1 ~/
VIAX _ z[IVIA A v iues %ouss]vP 13 J(( (JE& A u]vpd U ]SbowdsaP]A « u v

that moment.

RESEARCHER
tZ v C}u[E pe]vP P u]vP (J& §Z +u & +}vU Z}A } C}u pep 00C ( 0 AZ
down the game?

PARTICIPANT 1

>]11 / A v§ JP & 88 X / pep 00C }v[8 0 8 uCe o( P uo e doneaz A <}u 3§7]
that moment. Butif Iu*3](C ]Jv uC ulv 8Z 8/ Z A VvIuPZ 8Ju U A v ]J( ]8[* in=s
§Z v/ v o]l "KZ/ Vv %0 C A] } P u-«_ He / v C[IVIA } 8Z § ]

before class.

RESEARCHER
How else do yojustify gaming?

PARTICIPANT 1
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Alot}( % }% 0 }v[8 E o]l ]8U u8 P us+s Vv %0 C 3Ju J* ip*3 % ES }( 5Z
played games forever. Yesterday was my broitheo A[s JES$Z CU v [/ A+« S uC PE v u [
Jlvw U v / A€dlr A, §} P} PE %\ME PIVBEE /[u P}u }&E <}u $Z]JvPX_
«Z [+ 0]l » PuM, €]+ v podeuvld_ v [/ Aeo]l 2~z ZU ps /[u P}vv

«Z [+ 0]l "KZU }I CX_ &}E <}u & <+}vU «Z A « }lcapd dgB8& butReEq4Av u v %o C
grownmanplayi  A] } P u M pu3 A ECSZ]vP o0+ ]v JUE A}Eo0o Z + ulA 3§}
v uUlJo VCU}E Xt v uloXt }v[§8 ASZds VCU}E UA «<3E u dsX
but we play them online. | like a ga U } & P u SZ S[e rEallendd3ta%e} Bigtl anostly

%0 C ]S }v uGC %Z}v U He 13[+ 1((] pod 8} » & u%U P 3 A EC}v v §Z
UC *]*3 EX / }v[8 Z A 8} P} o0 $8Z A C }A @y phode Wihhéprealuickp+3U %o 0
d Z @&an app for pretty much every board game, but Cataan, Carcassonne, Exploding Kittens, even

W}l u}v € U D P] E +U §Z}+ Z A 00 P}v }vo]v X/ u v A ECSZ]VF
Az @ A[E P}]vPX

RESERCHER
You were talking about that errience of why it is okay to play card games as a grown man as opposed
to video games. Talk to me a little bit more about how you feel about that.

PARTICIPANT 1

So, | like the puzzle elements of games, and the gisaterying to figure out how to wirhow to solve a

% E} o uU v uC PE v uU <Z o]l e }u]Jv} X v e0}S u Z]v X v [ }v][§
} eU p8 ¢Z } ev[8 pe $Z ]Jvs Bv 88X ~Z '} ev[§ Z A %Z}v }E VvCSZ]v

RESEARCHER
You mentioned that you plageconsole gaming. Tell me more about when you choose to play handheld
versus console on your television and why.

PARTICIPANT 1

,VZoO ] ipues u}& IVA v] v8X }ve}o P u]JvP ( o« oJllandv }E oX >]I ]3

deliberate. | have to turn orhe TV, move over to the settings, settle in your seat, look directly at the

e E VX W3 ZvzZo P ulJvPU AZ E A E C}u[E +]85]vPU Clu Vv ipes (0]"
V eZu3 18 v J8[* %oipeSX CIW JBMPS Z A FBe L1} O *PoXvS v JueX

RESEARCHER
Would you say you have a good sense of self control when it comes to experiencing university related
anxiety?

PARTICIPANT 1

/I }v[3 Iv}A §Z &/ }X /| } P & E MGEs vAEIIuE]APR EXusthe &home/[00 i

v /[oo & o00C ZpuvPEC v /[u o]l ~KZ |/ «Z}po P} P 8§ (}} _ v [/[ooO
«SE 33X z[IVIAU /[A }v 18 uloo]}v 8Ju X v / ( o o]lBecam}& }( uC A} E
13[ V}8 % E( &U |0 E (Y AX dZ 8[* $Z AZ}o %}]v3 }( P}vv « Z}}o ]+ &}
to be more perfect. But then when | look at other work, like when we do peer edits and stuff, it makes

me feel silly, but sometimes | juseed to kill some more time beforénlve no choice but to do the

ee]Pvu v3X v 8Z v ][« « P}} + 15 Aloo v §Z & [« v}SZ]vP /| v }
my anxiety out of the equation.
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RESEARCHER
What specifically takes the anxietyt®

PARTICIPANT 1

Killing time. Becpe J(/ Z A &8 u}vs8Ze 8} } v ee]Pvu v8 8Z v/ *% Vv & ujvsZe /
*U% %o}e S} iU*S](C *% Vv JvP 0 u}vsZe }v §Z § ee¢]Pvu v38X ue CI[IV}IA ]
Jvd} «}u §Z]vP 15[ P}and b&pnd #han what the teacher iE % S]vP X ~}U ]18[« v] &} |
shorten the deadline on your own terms.

RESEARCHER
Would you say that you work better under that kind of pressure?

PARTICIPANT 1
I v[E IVIA §Z & | v A}YEI A]&Z)ghts aidther ig@ewe]u E X €>

RESEARCHER
What other kinds of anxiety do you experience being a college student?

PARTICIPANT 1

/Tu 13 Jo EU <} /[u oA Cs AJEE] }us C[IVIAU 00 3Z Z]Jo E v E}
all make fun of me,orwhaj( / }v[$ (]38 JvM /[u elnp&rasding mysel. And just seeming

o]l 2 A]JE }o pu U p$ /[uv}s$ 8Z &8 }o U /[ui6U ps /[u o0}5 }o E §.
of my classes.

RESEARCHER
[« §Z & VvCSZ]vP C}lu[ o]lmi8gdede ikthe ppptdvdek and whah# of stressors
have affected your decision to play or why you play?

PARTICIPANT 1

/A V %0 CJvP 0}8 }(d SE]*X d SE]e* ]J* ip*S }u%o S oC u]v o e« C[lv
been kinda stressedo@ut summer classes starting. So, tG@eé <}v /[u § IJvP epuu E o0 ¢ U uC
said he would pay for them. And he recently got a new job out of town, 6 hours west of here, and he

had really bad phone reception to the middle of nowhere and this past weekermoke his phone.
Andlhadijustp] (}E uC o0 e+« v uC }}e v / A+ }u%o 3 0C E} U v /A
§} P38 Z}o }(ucC U pu8 Z [+ VIAZ E U «} 8Z E A « v}3Z]vP / }upo }
way to not stress about.iSo, | just turned on some podcasémd played Tetris and that was it.

RESEARCHER
How long do you usually play Tetris when you want to zone out?

PARTICIPANT 1
Maybe 2 hours.

RESEARCHER
Okay. What would you say your awareness is like of that steBsv C}uU[E %0 C]VPM
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PARTICIPANT 1

It distracts some of my focus, so | can work through things in the background. Like you know Tetris,

*Ju 8Ju ¢ ]8[* & 00C 0}A v ]3[c v} ¢3E ++¢(po Vv <}u 3]Ju * ]8[« E o00C .
15[« IgEhigl you have to focus on playing S@E]«X p3 AZ v ][« o}A C}pn v §Z]vl }us }¢
AYU 18[+ Ilv U/ }V[S8 IVIA J( Clu IVIA }ud vAE] §C o0}3U pus ]8[oo I]v
dangerous for a lot of people. So, you have to find & t@astop that. No matter whoyouatd C}p Vv[S

inesd AJEECU AJEECU A}JEECU }us «}u $Z]JvP 8Z § C}nu  Vv[8 Z vP X [
IVIA AZ $§C}p v } v AZ S Clu V[ }X puS Clu v 3} (]v A C 8} «3}
he3Z 3§ plod JvX z[IVIAW 3}4A 334 ¢} Qe }v 8Z Pu Vv Clpu Vv[s§ AJEEC
us 8Z v ]8[oo P} }Av v C}p v 8Z]vl }us 18 P JvX

RESEARCHER
How were you to explain to a friend why you play Tetris in the simplest of terms?

PARTICIPANT 1

/| AYpo + C JSEHHUVC/A%p0 V[S A %o Jv 8} *Ju }v 8Z § ]5[ o]l u 13 3]¢4
§Z §[+ & o00C AIA E 3§Z]vP 8} E]VP p% ]v el 0 }VA Ee §]}vX ups
on putting all the pieces tagher and not have to worry about fihg all the pieces together in your life.

IfTu e }EECU 3Z 5[+ A(pOX €> PP Ze-

RESEARCHER
What impact have games had on your identity?

PARTICIPANT 1

| see myself as a fat person before | see myself as a gay persorg JdeC A]e X v 3$Z 3[+ 0A C- Vv
haE & (JE u Jv P UuU %E}S P}v]ede v o3u(( 3Z 8 Clulv}A 3Z E [+ v A @
us /[A oA Ce+ (03538Z 8 % ES } AZC /[uP C ] He / & ooC }v[S o]l
with the really competitive nature of men andanliness, and | never really wanted to compete for

Aluv }JE vCs8Z]vPX v [/ 8Z]vl 8Z 8/ I]lv (08 8Z & & euZ C}luvP P 3
A Clv A v3]vP 8} }Ju% & (}E A}lu vX 7litthaf{was adiing; Bulljreallydeo[ 3

o]l o}e]vPX v /[u Ju% 8] vS8U ¢} / o]l 8} 81 SJu 8§} P § P}} § §Z]JvPeX
player games growing up that got me to the point to where | am good enough to beat people in some
games.Butt3]oo Jv 0}3 }( P u *W/[wMFPPIu « /[A v A E %0 C (JE X |/
pride less to learn how to lose against a computer than a person. And that helped me kinda to feel

competitive in some things.

RESEARCHER
Would you say your setonfidence has grown to an exteneédause of your gaming?

PARTICIPANT 1
Yeabh, it helped me sort of nurture myself and figure out who | am in a fake world instead of having to
worry about how people perceive me in the real world. So, it let me playidathtity more.

RESEARCHER
/[Tu Z VERZ § P ulJvP Z «+ Vv %}*]8]A (JE CluX v §Z & §Z & [+ PE §]8
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PARTICIPANT 1

I }v[3 IVIAX [ §Z]vl «}U /[A ipe3 %0 C P u e+ uC AZ}o o]( X "YU [/ }v[8
imagineit v}3Z & A CX } C}u IV}IA "% o0 §}}vM /§[ }v EJvE v }JU 18 A « }v }(
competitive online games. Everyone just gotBd} <} ( *8 v / A «v[8 AJoo]vP 8} %ous3 v §Z
P3 «P}} « AEC}v o0° X /3 ipe3%vaste pbtirp vohaotde(havirgdiih playing

video games. | felt that way with most shooters because they draw such a young demogtaphi } v [ S

need to get into that.

RESEARCHER
tZ § /[u Z E]vP ]e CIu[E u}E IJu(JESE o A]dangdhpplayis ghines?} E % E} o

PARTICIPANT 1

Yeah,and | likeed%oU Vv /[00 0]l %0 C }u% 35]5]A P u « Popmewittane% o0 o]l ]
iges ¢ ¢} ] o 83Z]vPX z}u IVIA [/ }v[§ u]v o}e]vP J( A [E o0 Z AJvP P]
v}$ Z AJvP P}} 38Ju ]J( /[u o}e]vPX >]I &§Z EJvd v } P u 00 Eu-U Az

and they turned it into StreetFP 28 EX z ZU A]3Z A C 383 E u}8]}v }v8E}osU ]3]
did tests before the game came out and | play@éd u]vps « }( ]85 v / 0} A EC «]JvPo u §
o]l ~/[u v}8 Jvd E 8 v 8Z]+X_ A EC}v o0e3¢/[u ipdp VAU V3 3 %uau QU P

§Z]eX _
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INTERVIEW #1

RESEARCHER
> §[+ o8 ES A]3Z AZ § V/E] §C Clu[tAveekE % E] v Jv 8Z %o e

PARTICIPANT 1

/Tu } CU /[u E 00C 3@ »+ 3Z]* A IX/ Z A 0}3 P}]JvP }v §Z]« A IX D
weekendand we went to a wedding. And that just ate up a lot of time. And, | had other things to do. A

lot of homework. I think $igned up for too much stuff at school. Because | joined this thing called

WZAN X [ ipges i}Jv 8Z]« A 1U v [EXVVEZ[4 B}}JVR WE Vv JvE EveZ]% X
D}v Ce/ Z A (JA o0 e+ ¢eX v 3Z C[E (E}u 06 unipht.3\Ad, o} @\gpst® pv3]o 6%
UC *]*3 E ips8 8 £5 u 3Z 8 3¢C A}ee ]e Z E ]Jv ~uC +8 & «X dZ 3[+U
it adds more stress. Grr! | hate her! | have a lot of stress. One of my classes, the first assignment, it was a
really sm#l assignment, it was an elevator pitch. It was written, so the hard limit was 85 words. And we

had to list all our accomplishments,3 put all my accomplishments and | worked for a long time

before | went to school. So, it was sales, goals, salesawd&d 3 / A}jvX v /[u 0] ve <3} 1| &E
dZ [+ A} E 00C Z E & 3+ CIH Z A 8} %0 **X "}U//AA AYBu%Xo]+ZA 3Z]
written for a website for two years now. And | tried to fit everything in. | turned it in and | g80&mon

13 pe / ] vVv[8 e+ C/3Z 3 A ipv]}E ]Jv }oo P X *Z A« 0]l ~AdZ «e]P
your educationandyp E A % $§ PE ps]}v §X_ v [/ Aeo]l » pus sz §[« v}$
dZ § /[u P}vv PE p § (@&)essilan pwmjld fraeethe house | was born in in two years.

dZ § ] v}S v Ju% o0]eZu v3X /[u v}$ P}vv ress strdspil| dwaysxvorryhatz § «3
eZ [+ P}vv & S Z E+*ZoGCX v §Z]e o0 e*¢ ]* }vior@ythigg. dt added ]S[e v}$§
a lot of stress that | got an ad on the first test and now blackboard tells you how everyone else did and

the A EP «}E A+ 06fi9X dZ & o0°} oSE X "}U /[u %uSS]vP ulE :
class that | should.

RESEARCHER
A} 8Z [« o0}3 Clp @& o]vP A]3ZX

PARTICIPANT 1
dZ E [« u}E& X/ 0 (5 0}5 }ud3X /( Clu 031+18}}8 & NumBS IV AB(S /[u
getting out of it because in a lot of my classes | seem to be treading water.ladsissca career prep

0 ¢« $Z3838ZCul C}u s8I (JE 8Z C P]JA Clu & 18 (}JE 8 1]vP v Jv§
school d communications, but | already took technical writing because | thought it would be interesting
and then | had to take mmagerial communications for my marketing minor and end this one is through
§Z + Z}}o }( }uupv] S8]}lveX dz C[@l ofohens Zbowt liow to writecover letters
Z}A 8} AE]S u u}eU Z}A 8} AE]S v He]v e classSdithe tKirdtipdg /[u S IJvP §Z
P 38]vP v 619 }v uC (JE+38 e«+]Pvu v3X /5[« E 00C (Eu+3E S]vPX v A
joinJvP / }v[3 IV}A J( /[u u I]JvP 0 *8]vP }vv 8]}veX / Aloo v}3 o]A ]Jv Ku :
these children are mucyounger than me. But it just seems like something that | have to put on my
E epu ipe+s He X / }v[3 Z A SJuE$}ved WCA(SWJuTU(}E VvCSZ]vPX /3]
*} uvC } o]P 38]}ve 8Z &5/ }v[3 (Jv E A E ]geBtxhing was@IEnQ workgdeaasuC ]P
V e¢]Je3Vv3uVvPE 32 ]}"*"Z I (JE (AC E+X | ] Aogwdlkz E pns/
to show for it. | can put on my resume all the people skills | learned, and sales skills, and teamwork but |

v [gut any of that in a portfolio.
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RESEARCHER
What industry are you going into?

PARTICIPANT 1

Either journalism or public relationX A EC3Z]vP 3Z & /[u «3E ++ }us }us / Alopvs

H% (}EX /3[+ 00 uC ( pod3X iuX//AWIEBIVIAXPY ( o o]l /[u u I]JVvP p%o
0}3X [/ }v[3 A-waqud ex@er@ceobecause | had alot@iivU «} ]§ } «v[3 ( o A o] C}u

know? Because | enjoyed it so much and it was it was easy. | was working at théomedl it. It

] vis$ ( o o]l AYEI v Vv}A /[u]v e Z}}o v [/ Vi}C % 3+ }( 13U ps ]38 ]

RESEARCHER
T oo u }us Z}A CIu[A vuvP]vP 00 }(3%Z]s v 00 }( 8Z + SZ}uPZS§-

PARTICIPANT 1
/[Tu SEC]IVP 8} su% % d3d ¥F SZE ]3]}v o » Z}}o +3u((U o]l 8Z }EP v]I 3]}
diverse portfolio. On the newspaper most peoplengip for a section of the paper. But | just pitch
stories and sign up for news stories sometimes. | wrote a reviewteedsion show selfishly just to
put in my portfolio. | definitely did it to myself where | had to watch all of these episodedWwhic
enjoyed, and write a review and get it in by a certain time on a school night. It was due at midnight on a
Tuesday ad | had school at 8:00 AM on Wednesday. And you better believe | turned it in at 1:00 AM. It
was late, and | had to go to school ifaA Z}u@E+U pd / ] 18 v 8Z 8 A « uC ( pos iii9x
just trying to maximize my marketability. So, my fi@tiges in New Jersey and he works in New York. |
0]J]A Jv Ku Z 8} P} 8} « Z}}o v o0]A ]Jv Ku Z X dZkemnpelastzimted 3 37 §
they were hiring for an intern in New York City, | think they were in Brooklyn or something hé\twdat
people in the podcast, they used to work for an NPR station and now they both live in New Jersey and
work in New York. And éally wanted the internship but when | sat down to apply | felt like it would be
in bad taste to submitmy sad littteresu X / ] v[§ A v8 uC vu =<} ]38 A]3Z uC & -pu
0 *3 epuu EX "} 8Z &[+ AZ 8§ /[u SEC]VP/SPVISSZIACVE Jv EH S I 13X
E% E]v X ~ [ ( oo]l 1ZA vC }v ES A% EJSVVIAX MBSZ]vPX
E }E §Z]vPeX /[A Z ee]Pvu v3e AZ & / Z &} ]85 8Z]vPe }v pu ]3¢
]vs Ev-eZ]%génna@ppfyfor at school is a production assistant at the school radio station. And
o*}U / }v[3 ( o o]loriHat, B} (EeMike o one is gonna apply for that and that | can just
have it because | am an adult. If | can get that interbishid / }voC v }v 8} PE S U /[ <8]oc
the other one just, so | can work in New York over the summer wit{inw $Z E X KZ uC P}eZ Z @
visZ & }v X § AS (E}u uC (E] v X "Z [ v SEC]vVP 8§} Zdap }usS oo /
W( v «Z2 Z 00 &E] C }(( v [/ ipues 1 v[88o0l3& Z & v /[uE& A] AJvF
for. 128 18X / Z 8 $Z]« Pu <} up ZX / Iv}A C}u A v3 8} § ol }us P u]vrF
video games for me. I gotthisreoC (pv P u oo D E]} Wope Z ] X /§[« E o00C
§ 8] o ZW'X ~"}U-faspdxs|E S HCER u X dzZ }u S & SH 00C %o E SSC
fun. | was having a lot of fun with it. But some of the matches wea#ly quick. And in between
usze+3Z EJ[+ o0]8%50 181} v3IAE A}Eo X z}p Vv PIndffacks. £ESE A %o
You can spend time messing around, spend a few minutes exploring the world. Or you can get yourself
invested into a battleA story battle, or a challenge battle. Depending on the level of investment you
want to put into the game at any given memt they have that opportunity. | was enjoying that. In
between classes | could just run around and look for stuff. Or before kthoold wake up and do a
battle. Or at night | could come home and try and see how many of the challenges | coulduginth
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/§[« }v §Z E]Jvs v } "A]l8 ZzX "~}U / }po %0 C ]38 VCAZ E X [/ }puo %o C
]S E[+ Zdqukd pay it at home. On the TV, on the couch, in bed. Wherever. The game is nice in

that they built in those tiers ofommitment for how you feel at that moment. You can run around for 5

minutes or get into a really deep battle.

RESEARCHER
HowhasZ]s P u v (( 8]vP vC VvAE] 3C C}u[A Vv E% E] v JvP Jv SZ]-

PARTICIPANT 1
It was nice because | caljust set things aside for however much time | wanted to. Each world has two

§80 *X VvV pHdep 00C SZ (]JE*S }v ] C v 8§Z ¢ }v }v ] Z E X usS C]
between them. So even if the first one is eagyu have to be smart inow you complete it, so you have
Z 08Z (}& SZ =« }v 830 X S ]S8[+ v] &} 3 ] AZ &5 Clu[E S8Z]VvI]VF
PuXz}p Vv P 3§o0}e3]vEZ uvpX dz E [ ]P ¢lJoo AECIUPECIH Z A &
upgradingyourch@® 3§ Ee+X ~]v  ]3[*« SUEV + C}u P} e« <pl loC « Clu A v3 3}
between turns and worry about your problems, but no one wants to worry about their problems, so you
iues 31 32 v AS SuEvnipe tatevénifydulies} $Z]Jvl }us C}uE ulA « 0}3 18
really fast paced. So, you do have time to stop and think. Like Tetris, you have time to think when your
bars are low, and you have to focus on the game when your bars are high. Bstam¢hyou get to
choose wien you feel the bars are low. You can just drop it at any moment and think about your
problems and jump back in the game.

RESEARCHER
What other ways have you been managing all of this recently?

PARTICIPANT 1
Every morning | ted to advance myself, jusnake myself more marketable. And every single thing |

Ju%0]*Z / ul epE 3} }VPE 3po 8 uCe o( (JE&E ]8X A v su 00 3Z]VvPe
8} C 8} ¢ Z}}oX z}p ] V[3 A E |ESCAAIES E A JE 7 Rhie WOl \z[} 1
] VIS }A E*0 % (}E 5Z]* 0 **X z}u ] CIUE Z}u A}EIX dZ E E %o }%o
Z}u AYEIX z}u *Z}po % E}u }( CIHE-* o( (JE }]vP §Z]e e+¢]Pvu vEX /]
] v[§ }Lik&éX¥henlwenttotheWzZz~* u S]vP ¢}u %o }%0 }v[S } SZ SX [/ u C v}s§
contributed, but I did it. | went to the meeting. | signed up two go to more meetings. | went to the
e }v u SJvPX [ ] Ju%o0]+Z «}u $Z]vP Aavthg meefiny just gpingyC S Z]vP
15« o( A « v Ju%o0]eZu v3X / ] v[8 8Z]vl / A}po IV}A vC}v 3Z E X / &
of children who knew what this organization was and what they were doing. And | then get there and
one of my best friendffom school comes andtaps }v §Z <Z}uo & v <Z [ o]l ~/[u i}]v]v
S}IVv]PZS8 8}IX_ "} 8Z 5 A e V] UE%E]s U us / A ev[s A% S]vP 3Z § |
A vs He 1(/ Z v[8 P}v 8} 8Z (]J]E-+3 u 3dumil maybd nat yeppwA i}]v
Ae «vVv]}JE v 8Z 8 A}puo v[3 Z A V e pge (MOX "AJU / ips8 SEC v u |
look at the positives even when | slack off. Last night, my brother keeps telling me to watch Kimmy
Schmidt on Netflixan /[A 1]v (o ahe show, bt last night | watched it, | enjoyed it, and
Az v/ A+ }v Al3Z 82 5/ A « 3]E v /| A+ o]l "KZ P}} CIu[E 3]E U
Good job! Normally you lay in bed and worried about things an@stu % U p3 vIAd@hg[E 3S]E
Clu[E P}vv P} §} X dzZ §[ v }u%o0]eZu vEX _

RESEARCHER
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Do you see yourself as a capable student?

PARTICIPANT 1

/I }v[3 IV}IAX [/8[« E 00C Z]3 }&E u]eeX / Z A vAEZ uphdleSE}y o =« Z
with motivation, am getting stuff in on time, and the things | never really felt were valuable. But as |

PE A u% / @ o]l 8Z C & u}E Aop o 3Zv ]JvP su EEX /3 } «v[3
something if you never do it the person wha do it did a better jb. If you could write the best book

Jv 32 v3]E A}Eo us Clpv A E AE]S ]5U J( ]8[oo v A E e P}} -
Atu 8Ju </ AJEEC 0}3X /[u E o00C § & A]+]}vamost @wEHSE]|ke SZ]vPe
[las§ u]vpus Z 8} 82 (]v]*zU Azl z |/ 8Z]lvl / Ilv 8Z®E]A }v AZ] Z ]+ VF
(ESZ EJlvuc & E/ & o]l 828/ zZ A v} PE}YAvupz - AE]3 E -
pickedupaworddt E 3A} Z E ¥ bdck siPhdny assignments over the year with no marks on

§Z uU v} epPP ¢S]}veU ipes M"E S i} J_ [ 8 ES S} P SUuUulE u &Il S v
v}S§ e}u S§Z]JVvP /[u pe 38}X [/ P}3 v o6n }vedly gdbodjdban]iviRapparently, |

] P}} i} }v e}u $Z]JvP 8Z § A « v}§ §Z ee]Pvu v3X / (0315 A+ A 00 ¢/
A ev[8 A oo AE]SES vU ¢Z [ iped ] / ] Vv[8 (}o0}A JveSEpN §]}VeX ~}U [/
E o00C }v[3 IV}IAX

The}v $Z]vP /| AYJEEC }us ] A EC}v i} E% E]lv X v /| v[§ E oo
e3u v3 pducC / vP]lv v <plA o vd uluvs }( K% E]v AZ]o /[u 8
out of school with two yearp A}ESZ }( u § [B] A}EZIS jvX [/ ( o Z]Jv X tZzv PE
§Z ou}e3 iiX /[ o]l 3} s0]% Jv3} 8Z A}EI(}JE Vv E }$Z HeHxZ]E C E
olds. My partner has done real well for himself. He just has aysvdE PE us Zxdeand /d

Z }Ave Z}u v v}v Z e Vv}83Z € Z}pe $Z 8§ Z @& vSe }usX [/ ( o o]l [[u
C E+}o }E us]v(JA C E+ /[oovA EP 53} 3Z %}vsX /(A [E }3
we make he really difficult decisin of being gay men with children. We both want kids, but we

AYpo v[8 A v§ &} §8Z AE}vP PU}E Z A 3Z AE}vP u}pvs }(u}v C
Z 0% HeU =« o} up Z P} « Jvs} 18X [/ A}@VEBat carvérsatjqns Wi lyvArAb [o0 Z

] }(3Z (uloC v}iv }(8Z }o % }%o0 IVIA §Z & /[uP C AvX v 8Z C
(1v Al( *} 828/ v Z A 1] X [8][+ oA Cs }us zZ AJvP Z]Jo E vX dZ :
themd] v[$ A}YEI| §Z C bupetSoizhildren and raise their children. So, | feel like in the turmoil

that would come out when we get married will be smoothed over if we do have kids. It would validate

}MWE E o0 S]}veZ]% Jv $Z ]E& MOSHUE [+ u]v X

RESEARCRE

What games have you plaegt where you crossed reference notes with friends as far as how far they are,
what level there on, how strong or weak their characters are?

PARTICIPANT 1

| have done that with lots of games. Pretty much every Pokémon gargbt vidien they come out lad!

uC (E]ve"}A(E C}uM tZ 8 PCu & C}u }vM z}pn A v3 8} 830 M_

RESEARCHER
What does that matter?

PARTICIPANT 1
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/ }v[3 IVIAU A 00 <3 ES § 8Z e u %}]vE3X /8 u }us }v ES$ ]Jv C.
lives on the same timelinX dZ C Su@Ev i6 (3§ & i6 C &+ v} u 88 E AZ §X dZ E [+
§Z §[« P}vv SZE}A }(( Z}A }o 8z ¢ E X

RESEARCHER
What if one of your mates who also plays Pokémon has to workpavbtime jobs and has a kid? \&th
1( 3Z C[A v}3 manparé gotten this far in the game? How you feel about that?

PARTICIPANT 1

I/ }v[8 IV}IAX ~}u 8Ju «/ SEC v SE] Il uCes o( ]Jvs} ( o]JvP 388 E §Z v §Z
(JE 3Z uU ps o<}U / ( oytfpl MdybeA shé]ld Bsame jobs are some kids. But

that happened to me in high school. My best friend at the time and | bought a Pokémon game that day

13 u }us $ u] viPzZsX v [/ AYEI (8 & « Z}}o v Z ] SX GE[-A E %

progress for a wieé and when | was about halfway through the game he had told me he had finished it.

v ]8[+ 3pu 00C 3Z }voC W}l u}v Pu /[A v A E(]v]eZ X/ iped 0}+3 3§

competition anymore. He beat it. No one eisas playing it. 1think %o ]JVP pn% A]S3Z 3Z :}v [ ]e

Ju%e}ES vE % ES }( *} ] 3CX /8[«Z E s} ipP AZ E Clp &E « }v Az

CIM[E P}]vPX dZ 8§51« 0}8}(38Z}uPZ38 v JVA E oldypuBE® ps [3[ E

justbylooking 8 AZ E }3Z E %o }%0 @E}uv Clu E X phe SZ §[e e}u SZ]VvP

CIME u]v X z}u IVIAM ~}u % }%o0 A v e C ]8[+ Vv}3 Z 03ZC 8} A oo }v

year ago, compared to where you are tod&ome people can get an ugdithy obsession with their

JAV %0 83X pud ¢} ] 3CU iped A EC}v ipu P » Z }8Z & 3z §[« 8Z A C A

RESEARCHER
Do you subscribe to that?

PARTICIPANT 1
[ §Z1vl 15[ ip+8 Z}A +} ] §C A} E |+ Xyousdwn@EentitpiCyoti JE[353 p4E& 5 Clu
o]l U v 8Z C }v[8 o]l }us }(}3Z & % }%o0 [+ ] v3]8] X /(Clu A E 5§z
your life the only person on earth and then you ran in two a woman or a man how would you even know
howyou felt about them? Wdd you even find an attractive? If you grew up your entire life without
them. Would you decide to wear shirts if you found shirts brain around somewhere? We draw so much
from each other that we have to decide what we like andvd § o]l (E}u mé viag€axh pdrson

] «8Z]JE ] v3]3CU C}p Z A 38} %] | v Z}}s AZ §$ C}p o]l (E}u $Z u
Az}« & & 8Z ]E }Av ] v3]3C ]Jv A ppuX z}p[E 132 E % S]VP }

REEARCHER
/IfTu PE]IUIRZE C  %S]vP v AZ S Clpy E E SE 3]vP Jv 8Z }vs £S5}
He /[u e ve]VP ]JPP & Jv(op v }v C}HE o]( SZ 8§ pe ¢ 0}5S U}E *8

necessary or healthy, in my opinion.

PARTICIPANT 1

dZ S[e uQe ¢] }(S$SZ (u]lJoCX DC ]* 2 u] o }( <+ AvI] X dA} }( 8z

cousins. Two of them married these other two brothers from another family who are also Arab. My dad

and one other boy married American women. And my Ameraant is themost boring person in the

VE]E A}Eo X Vv 3Z C OA Ce «p & 8Z 8 AlS8Z uC ujuX dZ C ] }uvs

AKZU ¢Z [+ u E&] vY_dZ C A E ius E ooC A |E Ju3 uC ulu oA CeX
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successful. Mone cousin(@®E}u uC u E] v puvsU / }v[S §Z]vl «Z (]v]+Z }oo P X
a successful either. But none of them have any friends. And none of them ever dated. If they dated
vClv Jv S§Z JE o]( S$Z C u EE] Heirivésastlfllingutsidg ofthedimedhey
spend with their family. But they are lawyers and doctors. | have a cousin who makes $1,000,000 a
C E&X , [* *]& u}vsZe C}uvP €E SZ v u X , [+ o]l (Jlvv]o Als E }E -
behind this big8§ E pues (uv X / }v[8 IVIA AZ 8§ Z } «X [&[e e}u SZ]VvP [ «Z}po Z
3} | E}I EU ps8 ]88 J]v[8 o Ev]ISX /(AzZ v uC e Ce Z [* %o E} }(u
0] A 18X , [o0 * C ~/[u %o &kphodl(to@y}, jafter(ReEiniBed telling me about how
UM Z u}v C uC Jpe]lvul « }JE Z}A pus <}u }v oe [ C ]*X , SE] » E ¢
Az} A & U pus/ ( o o]l Z]s ¢] o]JvPe & V[ % E}p }( Hu (}JE 3z i} Z
permeatesour whole family. My brother is a pretty successful performer. He just got accepted into the
§]vP ¢« Z}}o JVE A z}E&I 82§ vv , 8Z A C A vs §}X ~}U ]8[+ &E o00C
money just playing the guitar at different vees. He doewell for himself, but no one ever saw that
TR He Z v A E A vs 8§} }oo P X ~"}VIA3ZC E o0} E]5 Z
el]JVP Z]Ju "tz § & C}u P}vv « Z}}o (JEM_ , e« Ce ~ SIVEXJdFl[s v S]vi
AKzZYdz ¢ }v[§ & pusS ]S8[+ & o00C ]P oX /8 A e Epuv v (}pv C
teachers are probably directors. If at the end of the year they have a big recital were they all do their
performances which is like a biglBdway castiP o0oX [/§[¢ ZuP oX usS 8§Z & S5 }( §
} ev[S§ + §Z 38$X dZ C[E o]l "KZU (8§ E §Z S ]« Z P}vv PSS u ] o o]
0}A v /1 % 3Z u & @Eu[e o VP3ZX us uC U XZ GZZ§Emlge]SZ § Z ]
He loves them. They still talk on the phone every day. | feel guilty. | wanted to get to the point where
he can brag about me like they brag about their kids.

RESEARCHER \ \
tiuo Cip » € Cru[A v $§Z s A o] SJjv oo Clu&E o]( M

PARTICIPANT

Maybe. He was really disappointed with my brother, | think. He always blamed him for setting a bad

example because my brother never got good grades. And then the rest of us stopped getting good

grades and stopped doing homework. Buwiés really because our family was really dysfunctional, and

UC % & v3e A}po E]Jvl 00 V]PZ3U 3 C }u3U «} 3Z §3Z C A E +} Epvl
e Z}}o ]Jv 8Z Uu}EV]VPX :pes §Z]e uvZ 03ZC o]( *3Cdaukthawdh PE A p%o ]
] vi§ } Z}u A}EI }E& P} 8} » Z}}o }v 8Ju X pu8 8Z v 38Z & [+ v} E}3Z E
v Z ] vVv[3 P} 3} }oo P U=} viv }( pe A vs 38} }oo P X us8 A o0 SE]
Z 0% HeX , A}myfwnpscialPvo} v % %o0] 3$]}v AZ v/ A «i6X ~}U / }uo v[$
M8 Z oA Ce ou ]38 }vuXAKZU C}u A vs 8}« Z}}o (JE }v + u 8 EU
E}% % IUSX_ "AE}U 8Z C I] | u J}mpoSone pgickfor@@gchdol@ }po v[3 A v

% % 0C (}E o0} ve me / A e« }voC i6X , Z &} «]Pv o}vP A]3Z u U ps
JME ( JOUE * }v pueU 82 § Z eZ}po % E} o0C S 1 *}u ou (}JEX/ & o0o0
country clubs, like haas foreverAnd | feel like old, rich, white people told him about how shitty his

kids were when he would complain.

RESEARCHER
} Clu 8Z]vl Z [+ A & P}]vP &} }Av 00 8Z 3M

PARTICIPANT 1
E}U v ]8[c (Jv §Z & Z } «v[&X
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RESEARCHER

But how does thaaffect you noA M He /[u Z E]JvP 8Z § Clu v Ju *}ES }( A 0]
(8Z €U AZ 8Z & Clu }8Z o] A ]38 1E vI3U C & CIU[E A v3]vP Z]u &)}
family.

PARTICIPANT 1

/Tu o}e A]8Z 8Z uX [/ }v[§ & G@Aped@e. B | know my dad cares what they

§Z vl }us ZJuX ~IU/ Iv[8 Av3 E8} u EE -+ uC §} 8Z (uloC (}JE&E A
Az} } ev[3 Z A i} UAZ} 1 v[8 (lv]eZ » Z}}oU AZ}e o]Ahe@IADPSZ *ju u v
s¢cuU ™, Ze+ (u]lJoGU v I] U v Ziue U v i} U v Av3 8} Z}loX_ |
off the things they list off about their kids.

RESEARCHER
Is this something you stress about often and regularly?

PARTICIPANT 1

Maybein the back}( uC u]v X /3[« Z & AZ v / P} }us Al3Z (ulJoC uu @E-
A ooX v 8Z C oo Avs 3} EPu }A E AZ} ]* P}vv % C 8Z JooX
$150 dinner tab. It would bankrupt me. But my e cousin agues with my doctor aunt about whose
SUEV ]S ]* 8} % C S$Z JooX dZ S P 8e pv E uC ¢l]JvX pns§ 8§ 8Z « u S]uU
C}u } Al}pueoC «8]Joo o}A u X z}u IV}IA /[u v}8 P}vyv 0 38} % CX

v §.
v |/

RESEARCHER
How often doyou smoke?

PARTICIPANT 1

}us % | CUu C 0]330 u}E& X ~}u 3]Ju * /[o0 su}l 3A} }E $ZCE
AZ v I[u }v 8Z %Z}v 0}3X E}3 % le }( ]P E 83 «X / }v[3 IVIA Az § §}
so tight. 1 know] S|« Be (3 v o ICU }E ]J(18[+ v & PE}AJVP § 38Z 35}% }(
have Health Insurance. 1 justignore it and hope it goes away or hope | magically quit smoking someday.

RESEARCHER
How many hours have you played video gamebénpast week

PARTICIPANT 1
Maybe four. It was a busy week.

RESEARCHER
Would you like to play more?

PARTICIPANT 1

z ZX "~}U 8Z P u /[u & A] A]JvPU / }v[8 o]l X [/§[+ > P} D]Jv & (38X /3]

ITA v A E %0 i@gamepéfoE U v 3Z]e } ev[S e uUA EC Jve%]E X /5[ I]v

E o0o0C o]l 8} %0 C ]1(( E v8§ P u U o]l 0] & ooC vC }3Z E P u U u:

it feels like a chore. The and it feels like that one joy thead was ®len from me. It makes me

<p *8]}vu¢C E EU AzZ E /[u P}]vPU nHe $Z A C §Z]vPe & P}]VvP A:
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probably get a really shitty job at a game in journalism company making $20,000 a year or something.
Just with my cuent resume. p3 / A}po % E} oC %0 C]JvP 0}5 u}@®E P u e/ }v]
}v[§ IV}IAX
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INTERVIEW #2

RESEARCHER
d oo u JuS CIHE P u]vP (}JE 8Z % 3 A IX tZ § C}u[A %o C v Z}A

PARTICIPANT 1
t oo /[u SEC]VP &rviel ofteyodXorlds. | played that yesterday for quite a few hours.

DC <]A&AX [/ }po v[S§ P S }u(}@&S o He 13 ( 08 o]l [/ A « }v o]v .
popped up on screen that a second player @n.j So, | made my roommateme and play with me,
v 8Z 303 u P S o0}e8]v ]3X ue A A E }3Z]1vsZ +u P]vs AlEo

*} C}p Z A 38} 1P 8} (Jv 8Z]vPeX [/ A}po A ol E}uv wto@big/[A v A E
hole. You can hugach other. | will hurt someone my other team a lot for fun. We murdered each
other a lot.

RESEARCHER
Does this game play like your other Lego games?

PARTICIPANT 1

/5[« $Z ]E& A E+]}v }( D]v E (3X}Vv[BuPvES §Z 1]%o %y myldwnwiaold. |

IVIA 013 }( % }%o0 AJoo P & 0}e3 Jv §Z U u3 |3 iues } » v}3 A}EI (I E
Z e v3Z «5v E E E]IX , E [+ C}uE (p I]vP A ooX

RESEARCHER

In terms of gaming culte, the building is generatiwl. | feel like there are more games that have
provided the tools and the quality of gaming that allows these younger generations to build. You have
Minecraft, Little Big Planet where you can create your own levels.

PARTIPANT 1
Even with Mario Make there are some built in levels, but there are more demos for how to use the
E 35]}v 8}}oe 3Z v C}u }Avo} A ECSZ]vP o0« }((8Z I/v8 GBv 38X [ v
anything cool. And everything | played oeliwas so over the top, reglhard. So, | felt like | wasted my
money on that game.

RESEARCHER
Are you happy with logging that much time for this game review?

PARTICIPANT 1
Just because | felt like | was accomplishing something. So, you unloaialtitefn once you get 50
goldbricks. And you get those by doing missions like building walls and painting things, stupid things
you find. And | selinposed this, but | feel like | should unlock that last item before | can write the
review. So, as weawve playing we were findinglareak here or there. So, | did feel like | was
Ju%0]*Z]VvP «}u $3Z]VvPU AZ] Z ]* Ju%}ES v 3} u Vv %0 CJVP P u U -
/ u v}s Ju%0]*Z]vP «}u $Z]JvP / ( o o]l ]5[-vPA3SZ33 Y( $]wu[3 v Byu 3Z]
sometinmes.

RESEARCHER
What other games have you played since we last chatted?
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PARTICIPANT 1
Yesterday | watched an episode of South Park, about the character with severe anxiety who wanted to
make good with North Korea, so he séimtm cupcakes. And the pregidt tweeted that he probably
pooped in the cupcakes, you should shoot missiles at him. And he starts freaking out and getting so

VE]IueX v (3 E 8Z 3 uC (E]v Avs 38} 5ol }ud %PJuSSZYXv [ A
And the drink a ttle while we watch that, so | was feeling really anxious. And when I laid down in my

U/ puv Ee3}} + Z AJvP % v] 88 U 8Z [« AZ 8§ A « Z %% V]VPX [

like a ton of ants were racing arnd my stomach organ. Andvitas just really weird. So, | decided to do
*lu $Z]vP / o]l 8} ou }AvX E}Eu o0oC AZ v/ P} 8} s0 % / o]l &} 0]+$
to video game podcasts and news podcasts. And the news was giving nig.afxid video game
journalisu A « PJA]JvP u Z AC Vv/A&A] S§CX [/ A « o]l ~/ wvv}3 0]*8vVv 8} 8238 E

RESEARCHER
The video game podcasts, what was causing you anxiety there?

PARTICIPANT 1

Just the fact that they were video game journalists a@d §[« «}u SZ]v P $§ £n8y fdiling pt@iE

UC % E} E +3]v 8§]}v v VvAE] 3CX "YU/ ] v[8 A vs 8} 0]*8 v 8} §8Z §X Ky

(E] v e AlJ3Z uC }eeU ¢} J( /[u }vo]v C}lu v e AZ 5 /[u %0 @VPX ~}U /

video games! Whatamlgov }M_ "~}U [/ v H% %0 CJvP d SCE]e }v uC %Z}v (}C

§Z A}Eo X E} }v AJoo IV}IA 3Z & /[u %0 C]JvP d SE]s }v uC %Z}v X [&][e
(JE U ps8 A[E iues «} }viwoswanyprvasyydi Raveite | 18 }us AZ v Clu[E

just playing a video game.

RESEARCHER
So, you mentioned Tetris, Lego, and what else have you played?

PARTICIPANT 1
| played a little more Mario and Rabbids / A « & uC (E] v [* Z}ues X / A « v}§ }vv § §
internet, so Ifelt okay to play one level. And he wanted to see it. And | did just fall into that one. |

Juo [A %0 C 3Z 3 Pu (}JE (JE A EX dZ]e ]* uC (]Egdik&the] « P u v
others.

RESEARCHER
How many hours, or even minutes, woulolysay in the past week you played of each of those games?

PARTICIPANT 1
Mario, half an hour, Lego 10 hours over the past week. And Tetris, like an hour.

RESEARCHER
How do you feedbout that? Are you happy with playing that many hours?

PARTICIPANT 1

/I }v[S§ Iv}A/ ( o o0]3850 PplosCX Me }( 0}S }( *Su(( P}JvP }v § o 7
but I have a lot of group work and one of my group members a monthgatver project decided that

Z ] vVv[§ o]l }uUE 8}%] vhadge A W®as thib big thing, and we ended up staying on
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JUE (JE*S }v U pu8 pE]VP }JuE EPpu v Z A « o]l ~K<U uU / IviA C}
major, butyouneedtol A e}u }( §Z]e 8} 8Z pe]v ee u i}E*X_ v hisid « 0]l U ~t}
WE]V %0 ¢« }( D &I SJvPX [/S[¢ % E& SSC ¢] o0 **X v-rddy And EI S]JvP
§Z S[e ipues v }v uC ulv 0}38X [/ ( ngharfd to preve}hira wrong\ JglEekk. |

JIvi§ A v3 JuE PE hasevanassignmdnt he turns in. | want to make sure | get my input on

8Z § PE X v ]8[e v A JPZ]vP }v u o]l Herd}himgs, ins@dd®f]vP }v o}VvP
playing games.

RESEARCHER
How are you managing the stress from that group project?

PARTICIPANT 1

/ }v[S IV}IAX [§[«Z & &} I]v P} &} }5Z E- pHe J( /7 » C /[u *SE ¢ %o
AE}vPU AZ §[s P}JVP }vX v 3Z v Clu ZJVACE I @E]03(SZVS PZE}]EPe }8E o«
have to really explain that prédém. | have to really explain what our topic is, what are the project is,

Z}YA ( E v} 8Z 8 A @& U Z}A up Z AYEI Z [« }v U Z}A up Z AYEI A EC
§Z &[e iuting.vThe best way for me to deal with stress is to talk people ahdut v/ Z A v[$

§ ol 8} % }%0 He 3Z E @& +} u vC 3Z]vPe P}]JVvP }v §Z &/ }v[§ Z A

RESEARCHER
It sounds like one of the ways you manage anxietk iSE 0 % E} e¢]vPX t}po C}u « C 3Z §[-

PARTICIPANT 1
Yeah,§Z §[¢+ & o00C Ju%}E&S vS }v (}E u X

RESEARCHER
Had you the time, what would you need as far as talking to someone to feel a little bit better about
everything?

PARTICIPANT 1

Abouteverything? | would probably an entire evening, drunk, with my brotdresomething. My

E}3Z & } sv[§ 0]A Z E U v [/ }v[§ E]JvIX v AZv Z ]¢eZ & U Z Z vF
Slv Xt Sol}lvsS§Z %Z}v 0}3% ps |BeveRthiag. Hé livgsd INSWZ BKBUL in

the summers, heisinAlaskav AZ v Z [+ ]Jv 0 ¢l Z Z + 0}3}( (E 3Ju (8 E Z F
V Z %0 Ce Puls & ]v EX v S$Z C[E SZE Z}uEes Z]v peX "}U Z |
but/ Z A e« Z}}o Jv (JUE Z}uE+X v Vv}IA §7 § Zafresfaurdntfand h&daterg, A} E |+ ]\
v Z P} e«38} v S8]vP }ve EA S}ECU ¢} Z [+ E 00C p+C V}IAU /[u E oc
to sit down and talk about life up. My partnerj¥ E A : E« CU v Z [« v}§ A EC « ve+]3]A

but an only childand he grew up with these bros. He still knows every single person he went to high

school with. And they all play football together. And they all watch football altogether, all wdeke

A ECA IvX,[+ AEC u}3]}v ooC ¥yl brigamihirg vp, E}would'say ( /

ANKZ *8}% U ipeS ¢35} %0 X _ He 3Z 3[e ipeS Z}A s}u % }%o0 o Al§Z 87 &

RESEARCHER

How would you ideally like to managé of this? What would you need each week to be able to
manage anxiat from school and everything else?
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PARTICIPANT 1

| really need to get a good agenda system. Right now, | have a calendar on my phone that has when all

my classes are and when all wiyer currying stuff is like this and like a group meeting we have.l Bu

need a checklist, so | can look at all the things | have accomplished and all the things | have left. Because
}Jv. Clu Z A 3A} §8Z]vPe Clu Z A 8} E uu ZEALIE) W8 v3aE SZ)wh X _
Until you go to the list mentally and realiZeZ S C}u (Jv]*Z SZ o0]*S SZ v C}p ( o SS EX
a list.

RESEARCHER
Do you like making lists?

PARTICIPANT 1
/ o]l u I]vP 0]*8¢ pu3 /JuPHVvROCI 8} $Z uX dzZ C }v[8 ( o o]l v (( S8]A
S]u U us ]@dbakk fagthem it feels like | wasted a constructive hour of my life worrying.

RESEARCHER
MU CIU[E A E }( §Z &M

PARTICIPANT 1
Yet if | were to put everythinip my calendar than | would never look at my calendar at again because
15[« o0]+3P}(3%Z¥v/ Z A 8} }U v [ Alpo SZ]vl Av} 8Z vieX _

RESEARCHER
What if someone else was holding you accountable?

PARTICIPANT 1

| would avoid that person. My besP A u (E Pu 38} %0 C v 3Z v AE]s dAil A}E
not that big of a éal but | worked it up so much in my head. And now the game came out for 2 ¥2 weeks

v /[u A}] JvP uC ~A]3 Z He Z [oo ¢ AZ 3 /[u %0 Z]ypdoXe /| AZ]S uC i
/[[u %0 CJvPX /[/[u+s E }( & j3 ue A f@E. 1&weetdd so(@&hing +U dA

8} C v Z A+ 35Z (JE+S }uu v3 }v 18X, A ev[3u U Z ipu*3 & %o0] 3§}
gosh no! | was walking to classXp/ A « o]l Z, Iv}Ae 3Z § / A +v[§ %0 C]JVvP §Z § P u

RESEARCHER
Do you hink that creating boundaries with your boss might be beneficial to managing that anxiety?

PARTICIPANT 1

/1§ ulPZ8 U pus / }v[8 §Z]vl 37 &wyniore. IAjadeany Awittel Ao ude it

professionally in the media. If | ever have anothdr, jowould hope that the interviewer and my bosses

0}}l 3 uC dA]33 E v + CU "KZ AYAU Z |Iv}A« Z}A 8} pe dA188S EX_ [ Z
now,andhesd E§ & Z]JvP 0 +3 C EU v / (]Jvl]80oC u s Z]Ju}v E}AoEX d
fiev «X v Vv}IA AZ Vv A /e« ZJuU /[u o]l ~,] %%E}( **}E_ v Z [+ o]l ~}

RESEARCHER
tZz 8§ /[u zZz E]JvP (E}u C}u ] CIU[E bikglihgBninpgdEeingdhat tobl fAE amxiety
relief. Balancing that and the realworld. Yot $ oo]vP u C}u[E& o0]Ju]8]vP C}pE P u]vP
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}vv S]vP 8} CJuE }eeX dZ § }uv EC ]- JvP vA] SC (}& C}lpU v 18]
enjoyment yu want. With not being able to get the support you need from talking with your brother,
that anxiety is snowballing. You seem to be putting a lot of pressure on yourself, and much of that
CIU[A *Z E ]+ 8Z HOSHUE 0 Ju% 35 }( C}IHE (u]oCX

PARTICIPANT 1

I worry about what other people think of my father as a father because of who | aly@oy for him a

lot. | used to dance, | miss it. | felt like that was an outlet that | had. I do this stupid thing where, when |

get really stressed out, | think dpus SZ % <SX /[oo P} I CuU A | ulvszuU I "t
lu / A «@HZ*3M_ v /[oo oA Ce+ P} | §} «Z}A Z}JEU AZ v CYu[E v Z
l1vis & }us C}juE PE + S o0 He Clu lfevasdyallgdtvZinG[ (( S C
% v A]SZ ClpE (E] v A EC CXlefuwoulthati@lay Bdémor Gé.B0 S 0

ug ZJ ~}U uC 3 (E] Vv [* E}luu § P}« }us A EC v]PZE v P &« }v §Z
§Z }}EU /[u o]l A2 ChuX_ v ]8[* v}8 E o00C 3Z &/ & 38Z S up zZ }
play realy casually, but | just want to sit in his car with him and just chat.

RESEARCHER
About how many hours have you logged for Pokémon Go! in the past week?

PARTICIPANT

iiM /8 ]+ 0}38X He / %0 C HPE]JVP « Z}}o v Adistanflyoni@BhdJvP X /5[« %
IPE}uv }(uC o]( X /8[« }I CU pme [/ Z A 8Z]e 0]3%30 S8Z]JvP AZ E o

H33IvX ~}U AZ v Clu[E utit®hAdwBed# belipand yéu push the button and you catch

Pokémon.

RESEARCHER
Was anyhing we talked about today helpful?

PARTICIPANT 1

E}JU v}S & 00X /8 A« A EC Z 0% (pnoX ,}v *+30C 3 ol]vP 8} C}u ]« 0}3 }(
lu lv v}S % ES }(uC J& o X /S§[«+ E o00C v] &} somewhe@wldgitE 00C MV
A}v[E }u | 8} 18 u }E vC8Z]vPX /| v+ C AzZv A E/ Avs 3} Clu
Plee]% X [5[+ A}EI]VP $ZE WP X VPRX]|WIZAZ £ICIU[E }]vP ]+ E o00C |
When | was a kid, | was in ttagay with this woman. We had nothing in common. She was like passed

retirement age, and | came out, and we never talked about it. | wasyaeadgold gay boy! | think] S [ «

E 00C Ju%}®ES v3 AZ 8§ C}u[E }]vPU v /[u Po [/ Vv Z 0% A]3Z C}uE
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INTERVIEW #3

RESEARCHER
Hi, how are you?

PARTICIPANT 1
JU ¢} 8@ e+ U }Z uC P} X /[u» v JVvP & AESX

RESEARCHER
Okay, go ahead.

PARTICIPANT 1

So, you know about the Super Nintendo Classic? It comes out tonight at midnighvlaiadlas 37 of

them andpeople are lining up. Nintendo said they are gonna have more at launch than they ever made
of the NES Classic, and they are coming out with theQ¥sSic again next June. So, it may not be that
Z E 38} P& }Av 83Z o]Jv X p3 3} OUet]s3[c P}lvv E IC &

RESEARCHER
t 0o/ §Z]vl ][+ PE & %o0 &} % ES §Z]+ A IX > [+ § ol }us AzZC 7

PARTICIPANT 1

/I }v[3 IVIAE A p% A]3Z "u% & EJvd v}/ P}s}v AZzv /A« (JuE (}E .
feel thatthe SuperE]vS v } ]« AZ v ¢} ] 8C % E( 8 1T PueX v /( oo]l AJlQ
point with 3D games yet. If you play a Super Nintendo gaoperNintendo vs. original Nintendo,

things looked tight and well designed and well thought out. The astideen perfected. But when we

Ul}A 8} 8Z 1 u} osU |3 0}*3 0}3}(8Z &ES3]*3] (0o ]E v +8 E3 38} P}
gottentotZ 5 o A o }( % E( 3]}v C SU / }v[§ 8Z]vIX [/ }v[§ & oo0C IVIA AZ
ontheircasoo " €& § }( D v _ }E *}u 8Z]vP v uC E}}uu s A « o]l ~t +Z}u
%0 C E*X_ [[A v A E %0 C ]35X

RESEARCHER
I S Z]vlllérjpy playing it with your roommate.
/| $Z]vl 8Z § AJoo (pv X ;Mpst to wvgit mdie I18hdpmened right before this! He was
JulvP }us }( 8z §ZE}}u v / PE ZluU v [ A o]l ~/ZA 82 & -
to do! You havetogotoWdd ES v}IAJ

RESEARCHER
| was going to say, we could reschedule if you wantw®could keep it short.

PARTICIPANT 1
I8[« (Jv X [/ }uu]lS8sS 8} §Z]eX t}E*S =« « v E]}/ Vv U% }usSe] }( "' wu
times.

RESEARCHER
, [* 0EE C <p Hdu H%U v Clu[E P}]vP §} E]JVvP]JVP ev e v Z JE-

PARTICIMY 1
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Cigarettes! If WaMart already has 37 people in line when | get there, then | have to IP go camp outside
of GameStop until 20am in the moriginl called them before he left and there were two people in line,
but the Facebook group here was blowingand a lot of people are just getting off of work now. | think
§Z C[E P}vv Zv }us 8] 1 8« § ES Jv %}]vsX

RESEARCHER
It sounds like you e¢ady have a nostalgia with SNES.

PARTICIPANT 1

| do. Like | said | grew up with the Super NintendaZ J¥ | [8[s % E( X [/ ( o o]l 3Z G A sv
compromise in the design of a lot of super Nintendo games, but you can still see compromise in 3D

gamesdike modern games.

RESEARCHER
Tell me about your gaming habits this past week.

PARTICIPANT 1

The otherdC / A « 0 C]JvP ]Jv uC v [ A« 8Z]vI]vP Wake/p[early. | Bdwe X
s} P} §} E]PZs vVIAX_ v | A« A] Al U }lu%o 3 oC Al U «}
W}l u}v p% W] E}eeX /5[ I]v 0]l ,theré}it bA h@Eeric¥oqi hlmb¥rs &lpng the
top and along the side. Arif it says one, two, and five and you will know in that order going down that
column there will be one filled and blocked and then a space on either side, and then two filled in
blocks, a space on either side, and then five filled in blocks with a speeither side. So, you have to
figure out going along the top and the sided to figure out exactly where all the dots are. At the end of
S§Z }o}u&E Jv v ]S8[+ %eheXamie aut ahLarGg@oyS This 3DS one is just a Pokémon
one, and it wadree to play, but | definitely spent $40.00 on it, because when you spend $40.00 on it
§Z C ip*3 pvo} | A ECS3Z]JVvPU v 8Z C E o]l ~K< Clu owd3U Clu[E v}
ulv C }v §Z]e P u X_ /8- v }ud (JE C oufEt AlEheStifneU But it is [OWEER } §

uC ( AJuE]s8 P u X [3[+ o]l E}e*A}E %opllo U E 00C 3Z E % us] X
those you know?

/| Z A
| A« o

RESEARCHER
Tellmeu} E JuS Z}A §Z &[« u}E 3Z E % HS] (}E CIH % Ee+}v 00CX

PARTICIPANT

z}u }V[8 E o00C Z A &} 8Z]viX dZ E [+ v} }u%o AU ]3[+ E 00C 0}A «3§
within half an hour, and most of them take 5 minutes. So just aflquick hits. You feel really clever

when you figure out where one ofi¢ dot go. There is a bit of a completimn thing to it. Each time

you finish a picture you catch that Pokémon. Each different type has a different ability. At the

beginning othe round it will fill in a random row or column or it will light up bliéthe lines that you

could potentially figure out. And there will be missions where you have to use certain things or not use

certain things. When you complete all the missiond gou catch all the Pokémon for that world then
yougetacrownforite §Z u %X v /[u SCEC]vP 8§} P} SZE&}uPZ v P 8§ 00 SZ ¢

RESEARCHER
"NU S§Z E [+ 0 EoC e ve }( }u%o0]eZu v8 (}E& C}uX /[/84nd <]JOC o]
o°}U SZ § JS[ <pu]l | v *CU ¢ C}p u vsS]}v «<«p] | Z]5X
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PARTIPANT 1

hepg 00C AZ v/ %0 C ]J8U ]88 } *v[8 Z A 8Z wu}*3 }u% 00]JVP e}uv X /3§ Z
pHedt 00C / %ouS v %} 8 }E }u 3Z]vPway todiges| thae pess. |EEmeob€r | «C

was telling you that I wasrealyS E s+  AZ v / A +v[3 0]*5 V]VP 8} %} +3U «}/ uPZz
worth of news podcasts while | was playing this game.

RESEARCHER
Is it safe to say that you follow the Pokémioanchise?

PARTICIPANT 1
Yes.

RESEARCHER
> §[e (]Jv]*Z P}]vPP MAGE oCPu@EVP Z 13« (JE&E 3Z A IX ,JA uvC Z}uE- ]
played Pokémon Picross?

PARTICIPANT 1
/| 0¢} %0 C "~ upe Z SHEvVU 3Z v A D SE}]! SudDZ /BPUATE PEZIWV[S
touched it since the Switch. So, | playedours of Pokémon Picross and 2:40 of Metroid. Metroid

u }usS }v » %S u €& in v /[u ipes P §8]vP E}uv 8} 15X

RESEARCHER
Tell me what appeal there was to that for you.

PARTTIPANT 1
dZ "u% E E]JvS v } ]« §Z PE § 3§ ofgetS Andithe loest §drae ¥or ssiper %o
EJv3 v } eu% & D 3E}] X [/ Z A s §} | §Z & u% X /8[+ | C+38}v &} AZ

(Jv]d oC 3Z "u% E E]Jvs v p¥endiaveallAhe bestigames, just some of them. A

couple of years agoight when the WII U came out, they sold virtual console games for 30 cents each
and | bought all of them. For some reason one of them was Super Metroid, which is the best game of all
time, but | had never played it at this point. | had only played sontBeoMetroid Prime Games and
Metroid Fusion on Gameboy Advance when | was a kid. And one night in the middle of the night I just
}% v uC C e« v A}] JvuC Z % JEJD''§@dXC "wv S5Z 3 A« ]8X [/ A vs
family room, sat down witlmy WII U, and just played through all of Super Metroid. | was blown away,
o]l ~"t}AJ DC o]( J* 1(( & v38X / Z A « v §Z S Pu A EXdzZ]e ]* ]8U
wants to argue with me. They are dismissed. And immediately after tHayég Metroid Fusion all the
way through on my 3DS, and | was really hungry for more Metroid and nothing came out for years.
Metroid Fusion came out in like 2003 or something. Thgioal Metroid was garbage. Unplayable. No
map, so confusing. Every room}}le §Z e« u X z}p ] Juu ] § oCX d}} Z &E U o]l ]38][-
UC <p ES E+ }E }u 3Z]vPX dZ §[« A EC E ~P u X 00 }( 8Z uX E]vi dp
everything./S[¢ Ju%o}e*e] 0o X D E]}X dZ & +}v §Z § /[ubdaos€theyr SZ]e D SE}]
Z Av[s }u }u3 A13Z Vv A D SE}] Pu +]Jv =+ E} D]ee]}v Jv 1iifiX dZ C ]
weird game made by an outsourced company. | was so down, even thauaghréally busy, | bought it

§ u] v]PZ8 8} «Z}A E]Jvs v D/ AEN[SPUYE o00 5Z 3Ju U %0 <« X E}A /[u %o
(uvX / 0]l A %O0}E]JVPX ¢ Clu P 8 0}*8 Clu 8 ES 8} E }Pv]l AZ E C}
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IVIAU /[Av Z E oE CU }E / Z A v[§ v Z E C axhi¢dlienplawet, pe Clu
Clu }Vv[S§IVIA AZ E A EC3Z]vP ]J*U pus C}jpo Ev AZ E A ECSZ]vP ]

RESEARCHER
What other games have you played and for how long?

PARTICIPANT 1

Project Oabpath Traveller. This plays into the whole nostalgia thing. They €HI2D where all the
backgrounds are 3D, but it looks like Zeno Gears on PlayStation. There are eight characters spread
throughout the world and you pick which character you start asl dach of the eight can do something
different. He can challenge anyoirethe game to a duel. And you just fight him emreone and some

are hard. It took two hours to get to the end of the demo, but | put five hours into it.

RESEARCHER
Did you get anyPokémon Go! in?

PARTICIPANT 1
15 hours maybe.

RESEARCHER
What aresome of your favourite franchises or-tithe favourite games and why? We already covered
Metroid. Tell me more about Pokémon.

PARTICIPANT 1
| was seven when Pokémon came out. Ithas}e8 }( E 00C *3p%] U %}*]3]A u e« P 3Z §
throughout ny whole life. | said until | was 25 that | wanted to be the best Pokémon Mastertwhall

(J& / & o]l [/ vipes «C/ Avs 3} }WZ (JE E]vs VfdeUikesfs $Z = u
Ciu Z A WZ %}]8]}v & E]v$ v dughyoG ¢uldBustZhange your title to Pokémon
D3 E VvV % }%0 A}po o]l UAKIU Z ZvoeWZ(}E S3Z W} ulv (E
forever. | love the Pokémon Musicdl$ [+ ¢} ¢Sp%] J / u v ][« P}} Jtzv /A« 1] §Z
agpect really talked to me. | made a lot of friends at school it came out when | was iff tira@®. And
(}JE *}u & <}v uC « Z}} & gipde| So lfdy Bussed me to a schoolloa other side of
town. It was this stupid thing our school districc AZ €& }v & v }u PE Clu[ Z A 38} P}
different school. Like if you were a rich kid you had to go to a poor school, and if you were a poor kid
you had to go to a rich schoolpu*3 3} P 8§ %o }%o0 Uu}@E JA G+« X us / tepep Z A vC
three years making all these friends, now you send me to this new school for a year! So that was a really
easy way to make friends. We all rode the bus. We all got Pokémon @athe day, at the same time.
So, it was a really easy way to startjavcA E+ $]}v A]3Z 0]8 E 00C VvC}lv & 8Z + Z}}oX
W}l ujvM } Clun A vs 8§} SGE E M }Clu Avs 38} 830 M_ v 3Z 5[ (}
ITA oA Ce (}uv épson faRs s} but in the world of all ages. | always see at fawdigts, this
nerdy fourteenyear}o v o]l A A« C}lulv X z}u %0 C W}l u}vU }v[§ C}uM
Z}u[E JUS S} 1] 1 uGC eeX > §[¢ 8§80 X

(N¢

RESEARCHER
dZ E [» V38 ZueZ]*8}EC (}E CluU ps 3Z E [+ §Z iatforlyou. Anththe&fakZ 5 A -
that you can relate with other people. It gave you an opportunity to break the ice, not just in school but
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A v vVIAX /[u *uE 38Z E [+ o0}3hHeh it gekes ®© hnythidy RDkémon. Tell me a little
bit about that ard what that looks like to you.

PARTICIPANT 1 (Nostalgia relieves anxiety)
So yesterday my roommate and | were playing Pokémon Go! which is a game 100% fuelled by nostalgia.
/5[« &ewful game, and people only play because they want all the Ppkétm v §Z & [ S
Pokémon from Generation 2 called Sneasel. My roommate was commenting that it was weird that it

} ov[8 P 8§ v A}ous]}v pvilo ' v E 3]}v 8.BemB2 carhe dutinADBQ and Gehlb
came out in 2006. Six years of miginothing with this cool black cat Pokémon. And when he said that |
remembered having a Sneasel and a Weavile card in my deck when | went to a tournament and met
lu v 3Z 8§ /[EIZN00A]SZU §Z]« A « 1110 AZ v /| Z §Z]+howatkihdau C X ~
works. You see a Pokémon and it brings up all these memories. Another Pokémon like that is Murkrow.
[S[e ipe$ E}A (E}u '"v iU v Jv'v d]5 Avybeh lpldyesPokémdl E}AX v
HeartGold and SoulSilver, | had a Honchkromyrparty, so any Pokémon brings up a memory for me. |
remember the first time | encountered it where | used it in my team, which game | used it in, if | used it
and get someone else, ieVer had the card. OR someone who likes that Pokémon.

RESEARCHER
How does that make you feel to recognize that the game illicit nostalgia?

PARTICIPANT 1

| think that a lot of the nostalgia comes from the community. Their intention is just to make an

ac **] 0 Z]Jo € v[* P u 8Z § ]e s}u AZ & outmhat ¥ueh effostantq storAorE %o
*]Pve }( VvC3Z]vPX dZ Pues E %E $33C Pv E]U pus AZv Clu P 8
% Vv 3$Z 3[+ AZ & 3Z C %o Mért]But thelcdnirtuiis ifidatifi¢s with different

creatures from dirent generations. And the most popular ones do stay, because people have nostalgia

(JE&E 8Z uX "} 8Z 8[+ AZ § E]vP- | 82 (v ( AJuE]s X

RESEARCHER
vC }SZ €& (& v Z]e- eoyaldo ér glilim¢ @vourite games?

PARTICIPANT 1

| really like Elda, but a lot. Some of them | like more than others. | like when the stories are a little light.

When they get really story heavy, like Twilight Princess is dark and edgy, but Nintgnde[§ E 00C

IVIA Z}A 8} } @& o00C P}} -3} GaGing. Buthat |ilike SbojivZelda the most is

probably the dungeons. The dungeons are pretty much puzzle solving and special awareness puzzles.

And | like them. It makes me feelreallp A E AZ v/ v Jvd Ev 0]e U %X / $Z]vl §Z §]
app o }( W}l u}v '}J 8}}U ] /[oo P} 8§} Vv A &E v (3 & A ol]vP GE}puv
E }Pv]l v E X AKZU 8Z 8 E 8Z §[+ W} W X}IXS[s AZ E |/ uF

RESEARCHER
Can you tell me about any anxiety or stre@3 u[E &£ % E] v $Z]« A | (E}u » Z}}oU }E

PARTICIPANT 1

We went to a newspaper meeting on Tuesday. Thig@#}0 % Z}S}PE %Z EU AZ} } -v[3 Z A
degree in photography,@a ]ev[3 A EC P}} & 3 I]JVP %] SHE X qoninalisth ES p% Z]d
school to be their photographer. She takes pictures of their company outings and retreats. If they want
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to promote anything on social media, she takes a picture. So, it \8aa jeird event. | was nervous to
go because | was asked to writeeoarticle this semester and everyone | emailed, no one got back to me

(JE 18 A pU v 8Z v *}ul}v P}8 | } u 82 v £5 A IX ~}U [/ u ]o
gonna get thiglone as soon as possible. She said she might be able to use juahddver did it.
/ves | AE}S E A] A}(Z A v[e ,JuU3Z &v AdzZ 8[« "} Z A v +Z}AX v
newspaper. But | was really scared to go. Also, when my sister wasddor a house, her realtor is
related to us. We call her Aunt JoarX p& «Z [* §Z]e AZ]S 0o C AZ} «% I+ & ] A]3Z :
u E] v vEX v ]&[e ips ]I EE X tZ] Z +Z u EE] ]v8} 8Z (uloC
think herhusband] U S «Z Z » ]P (ulJoCU v [/ SZletheZamiy.-Butclbe E 00C 0O
el u Az & /[u }]vPU v [/ 8}o Z & ~KZU /[u i}LEV o0]eu S vsS v [
Vv *Z [+ 0]l "KZJ z}u@E }pe]v tJooAEB A (3E(FZ t%0 %I EHIA « o]l "~tZ}[e
and | felt likear oo C XtZveZ o] Z [e8}YI1C [/ 3zZ}uPzs8/ 2 A 8§} (]Jv }us A
} v[]§ Z A ¢} Jou ] X v [/ P}3}sZ]e Avs v 8Z & [« $23%Z 3P pn §Z
% E} 0C uC }JpelvX_ v [/ Vv p% 3 oJyPRISNV Z]u (3@ AVve 3}19}8X / A « Z]¢
UC Jue]vX , [e ]*8 v8 }ue]vX / A« v A(po 8Z]vP $Z 8/ ] X ns 8Z §
(uloCU / }Vv[8 IVIA(Q(CZZ+*AP CX € }ue]vX v Z [+ 8Z v ES ]Jvu vd ]
one that published my reviews. Oh also, | stayed up too late playing Pokémon Picross. | overslept for my
class the next day. My class for 10:30am which is not that early. But then lupaied | started to feel

(JE uCe o(X / A ¢ 0]l "KEW}IWVIANZ/EZ} |l uC ulJo v o0+ Ae v 00

that was a bad thing that | did, was staying up all night and playing that game.

u
S}

RESEARCHER
How did she know that you are cans?

PARTICIPANT 1

/8] pHe uC ]88 vS (E o Siadtsop osddmiettingZl Wis Really scared because

everyone else who writes for the paper are women. So, | had no idea who the editor | blew off was, if |

blew any other editors off. S0,A « v EA}ue }us 8Z U AZ 5 ]( % }%0 &E o]l ~KZU
d} ev[8 AE]S VCSZ]VP (J& 8Z % % E A E ]+ Z E X_ ~"}U ]88 A «I]v v

RESEARCHER
JA } Clpuv P AZveEEA E E }Av (JE Pu 3Z 58 C}u[E %0 C]VvPI

PARTICIRMY 1

/| }v[S %0 C }vo]v X /[u v}S§ Ju% 3]3]A % E+}vX /[u E o00C o} E
kid, my brother and cousin were allowed to play Street Fighter Il and | was not. And no matter how

much | aged, | was still not allowed to pliyeetFighter Il, because | was not old enough, even though

§Z }3Z & A} AE uC P AZ v §8Z C +8 E3 %o0 CJvP 13X ~}U / ( 08 o]l
*U% %o}s 8} %0 C Ju% 3]3]A P u e+ }E Al}o v8 P u X ~3]ombat} $Z]s C /
or any of the fighting games. | never got into shooters. | played the Halo story mode, but then zombies

showed up and | stopped playing. The flood man! It was so scary. And | was pissed because | was reading

a Halo novel, and when | got to that pointthe game where the zombies show up, and then when the

T1Ju ] e «Z}A u% 1v 8Z }}1 8}}U / A « o]l ~tZ § 8Z (ul]v3Z }} 3}IIM ol
, 0}X_ "tu 8Jlu+/ ( oo]l /1 ZA EE}po ( o]JvP 3Z § /[utdke¢@eSZC }( 8Z]v
SJu 8} P 8§ P}} & slu <}ES }( lu% 35]15]A A] } P u X /3 ipued } ev[§ ¢ wu

RESEARCHER
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Are you part of any gaming groups on any social media that you invest time in?

PARTICIPANT 1
E]Jvd v } t}E0 Z %}ESU moré[ilvA]JoAS} R1EZ §Z X /[A }voC %0 C ( A
games with people, and maybe some Mario Kart. But | feel like | can engage with the fans more, because
§Z [« uC i} X / §Z]Jvl e ¢} ] SC % E}PE ¢+ «U / SZ]vl c}unieBd]adh 0]l 0619 }(
1C 15[ ip*S u} Jo P u X v }v }(8Z S U ] ]ve]e S oll]vP 8} % }%0
*} 1 8C A[E +% v JVP u}@& 3Ju A]3Z « E ves v}3 & 0l]vP 3} %0 }% o0 U *} |
toward a mental health crisis. You kmpa bt of the developed world, but | see it in America, and also,
A[E %o CJvP u}E& A] } P u X ~}U / 8Z]vl ]&[+ P}vv PE}AJVP }v
the norm, and mental health issues become the norm. There is a definitely immaturitptefegaming

Juupv]d] X 0}8 }( 83Z u}e3 A} 0 % }%o0 E MV U%O0}C U }JE pv E U
v 00 3Z]vl 83Z 8§ 8Z C[E PE}Avpu%e VIA v 8Z C ve+CAZSA E 52 C
(JPHLE }usSX v [[u v}sdtvEit @Eyoushavda gioup of 30yos, established people, human

JvPeU AZ} %0 C P u *X dZ [« AZ &/ o]l Jus E]Jvd v } t}E0 Z %} ESX
A <18 Z » v E}uv (}JE o]l 11 C E+X A EC}v [+ [Llap% becahseS $Z "%
A AE oo o]J]A AZ v 3Z }E]P]v o "p% E E]Jvd v} u }usX ups ]3[« A
has a real job, and families, and kids. More relatable things.

140



Peralta, R.P.

INTERVIEW #4

RESEARCHER
What have you played in the past week andliowmany hours each?

PARTICIPANT 1
Last week my roommate and | both got the SNES Classics. The first game we played was Secret of Mana.
Il v AE %0 C 8Z & P u (JE v Z Z VA E %o C 3Z 3 P u (&
hours beforewe gota second character and then | could play. It was really nice. It took me back. It

E]vPe p% o0}s }( ( o]JvPe o]l ZE}v} dE]PP EGU psS SZ }tu S ] ¢} c]Ju
the patience for a deep RPG like Chrono Trigger right natth® one sort of scratched that itch where
it had the art style and the feel, but the combat was really quick. It was, hit the button twice and its real
time combat. So that was nice. We played another two hours together. | played for two participating
before A %0 C 3}P 3Z EX <]E C[* E u }uE+Jt %0 C 3Z 35 (}JE 3A} Z
%0 C 13X /8[« <]E C u]v] P}o(X /8[+ A ]JE +8 P u X"}y A]JE X /5[ o]l
enemies and you have to hit all the enemiesldhenthe last enemies turns into the hole. And you have
8} ov ]Jv&Z Z}o X z}u V[8 CE}oo }A E §Z Z}o X A EC 3Ju C}u ( 8
colour, and the whole has two stars. And the goal is to get more stars than your oppémnengal can
P} SZE}UPZ CIUE }%o%o}v VS[* }OIUE 8} Z VP ][5 «} 8Z E A E 3]Ju » AZ
someone would go into the hole and still end up losing by quite a bit. Just because the stars were all the
}18Z E % E-}v[e }o}uEtnd o gatlimtquir I+ Was mostly fun because it was the two of us.
Maybe two or three hours. | played that Pokémon Picross game a lot. Maybe 5 hours. | played that one a
0}$X / %0 C V Z}UE }( D SE}] X /[u E A] AJvP ertRéhtBdilastBieX dZ]e }v ]
/[8[« « }v 8Z Uu}A] 3Z 8§ ipeS8 u }uEX /3[+ A EC *S3}EC E]JA vU o A ol
Z « s}u Po0]3 Z U ps /[u E A] AJvP ]8U «} /[u (J&E §} %0 C ]SX pns 18-
it with me ard we pgayed together for six hours in one sitting. | played it on my own for three hours.
dZ v A %0 C 3}P 3Z E (}JE *]& Z}uE+ 8Z v £5 CX /[u ip*3 SEC]VP 8
always better to play a game with a friend.

RESEARCHER
Whatare the benefits for you as far as playing@o in person?

PARTICIPANT 1

[8[+ ip*3 v] Z AJvP «}u }v o+ ]Jv 8Z @&}}u A]S8Z C}uX }8Z JvP (} pue }
Alu 8Ju « A [oo Z VP }us v A S Z ds v /[00 %opud SE(dtenhalfay ds (}JE p
S§ZE}UPZ §Z <Z}A /[oo 0}}I }JA E v Z [+ A § Z]vP z}pudpu v Z]e %Z}v X
v /[oo ipes P} }v & X v §Z E [- ]* }vv 8§ ¢}u 8Ju « AZ v CIu[E ]
%0 CJVP P u &}P §Z EsellqrEZ J&A (3AIVPX /8[+ }v }( 3Z (A A Ce 37 &
feel present together, you know?

RESEARCHER
tZ v C}u[E vVv}S8 P u]vP }E +3u C]JvPU AZ § } C}n 00} & CIHE 3Ju 3}IM

PARTICIPANT 1

& JMX /[u }v 00 §8Z 3Ju X / « (ApamAZIE}YRE & ¢vB]wP P & 35 « v ]

&E oo0C X/ }v[§ o]l & }IIX /[u «}ES }( ]e]Joope]}v A]8Z 8Z u ] v

5} iJUEV o]eu u i}E / A vs v [/ (}oo}A A EC v As }EP v]l §]}v /[A
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was agood idea to keep up on the news. But they will sensationalise everything and they all post the
eu *3JECU A EC CU 00 CX /[oo e+ E}oo $ZE}uPZ v ]8[+ }vo dE&E
/[Tu o]l ~/ }v[E (pI]vP E VvOI§E X KI(CME, Y Z SA & «}u $Z]vP u
vi§ v Ae vCu}®E U ]8[* ip*3 ( 8 }(o0o]( X, Z +v[8 o E A E }A E dA]
}v. VvCSZ]vP }A & dA]33 & }3Z E SZ v ipes U vX PSS 5Z BKe ip3 AZ 3
The other day | got in a big fight with my mom on Facebook. She posted some meme that was offensive.
[« ] ™S8[ v}S }}o uluX /8 Ju%eo] » §Z § 00 E&> %0 C E» E (&E]Ju]v o
be murdered for being scared of the pa@icYyouneed to look at this and think is this really okay as a
Az]18 o C Az} Aloo v A & P} 38} iJo (}JE %}3 }@&E *Z}S SM [« §Z]* }I C
*Z Z 0}*8 Z &€ %Z}v }E <}u SZJ]vPX DC PE Vv u odneadto}alkSZ %o Z}v
S} Gt }pS C}UE u}lufe &  }}IX z}u v[S o0 C}uE u}u }us }v &  }} o
AlS8Z §Z § }uu v8X_ v [/[u o]l ~t} ZU PE v uJ *"Z %}*S ]S }v & 1A
comments on it. And | put what someone neededstoC Xv. *Z =« ] U ~t 00 *Z [ ip*S »« C]JVvP ](
] V[§ € <]*8 3Z E A}po v[$ *} UuvGC %@E} o usX_/ A« 0]l "KD'U v} P@
*Z}8 8§ 00 8Z SJu C SZ %}o] X Z]Jo E vU «Z}S v §Z ("disjfv Eu X >
v}is§ SEp X tZ & ] C}p Z & $Z SM dZ S[* v}S SCEMN X_ Vv [[u o]l »"E ¢C
You need to watch the news and google this. You need to understand why people are so angry and still
ZUES]VP }A €& §Z]X_ v Yygrae®aZlpwa reedy Bad and nasty. And | ended up
deleting my comment and unfriending my mom because she went through and commented on every
*]JvVPO % Ee+}v §Z 8§ }uu vs 7/ }v[§ E Xtz 8 A EX /[ 3Z]vl ][+ (pvvCX
todistanc uCe o( (E}u 8Z]eX / }v[8 A v3 8} (L I]JvP « 3Z]+ }v & FHIX ps S
v  o]l]vP §Z 8/ }v[8 A vs &} o VCSZ]VP }v & }}IX ups 8Z §[+ oo
While chain smoking. So, | need to find somethilsgéo } A]3Z uC o]( X u8/ Vv[8 o038 ucC
& }}IX /[u 0¢} A EC u «eCX DC +Z & u }((ucC U v 00 uC %]oo}A
Z %o %o V 0 5 A | P}X KZ v}U ]§[« 8ZCE }EV E- }(SZ <Z2 §X /| Z
unpacled. The @& 3SA} «Z oA « 32 5/ v A & (]Jv]+Z }E SJvPX dZ]e }v ] i}
organized this and put those boxes there but instead | just put them down. My clean clothes are on top
of my dirty clothes. All those drawers are empty besmlirever put away my clean clothes. | should
% E} o0oC o v uC el 8§ e}u %}]vEX / %ouS UC 0 %S}% }v uC Z J&E VK
anymore because my desk is so messy.

RESEARCHER
How organized are you when it comes to academics in comparisgsutgdoom?

PARTICIPANT 1
e« E}X / } oo uC Z}u A}EI (38 E u] v]PZ% 32 C 8$Z S ]8[ p X

RESEARCHER
How are you as far as organising your strategy in a video game?

PARTICIPANT 1

IfTu & ooGRPJ}IIVP (JEA E Vv %0 VV]VPU pss fZpuXoJ oo Jupd <A} % %00
that game.

RESEARCHER
v 1(]1s[+ Pu Cluo]l M
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PARTICIPANT 1

/oo ipneS ¢85} % %0 CJvPX >]I Jv W}l ulv ]§ §1 « u C v ZFma@n S} P § %o
you want, you just pick it, to level to 100 inmayd Z}pE+X v Jv uC Z U /[A Z W}l ulv
%0 VvV }uS (}JE *} uvC C E+X v / Z A o]l 8ZE& W}l u}v (E}u uC § 1
Generations ago. | need to transfer them to the nevé }v X /3[« o]l / Z A ]88 %0 vv }p3U
A ps ]S He 183 81 e eju ((JESX us 3Z v /[ Z A 8Z % E( § W}l u)
battle people.

RESEARCHER
So how do you feel about all that?

PARTICIPANT 1
/S ( o+ oddme &ecklist in the back of my mind. | need a perfRadtémon team.

RESEARCHER
Would you say that applies to your school and your room?

PARTICIPANT 1
Kz ¢ zZX /[A P}35 o0}81}(+2]8/Z A 8} }X/Z A 38} } o pdtdECX A EC
wash my sheets at some point. | should probablghkveny pillows.

RESEARCHER
Would you say you have concerns with slfitrol?

PARTICIPANT 1
DC X /[u®& o00C P}} 8§ %E} E «S]v S§]vP pnvs]
v

[+ SJu (}E& $Z v AS
procE <S]v § <}u Uu}E pvS]o ]S[ec Slue. (}E& §Z S

o ]8
£S P & §

RESEARCHER
Anything else you allocate your time to?

PARTICIPANT 1
[ § ol }v8Z %Z}v 0}3U AZ]o +u}l]vPX DC ¢] oJvPe E o0} U v <}u 8]
phone together, not tdling, scrolling through Facebook or playing games, dchiag TV.

RESEARCHER
How many siblings do you have?

PARTICIPANT 1
IfTu 8Z « v }( JUHEX t } %Z}8} «Z}}8+ A EC 8Ju A P 8§ 8}P 3Z EX t
together and stuff.

RESERCHER
Do your siblings game?

PARTICIPANT 1
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My brotheronly plays Mario. Every Mario game. My sister only plays Zelda an Animal Crossing, and
Tetris. My little sister only plays naronflict games like Animal Crossing and Space Camp, where you go
to the moon. But none of them are very serious gamers.

RESEARIER
Do you ever play any games with them?

PARTICIPANT 1

z ZUA %o Cd3SE]UD E]} < E3UD E]} W ESCX DC }v C & A |
thing on our list of things to do together. My brother and | play Smash Brothers together $omeiX /[u

pretty darn good at Smash Brothers, but not good}uP 2z 8} « C /[u P}} S ~u «Z E}SZ E+X
}( VIEU 0 % }%0 U /[u % E} o0C SZ *SU pusS ]v  %l}}o }( P}} U« E]}pue-
And my brother is not very good at SrhaBrothers, but he can always beat me. All his friendsbeat

ZluU v [/[oo § 00 Z]* (E] v eU pud oA Ce (E}u 5z Plvv]vP }( SJu U
>|vIX / }v[3 IVIA Z}YA Z '} « 18X , +A]l8 Z 8} ' viwerggooEat v30CX Vv Z |
"viv JE(X usS Z o]l e Z]u lly, loud add §wupsdE }

RESEARCHER
JA } CYu 8Z]1vl AZ 8§ CIU[A «Z E v 8Z]* *Su C VvV Z 0% }3Z E %o }%0

PARTICIPANT 1

| have some anxieties, so | feel like it would be okagotwsider some of my problems as normal. | think

alotofp }% o0 $Z]vl vIEu o ]* AZ]8 U o}v U «} @& u}u E]JvI]vP "8 E p |-U
normal. | think normal is weird, gay, video gamer, who went to college when he was old. That seems

more normal to me. And | just think it can help people untmd how normal they are instead of

§Z]vIi]vP }( Al } P u Ee e« s}u A]JE 5Z]vPX :pue3 E o]l 8Z 8§ ]8[* V}IEuU
Clpn }v[S o}VvP He Vv} }v E o0o0® worklsomaid ta inakE ydurself part of a

group. My partv E } *v[3 IV}A Z}A u vC ] o]JvPe Z -Z]¥X E[}w X AP F[0A |E :
u X/ %pus o0}8 }( AYE!I Jvd} ]JvP o} A]3Z uC (ulJoCU v /[ Pp e+ §Z 3]s
benefit from the relationships they have and that contriési to my seklidentity and what | think is

normal. There have to be other people experiencing what | do.

RESEARCHER
A Alpo Clp pe Az 8 A[A § ol JUE &} Z 0% }8Z E % }%0 M

PARTICIPANT 1
| think that gaming is sort of seen as a disease, likeit U o]l eu}l]JvPX /§ A}puo Z ]88
*Ju }v Uu]PZ8 *%]E &} }JuSPE}AU }E <}u }v u]PZs %oE e*UE S} 5} %
gonna happen in the future. | would use thisadvocate for the gaming community, to normalize i,
expandthe view to include all people. Because everyone plays games. My grandma is in her 70s and she
%0 Ce ¢]v} }v Z E W X /S[¢ Vv}EuUu o S$Z]JvPU pusS / }v[S8Sdq,ifo o]l ]S[e S
someone were to unwind by playing a video gameaféew hours a night or a few hours a week, that
eZ}luo %}+]S8]A SZ]vPU §Z § 3Z C[E (]v ]vP A C &} vi}C 8Z ]E o]A
ITA u ( A (E] v « ]vgh@or hhd SchdEl} put pretty much everyone else has been
SZE}IUPZ A] } P u X dZ P u]vP }uupv]3CX DC E}}uu 8 UA us 3§« 7}
JA E + Z}}oX t  }v JAEA] })PuesuvCUuvgC C E- P} v A]JA v
togetherever since.
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RESEARCHER
Do you have any final questions we wrap up our interviews?

PARTICIPANT 1
/[fu « &Z & §Z]e]e v JVPX /&[+ &p 00C o]l  0}& }( (uvJ
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INTERVIEW #1

RESEARCHER
What games have you played in the past week and how many leaicts?

PARTICIPANT 2

D}+30C /[A v ¢S] |]oNastdr Glzief Cotlection. Anywhere between half an hour to an

Z}YpE S SJu U % v JvP }v ]J( /[u }v upoS]%o C & }E }v u% JPvX [ ]\
hours in the past week.

RESEARIER
Do you play anything on your mobile?

PARTICIPANT 2

z ZU "}1o]S JE J( /[u ipesS }v pe & }v SE& Jv }& <}u SZ]JvPX dZ & [- S
ujvsz P} o000 Z] & SZ § ip*S %o ** » SZ S]Ju X /S[eouhdlddanGtheo v E]
e E v v 3Z S3Z]vP P} X/Jius AVP $ZZ ® u }us 3} %0 CU u}+30C AZ v /]
transportation.

RESEARCHER
dZ % EJu EC P u C}u[E %o C]JvP vIAU AZ § }ve}o ]+ 13 }vM d oo u
you like it

PARTICIPANT 2

*] 00CU |S[CEipuedC W} us 3Z % E Al}pe P u « }(8Z ulv Z E § EX /3]
u *S]vCX Z o00CU / %0 C ]S ip*s (}& SZ v}esS oP] ( S}@&E pue / P&E
nice getting back tthem.

RESEARCHER
What about the nostalgia dgou like about it?

PARTICIPANT 2
/% iped 1 o u | 8y Azv/ Jv[§Z A 38} AJEEC }us vGCsZ]vPX

RESEARCHER
So why choose to play something nostalgic instead of something new?

PARTICIPANT 2
|} v [ow really. The most recent game, Forzaaypt that solidly for a week. The racing simulator.
'}8 13 u}E ]((] pod v [/ +8 EE P 88]vP A}E. +}X D C /[oo P &

RESEARCHER
E $Z E VvVC P u-«C}u[ o]l 8} %0 C]vP V}AM

PARTICIPANT 2
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&/ }v
§7 &7

I would like to be playingD>§]vC X ¢] ooCU ]S8[« Vv }vo]v P u U u [
]I$X dzZ }v « 82§ } & }v Wo C"S §]}v ]Jves }y YAEX t]

anything.

o ux

Z A u
}

RESEARCHER
Haveyou considered trying to connect with peopgthin say a community that you may not know but
also play?

PARTICIPANT 2
Before | came to uni, yeah, because | knew people that played but | never really got around to buying
the game or adding their accourome of the people | did know had moved oRfayStation.

RESEARCHER
Tell me about when you do game, why you choose to play at that specific time.

PARTICIPANT 2

| «Z E Ziue U v A P 5§ E}A Al8Z 8Z ds Jv §Z oVAjyPwE}}uU v
TV. Basically, | only play itwh&Z @& [« v} } C o+ ]Jv 3Z o0]A]JvP E}}uU }E /[A P}§ §
something. | live with mates. | play after uni.

RESEARCHER
Are you experiencing any sort of anxiety from university?

PARTICIPANT 2

Ithinkth ( 8§ 8Z & /[A u IV (E] vZYA3AU GZ[EPX /5[ §Z & ol]vP 3} %o }¢
JVIS IVIA §Z 8§/ Z A v ]Jeep }uS E o0o0CX /S[¢ }usS SEC]VP 8} (JPUCE

big group or cligue. Or just not bother.

RESEARER
What would your ideal situation be at sabl@

PARTICIPANT 2

Really just to have someone to be with, sit next to. Because | have breaks in between classes on
Tuesdays and Thursdays for an hour. Just to have someone to come up to at that time infisad of
sitting there and watchinyouTube.

RESEARCHER
How do you know the participant who suggested you partake in thus study?

PARTICIPANT 2

: u 3} uC *]&E£SZ (JEu *]Jv A[E (E}u $Z «u E X v Z i}]v uC -
year in stth form, which we both failed s@nd then we both kept in contact. We live together for uni
with six others inan eight E}}u Z}pe X dZ Z}pe O0A Ce Z ¢« Ius (JULES V % }% 0
four on the bottom floor, six on the middle floor, and four &z $}%. (0}}EX dZtgrpdp. 1(( & v

RESEARCHER
How does that work for you socially?
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PARTICIPANT 2
/S§[+ 0E&]PZSX pe S8Z VEE }( 8Z Z}ue ] 8Z o0]AJvP E}}u v Clu
with whoever comes in. Just going to the puithaa majority of them really.

RESEARCHER
Is there anything else from your university experience that causes anxiety?

PARTICIPANT 2

dZ € [+ O0A Ce+ 8Z Jeep A]3Z 3Z E}A « ]Jv §Z pv]X He 8Z & [+ }voC
mulo JvP SZ S dtfaf the timg, it connectsto$t vS VvSE oX dZ E [- E}A }( %o }%o0
P}s 8} P 8§ SZE}uPZ v ]( 8Z C[E u}A]vP «0}A0C ]38 iues ( o+ AIA E X
}CE * %o % *S SZ uX /é[' Iu'éx

RESEARCHER
Tell me a bit about yourourse load.

PARTICIPANT 2

At3Z ulvpus 3Z E [+ v}8 E 00C 8Z S up Z 8} }IX w38 Az v ]v &£ u-U /[A
AYEIeX tZ] Z ]+ P}vyv PE 3Y dz (JE+3 }v /[A P}3 38} } JE 32 v }(
like four to do vithin the space of a month, whiche P}vv Z ooU us8X /[u «3p C]JvP o AX 7y
nui SY I CE JuAZ EU]J8 A E-+ E Z Z}Av 3Z 5 ]( C}u IVIA CIu[A
something you take more in that way, rather than just listening to aulect

RESEARCHER
Are you a gamewho prefers to play in multiplayer or do you just play the campaign or story?

PARTICIPANT 2
Kv H%}v 3Ju U ]38 A ¢ iued %0 CJvP §Z +3}ECU pe / }upo v[S E o0
once l gotthat,itwaX /[ % o0 C ]S }vohactdally,bes} the developers at one point. Well

$u ooC }v 8A} J(( E v8 P u </ § 8§87 A 0}% Ee+}v, 0} <] ooCU A
iHuU% }vsS} SZ }vo]v ¢C+S uU E v }uoCU ewo ¢ founof thBm@Endoom both ]SZ & S
games, | got matched up with them and ended up beating them quite convincingly. Yeah!

RESEARCHER
t}AJ dZ § up<3[A vel A E]vPJ

PARTICIPANT 2
Oh, it was! It was great.

RESEARCHER
And how did you know it was them?

PARTICIPANT 2
He Clu v Z A *% ] 08C vpu E }E } U v Clu Z A usee P (3C
actually beat the developers, which was just incredible.
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RESEARCHER
Wow. Would you say then that having rewarding moments like that is impbteayou when v} u [ E
gaming?

PARTICIPANT 2
W ES }(8Z E +}v/ %0 C }vo]v e ipued 8} Z}A Ju% E}A u viX ue C1}
campaign besides upping a level. You jump online, the less you die, that shows improvement.

RESEARCHER
Whatother thingsdoC}u (Jv & A & JvP AZ v C}u[E P u]JvPM

PARTICIPANT 2

''§8]vP  Z] A uv3s E 00C VvV % E( 3]vP P u X fingafdme BE13Z 3§ } (3 vl
Jv[8 } 83Z 8 }(8 VX /[A }v 83Z 3 uC (JuE 3]u sMdeHegoBaimgarP u « /[u ]Jv$§

That was a good campaign, that one. | play it with my sister all the time.

RESEARCHER
What makes a game worthy of that effort to platinum for you?

PARTICIPANT 2

dZ E [+ 3pu(( 83Z 8 /[A 3E] &} } 8Z § | Zeries\bpsaisedu cahplay fh@&m Eo v » o

*} uvC 3Ju s ]v e} uvC J(( E v38 A CeX-/3pJiQ-AP}ZVZ2FUE &b & E EC

something to keep you focused. It gives you a goal to aim for. | bought Borderlands on three different

consolesThe presequelwas done by 2K Australia instead of 2K America, just as a side project really.

And what they did is they added cryo weapons, which are ice weapons. And oxygen masks, which were

a pain in the ass unless you were Claptrap. Because obviously hev[§ ZE X§, [¢ ¢l]Joo SZE U C}u
v SH00C ZA 8Z }83Z E Z E 8 E[* *% ] o ]Jo]3] *U AZ] Z ]+ <uls

RESEARCHER
tZ 8[| %]vP C}pn (E}u P S§SJvP W~"rd v %0 CJvP ]88 §Z E M

PARTICIPANT 2

[ ipes Iv[8 Z A §Z u}v C <& par Dsbefore @ bdught the XBbox1 where we were
deciding whether we wanted an Xbox or a PS4, but because the Master Chief Collection got released,
and Halo 5, that was the only thing that kept me on Xbox rather than switching to PlayStatiois Halo
one of my te five franchises.

RESEARCHER
Tell me about when you started gaming as a child.

PARTICIPANT 2
| started with the Sega Mega Drive, which | believe was the Saturn in the states. Just after we moved
into my second house, | was about fouryba? And it steed with Sonic, obviously, and Street Fighter,
He ]38 A e uss8}v u «ZJvP v [/ ] Vv[8 & 00C IVIA AZ 8§/ A «U pu3 /| %o:
Z %% C A]3Z 13X/ ] Vv[8 & o00C }Av Jvelo 37 wSidhonuvas]el.3Z t]JU A |3
AMu PE 3§ 5]30 ¢ }v 8Z 35}v X (]Jvl]8 oC AZ S/ %0 C }vi3ZE A5z |,
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Stone game. They released them on the DS because | remember playing it on that. They had Goblet of
Fire on there. | lied, actuallystarted playng on the Game Boy, on the Pokémon Yellow. | completely
forgot about it.

RESEARCHER
How old were you then?

PARTICIPANT 2
DC ¢]*3 E A+ (JAU ¢} 83ZE X 'u }C }O}uEX /8 A e uC ]88 E+U pusd /][
A ] v€&oo 08 Z E A (JoXx,z22zZ1

RESEARCHER
/3 e}uv » o]l Clu }3Z Z A Vv %% E ] 8]}v (}JE P ulJvPU AZ 3Z & ]3[+ o
How has that affected your relationship?

PARTICIPANT 2

We were pretty close anyway, because had a lobf stuff happening when we were growing up. The

P u-eIl %S pu o} 8}P §Z EU He ¢Z [+ 0A Ce Z V %% E ] 3]}v (}&E
Fantasy. And we differed in games, obviously, because once Halo 3 came out with side chalaeters
reallyenjoyed that game, but | only played it once. It branched off form the main story telling, and it

confused me really. Because it was slightly open world, but not.

RESEARCHER
tZ §[« 3Z u}*3 E VS P u C}u %0 C Al]s3Z zZ EM

PARTICIPANT 2

Probably Halofi X He A 1}83Z %0 C P uUo]l A %0 C &]Jvo &Vvs C iAU
multiplayer game, so we talked about it. She got big into that and just told me what to do. Haha!
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INTERVIEW #2

RESEARCHER
> §[+ o8 ES A]3Z AZ 3n Qe phéwedtds andabout how many hours each.

PARTICIPANT 2
GTA 5 and Forza Horizon about four hours each in the past week on Xbox.

RESEARCHER
tZ §[+ | % ]VP CIHE %o0 CJVP §Z « P u M

PARTICIPANT 2

'd Le §Z C[A ipe§ E o + basicANP[A §0% Vv %0 CJvP §Z & }v X v

L JE]T}v ue / 3u 00C A v3 8} }ju%o § §Z U% JPVvX /[u }us 019 8ZC
than | thought.

RESEARCHER
What have caused you anxiety at university in the past week?

PARTICIPANET

lturned u%o 3} }v }( uC u} po U AZ] Z/ Z A Vv[8 }v Jv 8Z % 3 SA} A |.U

thing and | had migraines throughout the rest of the week. And | turned up to a class that was already

sort of integrated with each other, so | was jtisere. Butthankfully there was this African guy who sat

v £3 3} u 3Z 5 P}5 u ]JvA}oA U ¢}X /[« <] 0ooC o SpE U pu3/ A+ o

Ulee ¢} 13 A ev[8 8} up Z }( Z e+0 X/ Z 8} P} 8} SHutlcould§(8Z v o v }
ue / ] v[38 P & i} }A & 8Z epuu EU v / A eu vs 3} § Z]VP u%o

}(uC P}} (E] vV *U pd «Z o]l UJPVIE u U ¢} 3Z 8 A « v}8 (uvX /[u spE

catch up at some point. But shedhjust brokev u% A]3Z Z & }C(E] v U v «Z [ 13 Al-Z

the minute, so.

RESEARCHER
When dealing with any anxiety from school, how do you normally manage that?

PARTICIPANT 2
I( 18[* *}u SZ]JvP SZ § | v s} Y (J@&E ES JvvS]u %djod B X KZAES](}VS[e* P}
take a while to do, | usually just pass it on until the last minute, procrastinate until then.

RESEARCHER
When you do that, passing it off uhthe last minute, how does it make you feel? What do you end up
} VP M tZhé putdome?

PARTICIPANT 2
hep 0oC / ipeS *% v $Z 8§ SJu }v 8§82 y }A&E v [ }v[s 8§Z]vl }us ]88 v ]§]
to do it, so it gives me the motivatido get it done.

RESEARCHER
How long have you had this habit?
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PARTICIPANT 2
PE} o0C ¢]Jv [/ 8§ ES =+ }v EC ¢ Z}}oU }E€ Z]PZ » Z}}oX Sp ooCU /]
primary school. Because | was one of the smartest in my class, in mageéahe work was just so easy
(}J& u U/ ] vVv[S }5Z & S} 1} qshenwhersifot$d secdndary school, because | went to
a grammar school, the work was harder, pretty much as soon as | got there. And then it was, kinda
}uo v[s } Mdind&t.

RESEARCHER
So, walk me through your process when you finally doasitrdand do what you have to do.

PARTICIPANT 2

It will be an hour or two after | wake up. | just go through my usual morning routine, get the shower, get
breakfast, do my te. Then | just lock myself in my room, sit down with music and get it done.itl d

will all my assignments last year. | was meant to spread it over a period of three weeks, but | did it in

(JUE ZIpE- |v CU «}X /[u }JVvP }I C®1] ¥[8 A EU ijJ+¥[8Z & X /&[+ §Z

applying the right stuff to the giht areas.

RESEARCHER
Would you say you manage anything in gaming the same way?

PARTICIPANT 2

Yeah, | suppose | kinda do. When | was playing the Dishonored, Dishonoreat 2gdwlis | do a
playthrough just to get my bearings straight, and | just sitd and try to perfect the game, platinum.
Just in like one sitting, which | did do with the first one, not quite got there with the second one.

RESEARCHER
t}uo Clu « G aXxdmsnon habit for you with games, or only certain games, earning platinum?

PARTICIPANT 2
Only recent games to be honest. When | moved onto the current console.

RESEARCHER
Why do you think that is?

PARTICIPANT 2

| think it started actually with the transition going from the Xbox360 to the Xbox1, because everybody |
knew at thetime had the new console. And | was just there for like two years afterwards, onward, on
Xbox360, so | just played through, old, older ganust to see how well | would do with them.

RESEARCHER
Are there any moments in university where you clearly héna teward from something?

PARTICIPANT 2

/I 1] v[]S  00C 8§ VvC %}]vd 0 8§ C E&U pups / 5 ES v

}Jv 18 % @E A]}pueoCX ~YU /[u }us }us 819 }( 83Z }vs vs §Z
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§Z Sus3}E] o ]Jv EJulv o > AU AZ E ]8[* iu*3u Vv 8Z }3Z & PuC ipe<s
than him, but we actually knew whave were saying, which helped.

RESEARCHER
Have you ever felt gaming helped develop who you are as a person?

PARTIPANT 2

t oo 0}3}(3Z Pu-e3Z38/ %0 CUCYu[A P} v}i 8]A 8} 2z $1A E .

through just to get to og objective then get to the next one. Just build platform upon platform. And |

[1v } $Z SU [/ u %-cohad th FehltZr &{ #ome point. It was when | was in year three, so

| was probably nine. | said | was going to a specific school, wiitlehd up going to, then going to a

specific uni to do a specific course, and | got to the uni but am on a diffefgmtE+ X ~}U ]S[e ipeS

outlaying what | need to do. | was gonna do forensic chemistry but by the time | went to sixth form, | got

an E, sahey told me to drop that and do something else by the time | got to A level. They got me in law

instead. Itookashv]vP &} 18X d Z E+ « A/ §}}1 +Z]v]vP 8} 18U v 8Z v §Z C
}vis Clu P} }v 8} } SZ]eU_ <}X

RESEARCHER
Do you se yourself as a capable student?

PARTICIPANT 2
z ZXI[A vA EE 00C Z up Z ]((Jingths €ffgn to &quua(l) 65 propersy. (]v

RESEARCHER
Outside of school, do you generally see yourself as a capable person?

PARTICIPANT 2
Capable in an independent sense, not so much a social sense.

RESEARCHER
Okay, tell me about that.

PARTICIPANT 2

I }v[3 IV}IAU /[A (}pv ]((] po8C @& 3]vP PE}u% X >]I /[[A o0A Ce Z
they introduce me to a group.8l[* v A E ipe$ vu (]Jv]vP }& JvS PE S]vP Jvs8} %
UCe o(X /[ o]l 8} Z vVR/[Z[ZIvVA WG EZ B[ %o}ee] 0 X /E[e iped 8Z Jeep A]S
JVA E+ 3]}v v | %]VvP 13 P}JVPX KE ip-d AuPR] ¢,}UABEZ SZJ Bbo EEs}}W _
talking about the other people.

RESEARCHER
What would your social life look likdeally?

PARTICIPANT 2

Just go out with different groups of people rather than the same core four people. Having people
outside of my cee group to talk to. To just have normal friendly conversation. | used to play sport and
would like to play rugby, muse | was good with that in secondary school. We were put into four
groups throughout the whole year and | was always in the third gridiop good, but not retarded. And
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when we were doing rugby during the winter and spring time, and the coach we hadrfgroup was
the coach for the rugby team, and he asked me to join for four successive year, but it was on the same
daylhadtomarchf@ u & ZJvP v U ¢} / }upo v[§ } }8zZX

RESEARCHER
Have you thought about doing it now?

PARTICIPANT 2

Yeah? Iwas ol]vP A]38Z }v }(uC u & « (E}u | Z}u U Z [+ o0} Z E U pusS ]v
v[S E o00C ((}E& s5Z u kits@e2y&ythng. $iZe average membership cost is about

£55. But the American football team is £145. So, it couldoetween.

RESEARCHER
Would you say you have the same challenges with dating and meeting people?

PARTICIPANT 2

z X /[u }v d]¥Y WS 8Sol 8§} vC }( SZ u § Z X/ v][§ }1§Z & 8} SZ]vli
up lines. And nobody wants to start }vA Ee 3]}v A]3Z «}u }v 8Z 3§ ipeS « Ce "Z CX_ [/
one bit of conversation to another. The conversation will justtfeE § o 5 5Z §[+ Z}A ]8[* P}v X
§} plo uC }v(] v ne /[A v «JES]VP §Z]e }us JE AZ]o X
RESERCHER

What things are you confident in?

PARTICIPANT 2

/[Tu }v(] v8 ]v 8Z]JvPe 8Z & / IV}IAX ~Su(( o]l U Gba Mafidmy barRXince | ps  / A
A e e AvU pvdlJo/ A « idX ~"}U 8Z E [+ P}} i1 C Ee+Xaband WA §Z § Jv:
Z % E(}JEUV X/ A% E( 50C (]v nHe Az 3/ vilcC v Z 3§/ 1lv A
that | know | can daather than stuff | might be able.

RESEARCHER
You also sound confident in the classroom. How do you get to that level?

PARTICIPANT 2
/8[« }voC AZ v ]8[ *3u(( 8Z 8/ IV}AX me / A}v[E veA & J( /[u v}§ Vv3§]
If[u EIEZSU E §Z vul p% v VveA E J( 8Z & [+ (}00}A p% <p *3]}vX

RESEARCHER
What are you confident with in terms of gamg?

PARTICIPANT 2
Kv [/ (JPUE }us8 8Z u Zv] e} 38Z Pu /| 0E]PZS Al3Z 15X

RESEARCHER
What else do you do to make surewyanderstand something new?

PARTICIPANT 2
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/| 8Z]vl 8Z 8[+ AZ & /| % ol 3} % }%o0 3} P QU]E]EZSY JREIV[}ISZUE ]~ E]!
to do things.

RESEARCHER
What about when meeting people online to play with?

PARTICIPANT 2

ITAZ %o }%0 u s P u (3 & /[A }v <}u $3Z]JvP }JE& }v &E o00C A oo }v
popping up congratulatingmU ¢« C]JvP ~P}} P u _ v 00 8Z 88X v }v, o}U /[A S
team up because we both did really well. It was pretty mutenever | get online | got offers asking to

%0 CU pu3 / }v[8 3pu ooC IVIA AZ} 3Z C @& X/ /o}pB[33 /| W[E<ZBA In &
E %00 1SsU v [/  Vv[§ }1sz & 8} P S }v X
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INTERVIEW #3

RESEARCHER
Tell me about youlast week.

PARTICIPANT 2

[TA ipes V %0 CJvP &}EI] (}E 3Z 06+83%X INS[WE & FQFEU IS X viiw }us il
ZYUE-+ ]Jv 8Z o0 *3 A | }( 8Z §X /[u }]vP u}yE &Z]* A IX [/ iu*3 E o0C P}
again. | thought tompleted it, but when | got to the last bit it game me more things to do. More events

v e3u((U } /[A iped ghvtherh] wWirasexdiepand then | saw two of the races, one of

them was to do 81 laps in one sitting, which is gonna take aheoitiours. And the other one is to do

iii ulo » }( v}8Z & }v U AZ] Z ]+ P}vv & | }uS XA Zypdanmy /S[e Plvv

u} Jo X /S[+ ] 00C (}}S 0o P u X z}u 8 ES }(( « E&}}I] v P} SZE}
anothertimewass EX / %0 C iue3 AZ v /[A P}§ ii u]lvus « (E X /[A % E} oC
00 8§Z]« A IX /3[» PYSHOS A SZ}E[*](UV}IC]VPX ~Yu }(8Z + v EJ]}e E Ju%
C}u A v3 8Z u 8} P}X ~"}U CIu[A Py3 A} QEBJvIIIEZ uX(/&g+ P} v v EPC u
if you mess up on one, but then it takes a bar of energy off and if that al gd Av C}u[A P}3 3} A |8
while for them all to come back.

RESEARCHER
Do you play that with other people?

PARTICIPANT 2
No,]8[¢ o0 u X

RESEARCHER
What about any anxiety in the past week?

PARTICIPANT 2
/ITA v}$ E oo0C Z vCX PU(}®}S&% VBSuv v u S]JvPU us 15[ v}S P}lvyv
Z ee0 U «}X /[A V % E 335C Z]oo §Z]+ A IX

RESEARCHER
Do you prefeico-op online or in the same room?

PARTICIPANT 2

The same room. Because when | was in primary school | used to go to my hei@h[s Z}ue U v Z Z
vy»}E v ]8A«35Z }voC 8Ju 8Z 8 /[ P 88} %0 C E o00CX too}v Vv,
DP E&]A X v ]8[+v] 8} Z A +}u 8Z]vP C}p Vv e+ U o0]A E 3]}vU C]
Because you can mess arourather than just having to do stuff.

RESEARCHER
What are your favourite franchises? Developers?

PARTICIPANT 2
, 0}[+ (lwdrEe of them. | bought that one, every console possible. Borderlands. I think | bought it
three times for the same game. NéE 00C VvC A 0}% @E+U u C h ]*}(83X / %0 C 0 ¢
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Creed up until just before Black Flag came out. And | gotothetrelease date. Then | got onto the Far
EC N E] «U <} /[ + C h ]e}(SX

RESEARCHER
How would you handle servers being down?

PARTICIPANT 2

DC pep o0 «SE S PC }v SZ S }v ]e (E S ES SZ }ve}o S} J( ]S8[ jvelc
gametoe ]( ]S[e Pu %&} ouXdZvI % SEC]vP pvs]Jo / }po v[S }sZ
sleep.

RESEARCHER
Does it causequ anxiety?

PARTICIPANT 2
I[A P}§ 18Z @& §Z]vP. §} }§Z & A]8zX

RESEARCHER
How capable do you see yourself astadent?

PARTICIPANT 2

Fairly capable when | can be bothered to put the effort in. My test results have shown that one. Because

| resat myfirst year of year twelve, and then getting an A, A, B, C at the end of A level. Which is decent.

ITA % E}AR BZA]SZ pvl]U & oC SZE}IUPZ (Elu 0 3 C EU ps /[u %opud3
/[Tu pv E+3 v JvP A EC3Z]vPycapatle/ $Z]vl /[u ( ]Eo

RESEARCHER
Would you say there are any times that you fear failure?

PARTICIPANT 2

Yeah. Generally]$ ipe$ }ju s E}uv AZ v /£ ue E }v X dZ §[* %E} oC AZ v
ITA  }v 00/ VvV u% 3} $Z & %V Vv3 EXo/SEviped AZ 3Z7 E/ v E uu E ]
/[u ]JvU ]Jv §Z @&}}uU }]JvP sZ A uX atlfeatféilimgseally}voC S]Ju sSZ

RESEARCHER
What about outside of school? Do you see yourself to be a generally capable person with friends or
family?

PARTICIPANT 2
Yeah, | just trudge along, carrying myself.

RESEARCHER
Would you say how you manage game st parallels that of managing things in real life?

PARTICIPANT 2
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Yeah, probably. With the chance to review everything in you game, itsnaketake a step back and
just look at the whole situation rather than go in head strong doing whatever andjfitv[$ A}E| }pus
you go back, and you try it again.

RESEARCHER
If you were to help another gamer struggling with something, how would yewyasing to relate or
help them through it?

PARTICIPANT 2
/§[« 35 CE 8} 81 CluEe- o( A CQo(lmkit overthen Bdjevangimér go later. Give
your mind a rest.

RESEARCHER
Tell me about the nostalgia that old games brought you amgal go back and play any?

PARTICIPANT 2

/I8 A o sJu%0o X dZ E A «v[3 E 00C Vv%OeX U[PE R} huE PEFYS E}}u v
beat the hell out of my sister gaming. It was playing Sonic 3, just the fact that you needed Tils to |

Sonic up. In the end that companionship. Sonic Anniversary, we played through Sonic 1, 2, and 3, as like
co-op. It brought that sense of nostalgia, because we already knew the map, we could just go as fast as
possible. We used to compete with Pokémadlwes$, who could get the furthest.

RESEARCHER
We spoke about your challenges connecting with others. Have gduhe opportunity to meet anyone
in the past week?

PARTICIPANT 2

Yeah, just course mates really. The one that | vaguely spoke to, havepssking to recently, we sat

v £3 3§} Z1}3Z E]Jvo SUE « 3Z 0 3 (A CeX B ESpe dZva] A ZvA3vP
time to spend time together in between classes. | was supposed to meet up with a couple other people

today, but | had othes Z]vPe 8§} }U ¢} / ] v[]S E o0oC P §8Z Zv U us /[ o]l §

RESEARCHER
What games have helped you develgr identity?

PARTICIPANT 2

Yeah, basically before my mum and dad split it was a hostile environment in the living room to say the
least. U /[ ipn*S P} ]15Z G p% S} uC ]S E[* E}}u 8} %0 C }v 8Z '"u }C
onthe SegaM® EJA ipues 83} P& A C (E}u ]J8U ¢ % (E}u ]8X / }v[§ §Z]vI
AzZ v | o}}l | 15 }v ]8U 13 % @®}3Z0E N AZ/YAA [A V e o A %o}veX /3
really that bad because it was very clear that | was notmy[e ( AJpE]3 X /8 A « u}E 38Z § uC u
He UC ]38 E « A %}v 3ZvuUAZ]Z ] (lv U He «Z A« A EC up
V EC upg Z UpuuCle }CU ¢8]Joo uX upus8 ]38 A+« Z E 3} AS ZX W E v3e %
probably a pend of five to nine, so four years.

RESEARCHER
tZ §[* C}JHE & o0 3]}veZ]% V}A A]3Z C}uE ( u]JoCM
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PARTICIPANT 2
Really close withmy mumand sisEX v uC 8 % X , A v[8 *%}l v 8} uC elv Z
me for fifteen minutes on my mostrecentb#t CX v 3Z § A « ]8X / Z A v[§ %}l v §} Z]u

RESEARCHER
How did that make you feel?

PARTICIPANT 2
IT o]l 8} « C/ A+ Uo %SNS Ju &} E% & ]8X

RESEARCHER
How do you think your relationships with family carries over intanfiighips?

PARTICIPANT 2

dZ }v «8Z 3 u v 3Z u}e3 38} u /[uP}vv | % Z}o }(X /[[oov A Eo03§S§
wronged me,oraC}v U / v ipued pu3 8Z 8]« v v A E § ol 8} P JvX /E[« ipue$s
had to with my dad ath my granddad and at one point my auntie.
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INTERVIEW #4

RESEARCHER
,JA[* C}JuE A IM d oo u }us C}juE A IM

PARTICIPANT 2
Good. | got a lbmore gaming done than usual. | was playing Doom, the one they released on the
HEE vS }ve}lo X dZ C E o ¢ ]S 0°SC EX/S[«P}} XIS Z-+ v]vs E
which is always fun on those types of games. | giedugh the campign, did about seventeen hours.
About five hours with Forza as well.

RESEARCHER
That seventeen hours, was it small large sessions?

PARTICIPANT 2
Sitting own and playing for a couple hours each time. So about 22 hours overall.

RESEARER
Were any of hose sessions a result of anything anxiety based?

PARTICIPANT 2
<]v }(X [/ 8Z]vl ]8]- pe /[A P}3 v e¢]Pvu vd p ]Jv 8Z v £S5 }u%o }
much as | can done before | have to sit down and do that.

RESHRCHER
Has anythig caused you anxiety in the past week?

PARTICIPANT 2
E}U / }v[§ §Z]vl «}X

RESEARCHER
Socially, family, friends?

PARTICIPANT 2
Nothing really besides my mom having a severe asthma attack and had to be admitted in the hospital
overnigZSU uSs fightfe o

RESEARCHER
How did you manage that?

PARTICIPANT 2
| actually just jumped straight on the Xbox.

RESEARCHER
Right after receiving the messages?
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PARTICIPANT 2

| mean yeah, | replied to her of course. She texted me while she was there. Achelywias one other

§Z]vP 8Z § A « |]v He]VP u 3@ e¢X / Z 38}y Z A v ]v(}JEuUuo 335v v
*% V }( MUSZ}E]- « v U AZha2 to dg&into beCauge {alked into the room, they

P} ~z zZU [ }v[8 IVIAZAECXC3MWIE 33 v v ]+ (]v X_

RESEARCHER
Why did they initially say you had an issue with attendance?

PARTICIPANT 2

/8] pe [/ ou(( E (E}u ultt &ejweeeitly, 2o | had]to have days off, that | had put
through as an authoriseda v. X v 8Z C A & Z I]JvP 8}« ](8Z & [+ VvCSZ]VvP §
nothing they could do, so.

RESEARCHER
> §[+ § ol o0]38%0 ]38 }us 37 &féngoo bave it, whptazides it, and how you
manage it.

PARTICIPANT 2

Igotthismvs o ]+ ]0]3C 3Z 3[+ A EC +Ju]Jo & 8} Ceo A£] U usd 15[+ Vv }(( a

Syndrome, or Scotopic Sensitivity. It basically means that | strugglegdaldick and white, or have

fluorescent light in a room, or just anything that causes gE X v Jv  <]5p §]}v Az & / v[3U
o S3uE Z oo v 3Z E [+ oA Ce 3Z}+ (Op}E  v3 0]PZSs P}]VP }vU v

getting mgraines.

RESEARCHER
How do you deal with them while in class?

PARTICIPANT 2
I justgo home. Because the only way | can get rid of them is just sleep it off. Otherwise | can barely see,
v /| P3A ECV pue }Jpue A18Z 3Z u « A ooX /5[« v} (pv 3Ju X

REEARCHER
How does that impact the content in class you may be missing?

PARTICIPANT 2

E}S ¢} up Z Jv *}u }( 8Z u} po e He 3Z C[A P}3 o 3pE % SUE]VPU

AZ @ $Z C }Vv[8X u8 8Z vIi(pooC }v §Z}eoJu}eWo}vUEZoOWEA @WIIEEU 5Z C
Su ooC «<«u]s § Jo X /§[e v}, rdallypArd lJHaver pgeplg that can give me their

v}§ X p3 ]8[+]Jv}iv }(88Z u}puyo A P S A}EI-Z § 38} P} SZE}uPZ :

turnup then it} v P & %o }e8 U o} / Jv[& P & §Z 8 A I[+ A}EIX

RESEARCHER
Do you work with the instictor to get it?
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PARTICIPANT 2
E} us8 ]8[* *}u 8Z]vP /[u P}vv Z A 3§} P} }v3§}X

RESEARCHER
Does any of that cause you anxiety?

PARTICIPANT 2

| kinda came to termwith it, but when it was happening because | had two weeks on the run where |

missedtZ e+ u A}EI+Z}%U «} /| $Z}uPZ3s / A « P}vyv A oo Z]v X us Az v,
all the notes from the previous one, it was fine. | understood what ve&sggon, so.

RESEARCHER
Do you identify as a person with disabilities openly?

PARTI®ANT 2
tZ v ]8sv

«+ 3} X o0 uC o} (E]vV-eIVIAU p3 /[u v}3 ipsS8 P}]vP 8} «}u
A TU A u v

S0 ]+ ]Jo]sCX_

RESEARCHER
Some havesaid their disability is as much a part of their identity as being a gamer. How do you fee
about that?

PARTICIPANT 2
z ZU /[ PE A]$8Z §Z §X

RESEARCHER
Have you always managed this, or has it come about recently?

PARTICIPANT 2

Well the migrainesf]A Z U +§ E3]vP § P o AvU p8/ ] v[8 SpooC P 3§ ]I
untio / A « ¢« A vEd vX "~} §Z §[e «}u $Z]vP /[A Z &} o A]J3Z u}E E vso
fact that | got diagnosed before | got to uni, | just went throl@A and they did it most of it for me.

The uni set up a personal learning support planuilines what the disability is, what | need to do, what

§Z 0 SUE Ee+ *Z}pyo U v 00 S3Z EX /8 A «Z E §38Z 3 ES ps 13[°

RESEARCHER
Since yowvere dealing with this at a young age, would you say gaming helped you with any of it?

PARTICIPANT 2

Yeah, although at the start of it, my mum basically blamed the gaming on them, for the migraines. | used
to get it from the old TVs, the massive one wtitle lights coming through. And she blamed it on that at
(€3 v Vv}A 37 § AoutivhatJtRs&Ed what causes it, she just lets me get on with it.

RESEARCHER
JA 1 Clu (0 AZ v C}pu & o] S[+ v} P u]JvPM
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PARTICIPANT 2
IwassorelieveX /[ § oo Z E ]38 A« AG}vPU pus8 18/ 1v A ]88 Z «<}u §Z]vP 3§}

RESEARCHER
What else may initiate a migraine?

PARTICIPANT 2

t } $Z]vl «3@E e ]o ¢}u 3Z]JvP 8} } A]3Z ]8X / AlJoo P} SZE}IUPZ % E]}
where | pst get migraines just on and off, which sucks. But weirdly, bell peppers cause midpaimes

/[« A JE X Z]oo] « }v[8Z A VvC (( 8 (}JE& u X dzZ C }v[§ pue Uul]PE ]v

RESEARCHER
Can you anticipate when you may start myimore migraines if you are experiencing a lot?

PARTICIPANT 2

No, not really. The onlydication | get is | get an aura, so like squiggles and dots that just appear in my

eyesight that basically just cut off a bit of my sight for like, maybe half antbcan hour before the

migraine actually starts so. | got a period up until the poinerehl know | just need to get to bed and

SEC v P S8} 0 % (}E SZ Uu]l]PE ]Jv }u e« ]JvX KSZ E §Z v §Z SU SZ (

RESEARCHER
How do youmanage during exams?

PARTICIPANT 2
/| 1 €& Puo E P %+ SA v E Aquigdvwoxan how ofyewigion,dnd tien fifteen
minutes to a half an hour of rest. And then get back to it.

RESEARCHER
So, it all seems quite manageable for you.

PARTICIPANT 2

When they started | had no clue. And they were much, much worse, and ptioe tast, maybe two

C E-U ne /[A viv JoCu ] 3]}v 3} % & A v3 S5Z u Z %% V]VP ¢}
come through.

RESEARCHER
What role woud you say anxiety affects how you manage your migraines?

PARTICIPANT 2

I }Vv[S IVIAXV[EZ%AuS up Z $Z}uPZ3 Jvd} ]8 E o00CX o03Z}uPZU AZ v / P §
sort of beginning of afternoon | have to go out and have to get rid of itckvbuts my body clock to like

at like 3am or 4am. Say | have a 7am start, and | only getttF¢ u@E e+ }( *0 % U AZ] Z u ve /[00 U
likely get a migraine the next day as well or the day after so my whole sleeping pattern gets messed up. |

had to postpone}v }( uC /A& ue o 8§ C &E pe [ Z Uul]PE& Jv 8SZ u}E&v]vP }
to givemy best attempt of it, rather than throw up on the paper. Postponed two months, from May to

July.
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RESEARCHER
Are there things you know that cause enough anxikgt it will, in turn, cause a migraine?

PARTICIPANT 2
Presentations. Not fond of presenthjve X ~S v JvP }v (E}vS }( % E}i S}EU SZ E [-
15 } ev[S E 00C Z 0% X

RESEARCHER
Have you done anything that would make it easier for mgive presentations?

PARTICIPANT 2
/| }v[3 & o00C IVIA AZ §/ }uo $thnd ai the Gi#Ee of the §creen.

RESEARCHER
[+ 8Z E VCSEZ]VP 3Z § CIU[E spE% E]s A]SZ Jv }uE Jvs EA] A-M

PARTICIPANT 2

E}S & ooCU o03Z}uPuBed it as\aGpng Jndchianism when | was younger. So, it may be
something to look at in théuture. If | want to have kids, to allow them to have that accessibility to
something other than, a dispute.
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PILOT INTERVIEW

RESEARCHER
Tell me aboutyouP u]JvP Z ]8¢X ,}A }(3 v C}u %0 CU AZ § C}u[E %o CJvP E]

PARTICIPANT 3

| basically game maybe every day or every other day at least. For two hours. Depending on how much |
P $]vs} §8Z P u X § 8Z u}lu vsS Mass Efecté@odiorfteda gh|RIByStation 4. | have

a PlayStation 4. | have a WiiU, Super Nintendd,taen several arcade machines and a pinball as well. |
love gaming. | usually have my 3DS with me playing Pokémon too.

RESEARCHER
Why Mass Effect?

PARTTIPANT 3

Well Mass Effect, 1 like the story line, and it reminds me a lot of Choose Your Oamtukd\books, like

'}l HU%oe pe 8} Z A X /( Clu Z}}e 8Z]e 3Z v P} 8} % P 00U v ][ o]l
Z %% VV ESM_ v 3Z S[wee|]( AZ-dID o]l X /3[+ 0]l C}lu =+ 3Z]e Z E
either what you want them t@xperience or what you would do. And it changes the outcome for the

AZ}o <3}YECX /8[+ (puv A% E] v ]Jv 3Z 8§ A CX / edolDu}ists. An&lZz § / o]l
do this in my own life, | write lists of things that | need to do throughbatday, and | scratch them out

v 8Z &[* ipes *}u 3Z]vP / o}A }]vPU pHe ]S uleu ( o }u%o0]eZ X
ee se]y[e E U t Sr&Zsohi ofthe games that have this list feature. And you can do all of

these side quests or yatan stay on the main mission. And as you do them, it scratches them out, and

§Z §[« AZzC / & 00oC 3u 00C Vi}C §Z]* P u X

RESEARCHER
How does that make yoieel?

PARTICIPANT 3

ISul eu ( o PE 38X /S[+ (]Jv]S oC <3S dundtlE holséXmakea list. PoSu(( &
dishes. Clean bedroom. | can do these things without writing a list, but actually physically seeing it in

front of me, and plgsically scratching it out, it just makes me feel good.

RESEARCHER
Tell me about how that habitral satisfaction connects with how you manage anxiety in your life.

PARTICIPANT 3

Z1Pz3% v}AU /[u ]Jv pv EPE v /[u }JUu o utédrErddit holfsiopeighteenC S « A
JE vl]v § vX /[u }ve3 vE0C *3E +« }u3 AJ%RBoiZe anapp chted\ySHubyA Z |

Life, which also puts all your homework in list form, so you can check them. It puts everything in priority
order,soyou v P} }Av 8Z o0]*8 v } C}uE Z}u A}YEI Jv 8Z 8 A CX /8[s ( VS =

MassEff § v ee ee]yv[e E }JVP 00 3Z + 0]*8eX ~ JvP A ECS3Z]VP Jus
0} <] EX /(/[u o &} s EZ]vPe PZIEPvE }¢ uEESeu(LoX /( ][+ 00 ]v
§Z v 18 Ju e 3}} up Z He ]30]} *¥Z3C& [« A C E}pv 13X us Az v/ A

v % % & ]S[¢ SH o00oC v}S §Z § X
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RESEARCHER
Do you use gaming then as a way to manage anxiety?

PARTICIPANT 3

Kz ¢ ZU (]v]s oCX dZ E [+ o<} P u 00 &cdhe @oplEwWho/diE 00C vVvi}
JLHEV CX /§][- ud](poX dzZ 38Z u ] PE 33U CIU[E ipues (0}A E % 3§ o
§ EE (JEUJVPX /3[+ § MNEQAK 6$/E]PX DC % ESv E &p 00GU J( /[u v
/[u VPECU VPSEGIME¥u g (JEU *}u §Z]VPU Z [+ o]l ~Wus }v &0}A EX z
(8§ @ &0}A EX_

RESEARCHER
How else to you actively manage anxiety?

PARTICIPANST

/| oe}uv P A]8Z u ] 8]}v v }uve 00]J]vPU ¢} §Z & [« §ZasKeddu }v $ZCE
e]*U Vv }uve 00]VP Z ¢ Z 0% « A ooUo EvV]vP § Zv]cu « }v Z}A 8§} P

P ulvP }E& & Z}u X /8[+ IVIA]VRE&Z03 BZ3Z]|3[uGIVGX Dz % ESv E ]« A EC
}us A ECSZ]vPX 038Z}uP Zefstany whdtd goutlrough e can sympathise, well not

empathise, but he can sympathise with it and tries to be there for me in any way possible.

RESEARCHER
Has your counsellor ever utilised gaming or processed your gaming with you to help you mangs@ thi

PARTICIPANT 3

KzU v}X t Z A v[§ § ol Jus 8Z §Xt 3§ ol Jus u  }]vP <}u v U

dZ [« AZ 8§ uC }8Z & u dhis Howthisspasgt S8neester, how dancing has really helped me

manage a lot of my anxiety justout }( uC Z}u X /3| v PE §SEC]vVP 8} (JPUE S
SEC]VP 38} %pus $Z 8 Jvd} uC }Av «3u ] -U pe /[u Ji¥deRU@ tov v u
merge that for my own studies.

RESEARCHER
Aside from that task list, what do youtgaut of it, what pulls you into gaming?

PARTICIPANT 3
dz §[« & que§liod b&ause | grew up with gaming. | remember the original Macintoshes with
Oregon Trail on there and dying from dysentery every time. And just grew up from that. Myasidté
we had an Atari. We have an Atari now! We grew up playing Pong. Andiite3 oA C- vV % ES }( ul
life. | always went to it as a stress relief because | never had an easy childhood. My mom, she was illegal
for a while. Finally got her citizenghthank god. We lived in an abusive family as well. So, my way to
escape evepthing was either through the arts, performing music, dancing, or through video games. And
§Z [« 3Z 3A} A}Eo » 3Z 8/ ] 00C 0o]A ]vXlInevel¥daliseimow myC P} §} pv
gaming habits have flowed throughout my own stresshy.dVhen | come back from classes | normally

} SZEYA }v 8Z W23 v ¢85 ES %0 CJ]vPU ps ep }ve J}pueoC /[u v} 3Z]vl]
o Su P u X_ hdustogaCand [just game, | feel good, and then | start doing my homework
aft € §Z §X /3[* (uvwCU / v A E &Sp ooC E o] §Z § 37 §[+ 3Sp ooC AZ
just sitting there idly doing nothing. It involves tons of brain powet pust critical thinking and logic
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puzzles. It involves a lot. Every semestéraC pv]A E+]3C §Z E & P] v3 & ]Jo E+ (Mo«
P ulJvP peU e v3] 00CX /§[* 0]l % ESC pe p3 A]SZ P u e« ]v ]8U A]sZ
dZ C pep 00C *Z}A pu% }v  u%pe E}uv u] § Eu- salso(Helpedke wittv }A 7 § |
forming friendships. | have social anxiety, so | know that when in high school, and even to now, the
(E] V *Z]1% /I[A (JEU A E A]J3Z 3Fu]%B E%Fo USX & BZOJC&]V 0 & VS «CJ K
Final Fantasy too? Ohmygdd v A [ & ol }u3 &]v o & v3 «C v ]38 A «v[§ A JE X
( o AJE § Z}u U He UC ¢]*8 EU «Z v A E %0 C VG }(cBZ § «Sp((>
A JE }U AZC } Clu o]l 8Z]M_ v 38Z v /[ Rhy3lendszthitoplayedthal v[3 Z A
stuff until I met that group of friends. And then after that my friends circle just got bigger and bigger and
those are the same people | used topC v v Z A}op3]}vX KZ uC P} [/ o}A ZJ I8
for people wio are, who have social anxiety to also meet people in circles that are in the gaming
Juupv]3CX /8[« E 00C Jvd E *3]vP v}A AJS3Z P u « o]l nwdalthe@dAZ E C}
communicating over your headset with people you never actually}sge Z A u 33U pus CIu[E +3]oo
Z AJvP §Z]e (JEu }( }uupv]S3CX /§[« E o00C v] Z AlvP 8Z § }uupv]3C (
well.
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INTERVIEW #1

RESEARCHER
How areyou?

PARTICIPANT 3
/ oA Ce ( o o]l /[u oA Ce+ }]vP alinkyRhickE] B dahgefousZame to play.

RESEARCHER
doou AZ &P u-eCHu[A %0 C ]Jv&EZ % A | v 1Ius Z}A o}lvP (JE

PARTICIPANT 3
This past week | playedutlast. | played that for four hours. | played Flower for about an houaykepl
vl Pu }vuC %Z}v X /8[+ u8Z P u =« A ooX

RESEARCHER
What keeps your interest in the mobile game?

PARTICIPANT 3
/I ( o o]l ]13[«+ & Jvo «*U OFZ}uPT FZUAR®AS{s (pvX / Vvi}C ]8X /8§ Z oo
bit. | play 1 while standing around in line. Otherwise between classes | normally throw up Pokémon Go!

e /[u A ol]vP 8} 0 ¢¢ ¢J [/ %0 C 3Z 35 A EC CU lhéusvadayu® }v u%ope
maybe. About fourteen hours this week.

RESEARCHER
What console gaes are you currently playing?

PARTICIPANT 3
Kv §Z WA3U / Z A E]PZ3 v}A §Z 8 /[u %0 CJVP ]J* D e« (( &8 v E}u v
redownloaded Flower because | was stieg out with all my research papers so it kinda chilled me out.

RESEARCHER
Sq Flower to relax, and then why Outlast?

PARTICIPANT 3
Kuso 83U /[A Z & }(8Z Pu A Eo38Jue (E}u (E]ve v [ Avs 8§}
horror games becpue / (E | }us 8}} <+]JoCX / P & 3}} JvA}oAplay]this pupgval / A « o]l
ZYEE}E Pu SZ 35 Clp Vv[S (]PZS IX dZ § e}pv « o]l PE S ] X_ /8]
played it, | had to stop after ten minutes becausfreaked me out. And then | turned the brightness all
the way up. Butafter AZJo U u C J(/ v ( uC ( &+ 8Z]e ]Je Ilv P}} X ~} §Z &
%0 C]JVP 8Z § P u X /(/ Vv spEA]JA 3Z + ipu% « E «WahiesyMyfu P}} X / v
(E]ve & o]l » CZ A CIH %0 C  Z +]}Iv3/3A1dW]S WC/[[wWAJOANE «3E &
v / o]l <3 8§ PC P u - /é[ ] 00C SEC]VP 3§} (JPUE }ud AZ 5 u}A
A vEX Kv AE}vP u}A X Cop [ P u * /[A %0 C V}EU 00C Z A +3E
them.Mass (( 3U C}u Z A §} SE 3§ P]JI Z}A C}u[E Plvv } §]v A ECSZ]VF
eSE 35 PCX / 8Z]vl §Z &[« ip*3 (E}u }E]P]v 00C AZnto dahingitwas all AZ v / «§
RPG games, all strateggsed games as well.
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RESEARCHER
tz8 & C}un P 88]vP }us }( KusSo 8 8Z 3[ ](( € vS (E}u vC }8Z E P u

PARTICIPANT 3

Aside from being scared shitless. | never played a video game where the only way tioid& run

away. So normally all video games is about fighting back. So, you have that control. This is in a way

CIU[E PJAIVP u% 3Z § }VESE}AU Q3}CUR ZZA SEJwREA] }Vv[3 3Z]vl C}lu
AZ]1 Z 1+ Euv A CXHSE[+ Jweds (E(PEIMS U 3 %Z}E (}E o]( X z}u Vv[3 0A C
problem that comes up. Sometimes you have to turn around and walk away from it. And thisggame

(JE JvP u &} «}u 8Ju « %S $Z § §Z]vPe E P}vvtcontZevelythingz C & X
And sometimes you have to run.

RESEARCHER
tZ [« Jv3 E «3]vP ]+ 8Z § C}u E }Pv]l v o0 pPZ 8 8Z %ZCe]}o}P] o (

PARTCIPANT 3

K( }JuEe+ X /5[« 8§ EE](C]VPX z}u Z A 3§} o pgiPtAereSariddiy./ThE fig Aipht CIu[E
of me playing it, my partner and his friend were sitting on the sofa watching me play it and there was a

itu% « E X / Jwo(E Ka¥q this physical response to it, but | literally flew back and fell on my

backwith the remote extended out like this and they were laughing hysterically. Holy shit, this game!

They do horror very well. Even with the music, they play itupvergw& /[u (v }( Z}EEG}E& P v&E
in movies but playing it is a different thingtause | have a very vivid imagination. So, playing it, | put

UCe o( Jv 8Z ]S S]J}vU ¢} 1S[« Z E €& (}E& u 38} } §Z §X us /[u SEC]VP
games U}E X <]v o]l hv3]lo AvU AZ] Z ]« A «}u =+ A ooX¥[¥ %J8[€ ]Z}EQ
§Z EIX /[A v}S %0 C 3Z Pu ]Jv §Z EIl C 88X/ }v[s§ 8Z]vl/ A E A]
partner and partner gone for the week. Brightiselevel | had to turn up, because | was done screaming

and being frustrated about ndinding an exit or a hiding spot, because you have to find hiding spot too.

Z}uU[E JvP Z v 3ZVCIpZA 8} Guv v $Z v Clu Zhat 8} Z] pupv (

§Z C }v[S e+ Clu Z] uv €& sz v PE C}uHaha!llaoedthe X /5[ Z}]EE
E]JPZEV eo u%U s}/ v o §8 E Jve] 8Z PuUC ZX dZ <}uv /o A
RESEARCHER

How does a horror game affect your anxiety reliden playing video games?

PARTICIPANT 3
You would think that it would induce moreS E s¢X / Pp e+ ]5[+ §Z AZ}o + %]*3 3Z }EC.
u}A] U }E& C}u P} 8} 3Z SE U }E <Z}AU AZ 8§ A EU 8} » % CluE }
vi§ Jv v Jve v eCopuX / IV}IA 8Z E [+ v}§ §Z]s u}vedte@usBI@EE]VP 3} I]Joo u
UCe o( ]Jv 8Z] ]38 8]}V IVIAJVP 8Z 3 u C /| v * % 13X "} uC &Z §[e
I P& }Y((}v 38Z 8§X /§[« o]l K] QUERG U EHQG PISH S]IvX / IVIA 138+ v}8 E ¢
it. So maybe subcong}p+soC /[u }]JvP 8Z § ]Jv uC }Av o]( <« A ooX_ / }v[3 IVIAU
that it would induce more stress because of the subject matter. Why would | play gris-tower? If
/Tu «8E oo  Iu3X / }Vv[S IVIAX | }v[3 IV}IA Z}Wer&are parfs iBhé gareX / u vU
Az & /[u o]l "&u | §Z]*U / Vv[E } 8Z]s VCU}E X_ v [ ipue3 «Zpus 18 }((X
freaked me out, but for that time pdr} %0 C]JvPU /[u E o00C vVvi}C]JvP ]SX
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RESEARCHER
What in the past week has been caugamnxiety for you, schoatise?

PARTICIPANT 3

,ZJ A EC3Z]vPJ , Z J > 5&8[« E |82 & }YAvX > &[+ «3 ES A15Z Az §[-

beginning. | was anticipated graduate in spring of this term. So, Spring next year. And basically, they

reversa my financial aid because | had exceeded my credit limit as a double major. Which they told me

+ (& *Zu v 8Z § A}po v[$§ V ]Jeep  p3 o iBB0SH hapkally the@teok |JE C E
ACuC (Jvv]o 1 X v [ A«solJluNtPRIwovE(WUYZUE PE +M_ Vv [ %o %o

it and they accepted it, however they only accepted it for one semester, so essentially, | have two

semestersinoneasatp o u i}EX "} §Z §[U C ZX dZ S o C ] 8}S o u]v (

SUpeE ¢S E e+(po 3Z & X A"}U /[u u v P]JvP ]PZ3 o0 «+ «U (JUE }( AZ] 2z &

recommended amount for writing classes is two for a semesterh@¥e writing intensive courses, two

of them are senior exit courses, so they invoijeste }( € ¢« & ZX ~}U /[u }]vP B ¢« & Z ]v S
% E3u v3U AZ] Z ]+ 8pu o0oC E o00C }}oX vC 3Z v /[u }]vP }8Z & E -

My researcthin the biology department is how probiotics can affect anxiety related behaviourb@nd

1 vE pu SZuX v S§Zv (}E& §Z % % E3Su vs |5[« Z}A v v ]u %

Z 0% Al3Z % 5] vie A]JSZ u}E ul}3}E reallydtressiivwilis il theXcolide wioplke 5

have to do.

RESEARCHER
What else has beaecausing anxiety for you?

PARTICIPANT 3

t oo+ Z}}o]* Ui}E }v X v §Z v EZ & [+38Z AZ}o SE ve]3]}v o o]( u}t
I do when | graduatePgraduate this December. | was anticipating spring, so that would have given me

time for my GRE and applications to defer my student loans and then go back to school in the fall. Now

§Z2 §8Z S /[uPE& pup SJvP ]v uUu EU uC «3Su oS oplvk E B18¥ Stw ve /]
Plvv P § JvSs} PE + Z}}o 0}3 oprabe@hlk tqdo than with &l Bhe course work

/Tu }JvP Vv}AU «} AZ & /[u P}vv } ]v 8Z +% E]vP ]+ /[u P}vv } §Z 'Z U
try to figure that out. And also, my clinical hours because | want to do physical therapy. But with th

SCE ve]S]}v o ulu vsS }( *» Z}}oU 8Z (E [+ o0°} 8Z]s SCE ve]S]}v o u}lu vs8 ]Jv uC
eSE <o U He / }Vv[8 E o00C IV}IA AZ wBereA watEtobgeEE v30C Vv

RESEARCHER
With everything happening, have you cognitively thagU ~/ }v[$ A v§ §} 0 AJ8Z §Z]X I ip
Pu E]PZ3 vIAX_

PARTICIPANT 3

I }v[3 Iv}A J( /[A }v 18 }PV]3]A oCX / Iv}A 8Z 3EAZoud[w H{EZPvEZPU A}C
v[§ } §Z]e VCUu}E X_ /[o0 ip+3 P} he PaySiatldi etand just[steot gamiBg: Ahd

15[« ip*s8 A C (J&E u &} I]v e % AZ 3[+ P}]vP }v A]8Z uC Z}u A}EI }E

RESEARCHER
What other ways d you manage anxiety aside from gaming?
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PARTICIPANT 3
,}Jv «30CM WIEVX ZAJ VCIWAR X / E]Jvl « 0 JuoCU «} §Z &[* v}S «}u 8Z]v
smoke.

RESEARCHER
Would you say your dancing is an outlet for you?

PARTICIPANT 3
Oh,most definitely.

RESEARCHER
About how long are you dancing weekly or even daily?

PARTTIPANT 3
]JoCU / Alpyo « C 30 +33ZE }E (JUE Z}uE- CX o0}3}(]85] o°}
choreography class.

RESEARCHER
tZ S§[« $Z ](( @wveen whatyou get out of any sort of dance movement and gaming?

PARTICIPANT 3

Oh,InefA E E 00C 3Z}uPzZs8 }us 3Z 83X / Py «» A]J3Z v U ]8[« (]v]s oC
He ]3[« U}YE (ESE]*3] X /8[« u}E Al E wht l/fpel indd¥Gayke] Versadu SZ]vP

A15Z P u]vPU /[u u}E & | }E] vES RZVS /PUC}BZPSAISZ » Z}}oU us /[u Jv+

a task that | want to accomplish within a game, within an environment that | choose, whether that be

like Mass Effd¢going around to different planets and exploring and finding these treasures or

whateveEX KE Epvv]vP A C (E}u 8Z PuC 8Z 5[+ SEC]VP 8} IJoo u ]Jv Kp:z

E 0] A +3E e+ ]Jv $Z ]E }Av A CX e |.Gojoldvickigly thuse physidlegial C « ]

responses to stress relief with dance because youeeasing endorphins, this that or the other.
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INTERVIEW #2

RESEARCHER
What have you played and for how long in the past week?

PARTICIPANT 3

| cannot recall garhvP $Z]e % 3 A | ue /[A v e} (E I]JvP peCX / A vs &}
honestly cav[§ E 00 %0 C]JvP vCSZ]vP }v §Z Wo C”*S S]J}vX / u v/ %0 C

Vv e&p(( o]l 8Z §X / (]v]% 0C %o C () EagddH tinkekillerbEh@ea C ujvus X /8
0 *e X Vv 3Z Vv AZ v /[u}v u%pe v nOEandoPwaniipgstodipu

Z}u AYEIX /[oo iu*3 A ol E}uv U%ude v }oo 8§ W}l u}v }JE } «}u W}I
e d Le ]&[+ *}u §Z]vP ¥} 1ZN E§WPIX dZ &[+ AZ § W}l ulv JU & Z]vP
to be hoarders.

RESEARCHER
S}U §Z E [+ *3]Jo0 @& A E JvP *% 3 }( %0 C]JvPX

PARTICIPANT 3
Kz (]Jv]8 oCX /( E] o (E}u 3Z >]330 D Eu] A PuE*Z[ %0 C W

RESEARCHER
How bng have you been with the franchise?

PARTICIPANT 3

| started Pokémon when they startégenty years back. | loved them, and | played Red, Blue, and
Yellow. And | think | played Crystal as well. But after that | just kinda stopped when they started

Geneation 2. | got back when XY started. So, | missed Gen 2 through 9. So, | startedtageifhavid |
need to catch up with all the other ones.

RESEARCHER
What brought you back?

PARTICIPANT 3
| started playing Pokémon Go! and it gave me that bug agaivant to play Pokémon. So, | looked on
Craigslist for a 3DS with the Pokémon gamesldalilin love with them again. It was really weird at first
pe o} up Z Z ZvP X v /[u o]l "KZ uC P}+ZU W}l ujvzZz A Pv E
Andyoucar &E §Z u v 00 8Z]e }SZ & *Sp(( v [/[u o]l ~dBwhole % E SSC
thing about IVs and getting the perfect Pokémon. Very intricate gaming for such a simple game. | fell in
love with the franchise again after starting Pokémasi @&1d then Sun and Moon came out and | was
o]l ~l v §Z]*J_ dZ]e ]e-sedsidn \Wih d0me Hamihg and some franchises can occur.

RESEARCHER
How did you feel about it when you realised you were hooked again?

PARTICIPANT 3
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KZU ]88 A« PE 38J,ZJ /8[« A]JE JvP i1 v <3]Joo Z AJvP #&]e 0}A (}E
Upy <p]8}eU 8Z « o0]330 ES}}ved v +3]Joo Z AJvP §Z]e o}A (}E& §Z uU
u (JE A EX /[u ip+s Pkidyv §Z]e ]P

RESEARCHER
Why is it weird for you?

PARTICIPANT 3

I }v[3 IVIAJ /| P se ipes [us]VE}BEPVYAeY uC }Z}ESe E % }%o0 AZ}

§ZvuX o0}SC}pvP E SZvu XU/ e S§Zu v SZ v /thalafCe o(U v [/
§Z uU v A 00 Z VvP }ud v e3p((U_ p3 83Z v 8Z E [» 6EDuL.N®S 0 * % E
/Tu o]l ~"KZ A 18U ]&[* % E} oC He }(uC P X_ v ]8[+ o]l U/ }v[S @
§Z u 00 3Z 3Ju X Ujuu30o@E 3} v3U ¢} /[uv A E E 00C }v u%pueX us ]
CIU[E 3}0 C *} ] SQUWBEBSZ]|vPE "vIEU 0 pod_]* 38} Z A CIuE -u]s

E] ( « UCIu[E P}vv A}EI 8§ §8Z]ESCU u vAZ]o /pwlagng Z}}o }]vP 57
W}l u}v }v uC SJju }((X , 23 v [/ ( oo]l /[u]vuC EoC}Eu &X]vU 1E
AU J[A v (]JPZ8]vP 0}8 A]3Z §Z]- ] }( AZ 8§ ]« VIEU oX /3[* %op3 }v

e« AooX z ZU JS[pEBEQIYRABE[IPVIEU 0 v 3Z v E o0]*]vP 8Z]+ ]* uC v}
that this is my normal and not dEJvP  }us AZ 8§ }8Z E+[ "v}EuUu o+ E X "} C ZU 3§z

RESEARCHER
Tell me about that. Do you think that is put on by you or by dg@ie

PARTICIPANT 3

/ $Z1vl 15[+ (1v]8 0C %opu3 }v  }US UC % E %S]}inggntoME. Iput o] A «} ] ¢

ideas into things that are probably not really there. | like to look at the whole picture. And when | look at

the whole picture | sirt making scenarios for everything or maybe like twenty scenarios for that one

thing. And so, | shouldgb onto one of those things and it just starts becoming this entire elaborate

*3}ECU AZ] ZU 18 Z sv[8 A VvV Z %% v C 3Xeifne this weird)look an@then 3Z C P
A ol ACU /[uo]l "KZuC P}J_ v [ ul pn%ed]thishFAdtand«tbd GerX dZ C Z

And it could have been like they needed to go to the bathroom. Or something stupid like that. And |

meet them later,and5Z C[E o]l ~KZ v}X ¢ ZU [/ ip*sS v S} P} s} 8§z SZE}}

thought you hatedme. v ]8[« o]l “E}U AZC A}po / Z & C}uU / }Vv[E A v IV}IA
H% 35Z]* AZ}o o0 }E § «3}EC v / }Vv[S ISTA IM]VPY ¢E}S[uC]EZ/ BWEA Z}
<pu] 1oC u | *3}ECU }E ]8[c ip*3 A C SAUEE}IZ % %Cw]oRUIEUY A § +5)
H% U } / }v[s Z A &} o A13Z AZ 8 A Eu C }u X/ }v[§ IV}AX

I remember my first counsellor actually, she weasazing, | wish | could find her again. She was

somebody who was adjunct as a counsellor at my univ&st v +]Jv  3Z v / Z A v[§ (}uv VvC }
Az}l v o]l Al18zZzX /[« E o00C Z CE 8} (Jv 82 8 }vv 8&]}v Alsz JUV e

somebodyo]l u AZ}U / }JA &E v oC- ECSZ]vPU v ]8[« v}8 §Z 8/ u v 8}

justhap%o ve esu }ve J}peoC He }( oo 3z 3§ /[A V SZE}IUPZU «} ]S8[ ipes

steps that | feel like | need to do to protectmys¢U A v SZ}uPZ / & 00C % E} oC }v[s Z

She said, one of the things that really stuckéi@i u U «Z ¢ ] ~ }v[§ «Z}uo 00 }A E CluE-
u U 0 UPZ ZCe3 E] 00CU v / A « 0]l U " }v[S «Z}sedtousetheh E CluE-

A}YE "eZ}puo _  0}8X >]1 A/ eZ}po '} 8Z]eX [ *Z}po needtddd Xnyofv +Z [« 0]
§Z]e *Sp((X }V[E Z*Z}po [ 00 }A E C}uE=* o(X_ *Z A v 8} «}ju <+ u]v E
% E Z]vP 3Z AZ}jouor }upS}AZE CluE- o(_ He 3Z v C}H %]P }vZ}o C
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notions that you need to do thes8§ Z]JvPe AZ v C}pu E o00C }V[EX ~ C]JVP [/ «Z}puo } <}t
o C & }( PulJos sz 8§ Clu v §} } *}u 8Z]vP AZ v C}u E o00C }V[§ v §]

RESEARHER
Tell me about any anxiety from school, or anything, from the past week.

PARTICIPANT 3
SaturdaywasuC (JE+*S3 v 0 *3 C u v PJvP 8Z «3}E }v uC }AvX /5[« v}3 uC

%}}EO0CU uS ]S[* uC 0 <5 He 3Z C pEhe phaimatyumow.Heogedell o C (
somebody to close the store for him and | was the only person availaile,a A « o]l ~/[A Vv}$§ v
SE Jv &8} } 8Z]*U pus/ Ppee Z ( o0+ /[[u «3E}VP Vv}IuPZ &} } 13 ¢} AZC \
Saturday, hegivesméZ | CeU S oo u $Z o G®u } X , [ o]l " oE&]PZS C ZU (
o]l ~DuU pZ thegpharmdcy closes, | grab the register. They bring them into the office, put them
Jv 82 « (X / ]vVv[§Z A 3Ju 38} }uvs ¥dusy. So,igo badk in tiEre @l count
the registers. | have a plan in my head on what | need to dorbeflosing. And then the alarm goes off.

v /[u o]l ~tzZ & ] P}]JvP }JvM_ t}AJ &]E o GuJ / }v[3 IV}IA AZ &[« P}]VPF
store, 0]l U *3]00 *Z}% % ]vPJ /[u o]l ~} Clu PuCe v}3 Z A vC + ve }( o](
torpv 8} uv P @ v (]Jv }us AZ §[« P}]JvP }vM dZ C[E +3]Joo A ol]vP E’
The alarm is just going off. So, | grabbed the®eo U / }Vv[3 IVIA AZ §[* Z %% V]VPU <} /[u
have to evacuate them because my instincts kicked was a fire marshal for another building when |
AYEl (}E 8Z ES&« }uv JoX "YU/ A « 0]l " 0oE]PZ5 A vutofdleP}J A EC

mljo JvPJI_ v [/ %opeZ SZ u }us §Z }}E® v / o}l §8Z }}E®EElawm S$Z % Z}v

Ju% vCX /[u o]l ~"KZ uC P} X_dZ C[E o]l ~/« A ECSZ]VP }I CM tZ §[e
P} UAZ §[«3Z } M_ vv/BlAde 8Tl utKI C P}} U/ <] 18 }EE 30CX_ "}
§Z E [**}Ju } C Z E SEQ]VP SZIJE o]l "E Clpes(M_ v [/ A« o]l
IVIAX dZ]e o Eu iped A v3 }(( v / }V[S IVIA AZESNl Z o %Z V[PVvB M /4 B} E
§Z E A+ ulAuvs]v3Z %Z Eu CX_ v [/ A« o]l istitertoven@w C ]+ o0}

| $Z € M_dZ P § [+ o0} X dzZ }}& ]J* o} | | Z E X v A « 0]l "K
there, trying to rob the pharm CX _ ~}U uC u%o0}C U AAJEULIER) Z([* ¢]I ~~Z}po /
| Z EM_ v | A uoIzWEWI]S Z &E X_ v [/ A« o]l ~ ip*8 00 Z]lu Z
Jvs} Z]e (§Z €& (}E& wu}lu vsX , ZJ [/ Z v Z]u SHng%é¥dwheavmeyellar]l ~/( v

anything, let them know, something went wrong, hang up the phoneand rugfor }}EX_ , Z J , [*
o]l "KI ¢J_ ~}U [/ P} ]v §Z IU v /[u o]l o}}I]vP §ZE&}uPZ §Z P § 3§}
[fu v}§ ¢« JvPVPOCEZQY /[u o]l ~KI CU SZ & [« v}SZ]VP | §SZ & X_ v §Z

maybe the fax machin « § 18 }(( }E& <}u $Z]JvPX_ [/ A « o]l ~dZ &[¢ *3u%] Y_ ~}U [/
0 3} SUEV 3Z] }((M_ v 3Z C[E oNAVEIUIE 00 SUEFAIVESEY UBvuS « 8}

off. But yeah it was so fuckin stressful. And then notrténutes after that. Some lady came in to pick

up her curb side order, which | think is the most stupidest thing ever, curb side. She came in, order

di v[§ P} 8ZE}uPZU «Z ] V[E P 3§8Z ESvVv }oo E+ }((U -} A Z 3} %E}

% }% 0 U v [/ A e o]l ~ v/ %pueZ C}u $Z]« A CM He /v 3} § | &

she came back, and she was upset, and itavgsod thirty or forty minutes of trying to figure this out

and trying to use my manager powers to makiengs go correctly. But she left happy, so that was great.

But this whole time, | just wanted to run to the bathroom and cry. Haha! This was so iMych!

U%0}C A e« o]l ~u U/ A}uyo Z A o]l Uo (8 « }}v «+8Z 8 o0 GEu A vs
ZVvo 38Z]* 00 %E 335C A ooX_ v [ Ae epE%E]s Z}A A oo/ Zvo /
anxiety was gonna get to me and | was gonniadgg mouth and | was just gonna lose it. Because
usually when my anxiety starts going bad | start gé®tin EC u}usSZ (JE&+SX dZ 5[ o]l §Z (]E-
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} MWEX v S§Z v /[ ¢§8 ES (} pe]JvP }v 82 EC u}lpuszu v 8Z v pe /Ju (}
synptoms then it gets worse. | guess maybe there was just so much coming from everywhere that |

Juo vigu{X / }v[3 IVIAX KE u C ]&[e iues He / }po v[3 o00}A uCe of
relax or allow myself to process it all because there wasgo much. Yeah, that was stressful. At the

end of the night, | just sat in my car. Just sat there@®thvP }us 3Z Alv }AX /§[« o]l U 8Z }}1E
§Z o Eul[e }vU /[u ip*8 P}vv ]S JvuC & v 3 E }us 82 Alv }JAX , z
v Av E uu EAZ S/ A« 5Z]vlIlvP  }udX / A e iped vuu U ipe3 3 E]

RESEARCHER
A} VIA C}u[oo ipes Jv 3Z %Z Eu CX

PARTICIPANT 3

z U AZ] Z 1* *HUE% E]*]VPOC 0 ¢+ ¢SE ¢+X /3 A+ o}inJeing@Ellys uC (]E-3
hard on myself. My modern dance teacher, she keeps on telling me that | need to le kiydelf, and

§8Z &[+ *}u S3Z]VP /| % SEC]vVP 8} $ oo uCeo(U v AZ S A E 3Z 5 u ve]
pharmacy for six years and | we lead technician, | was an inventory manager, | was a scheduler. So, |

had this hierarchy already. Cdm P | 8} 8Z % Z Eu CU } u vGC 8Z]JvPe Z A Z vP
Z A 3Z IviAo P e« }(8Z u ]]v VCu}E X v [/ }vpatdrs}A Z}A 3} Epuv
anymore. | just feel all the way down here again, which is fine! Because | was starting a ag@aijgb

us 13[« A JE z AlvP vZE §S8Z S}% }(SZ S}S u %}o U v S§Z v «§
bottom again, although | still have tlieedentials to be in the top of the totem pole. | feel almost

useless working in the pharmacy sometimieactually had a onen-one with my pharmacist about that.

NZ [+ o]l ~z}u[A vZE (JE (]JA CeX v CIu[A }veendpeu}lE §Z
(}E (]A CeX "8} %o S]vP C}uE:* Oo( HW%o }HS §Z]X z}ui@avilg}ov P S
E o Ev A EC3Z]vPX z}u[E (lv X z}p Z A Vv[8 AJEI Z E (}& *]&£ C
amount of time that it makessen $} v}$ Z A 3Z § IviAo P + VCUu}®E U ps (}JE u
make sense. Like | feel like | shobéVe it. Like | need it now.

RESEARCHER
In what roles do you feel capable? As a student, employee?

PARTICIPANT 3
dZ § ] «<p *3]}v / }A[SHVYAAZE 3 5Z]e u}u v3U 3} Z}v X v [ ( o o]
a lot of my stress is coming from. pe /[u PE u §]vP ]Jv u & A]3zZ A} PE X
should have this knowledge base that will place me in the professional wosldatever field | choose,
Az §Z & 153 ]}o}PC }E v v / }v[3 ( o o]llviu 3% &ZSi oA w0 CJ¥R
hard on myself because, for example, when | took my practical for genetics two days ago. | sat down, |
took them exam, lwe o]l ~AKZ / IV}A 8Z]e «3pu((X KZU / IV}IA Z] «<cp & X [ ] &
C &« P}Avw /o 8 & o00 ]3X "~} } Al}pueoC / IV}A §Z]« Jv(}EuU 8]}vU
uCe o( C 8 }v 18X / §Z]vl ]§][e He / }y[¢ WIX ARUSA/IZASVIFus} o 8} }vs
I }v[S IV}IAX / Iv}A 8Z § uC v3]E o]dg perfoifneh | canperformul ¢3n sing, |

v 8U/ v v X u8 o+}U uC Vv3]E o]( [/[A v 8}Jo 8Z §[e *}u $Z]VvP
( oo]l uG vsS]E o]( U ]5][- v o]l ~z}u Vv[§ } 8§Z]e_ }EsAz}u *Z}po V]
eJv /[A Z & 3Z 5 uC VS]E o]( X /8[* iues }u uvsE U (}& v(CsZ]
§Z 8/ A vs 8} } 8Z 5[« VESSZV (}EESYVRE}SZ E % }%o0 U }3Z & $Z v uCs o
something | can do. For example, whenlsw v vPo]*Z « ~ }v > vPu P Sp vsU Me
know English when | was a little kid, | was told the way | spoke was incorrectly. &g Igueto speech
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therapy and learn to speak English in the proper form without an accent. So, | l@stcewt at an early

PU v [/ ]V[E %@E} ¢ 5Z]+ } Al}pueoC AZ v/ A« 1] He Clu[E 1
/Tu *% I|]vP ]v }@&ahende@ibke to a counsellor in the last year, just about things that were
going on, like | never feliike | was doing things correctly, and | told them about, when even as a kid |
A vs 8} % Z 3Z & %CU v / 8}o Z]Ju }us sinGing.)Singingag potr Z}puo v[$
*tu SZJvP SZ S[* P}vv Z 0% C}uX /5[e v}S P}vv ,lwadjsvi€d pythis>]l ]Jv Z]P.
huge organization to go to Orlando to sing in this chorus in Disney, but mom denied me that and to this

CX / }v[8 Z B85S Z «BElo I]v Z}o ]8 P Jves Z EX ~Z } ov[3 IVIA ]8X ~}U
always had this, p} %0 * C]JVP v} C}pu Vv[§ } 8Z]+X_ ~}U Z A + § oo]vP u U "z},
CIHE-* o(X_ v [[A v SEC]VP 8} } §Z SWJl AKZ §Z]ZX¥_/ u¥ }}AJZu-oC
*3]oo o]JvP A]§Z 8Z $ "E}U_ 572 8§ ]88 "EK_}A & Zz E X

RESEARCHER
Would you say a lot of this is from fear of failure?

PARTICIPANT 3

KzZ ¢ ZU (]Jv]S oCX dZ S[¢ (]Jv]S oC SZ]JvPX /3= V}$§ SZ g I/[b }WSCE(
Z A 3§z % ]3C (}J@&E $Z]vPeU pus / 3Z]vl ]1¥¢have thescapaciywios thiogs) A uCe o
Like for example, organic chemistry, | took it the first time and | failed it, which most people do, and
thenthesecor SJu / %o *+ 13X dZ v/ A « o]l ~tZC }Vv[8 C}H i3 81 }EP v]
the Bachelor}( ~ ] v M_ v [/ A « o]l ~"E}U / }v[8 8Z]vl §Z §[* P}vv (}E& u >
allow myself sometimes these opportunities because | ameskaf failure, | guess, because it makes me

( 0 0]l 0ee E SZVM/ u v 3Z S[euw]oxXX// WwW[¥ BZAX v}IE
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INTERVIEW #3

RESEARCHER
Tell me about your gaming in the past week.

PARTICIPANT 3
> 3 A |/ %0 C Kp3o 3 (JE Iu3 83ZE }E (JUE Z}uE+ v 3Z v o *5 v
E KE]P]JvU p3 / }uBSNV][E E pPoC/ Z 3 ¥ Z 0% UC % ESv E A]JSZ +}u
o]l "hPZU / ip+*3 A vs ) R}lw J}J KpBW WSJU / §Z]vl /[u § §8Z v U u C X d
SE] I+ C}p A EC 3Ju X z}u[E o]l ~KZ C ZU /[u u apyeu dsdbring $Z v _
Clu | Jv8} 8Z Jve v e<Copu Vv CIM[E o]l ~hZU 3Z YU E/ doCS 7]« 3}
Vi}C]vP 8Z P u S8Z}uPZX /&[ ine3U A EC 3Ju / %0 C ]3U /[u o]l ~tzC
| was just feeling like, numio describe the feeling of last week. Everything hit me at once, with the
papers, and | had interviewsipi*s Z 3$}} up Z }v uC %0 8 U v [/ A « ip*3 ~KI CU /[u
Kuso «8X_ v [ v *lu $Z]JvP o+ 3§} o]l U df@el sbmethingSHhhgi©%her} / }pupo
than the stress. | was just there. | was just a robot running on autopildheatdrought other feelings

| Jv3} uC } CX KZ C ZU/ u o0]JA]JVP % E+}v E]PZ3 v}AU /[u v}§ @E}

RESEARCHER
How many hours with Pokéon Go!?

PARTICIPANT 3
P ]lvU ]3[* 0]l A EC Clv 3A v]v E leU p8Z & feadpkrI%o0 C]JVP }v L
release with Pokémon Sun Marshadow so | had to go to GameStop and grab the event card for that, so |
can download it on my 3DEach month they have events that you could get special Pokémon if you go
to GameStop and grab something frahem or you can download it online as well.

RESEARCHER
d oo u Jus vC VAE] SC CIu[A Z Jv 8Z % 3 A IX

PARTICIPANT 3
/Tu ipes « CBvPu™: s _ 38} o0}8 }( 8Z]vPe E v3oCU AZ] Z ]+ v] ( o]vP
ooX /[u IlM oM s} §3 VS§]A 8} A ECSZ]VP_ Vv 8Z S[* AZ § «3E o+
starting to say that my diligence is my detriment. Just becdusgs SEnu U / « C C » 8} A ECSZ]VP
to too many things. For example. This Wednesday | have awigewith the dance department to
speak regarding the dance department and what | like about it, why | went from minor to major, why |
decided to @ a double major, opportunities in the city. Things that | should be able to communicate
easily about, butw v uC @E Jv } ev[3 A}EI % E}% EoCU /[u v}S o &} }uupv]
so. | was sitting in the interview, freaking out, camera imfraf me, light over here, light over here,
eZ [¢ l]JvVP U <pn *8]}veU v ]Jves§ }(  ocity}itis al] thBsg eppaktiznities here
v 8Z E U_ /[u «3E |PZS3(}EA E veA E]JvP A ECSZ]vP o]l 7z «U [/ vi}
fuck?Haha! | know how to communicate like a person! But for whatever reason my brain switches off
v /[u v}éto communicate anymore. And this happens to me, either when extremely tired, which
is happening a lot recently, or when | feel surrounded anc¢Bju v[S (} e }v vGCSZ]vPU v [ P} ]
§Z]* A JE us}%]o}3 u} 3Z 3 ( o o]l V/I[} QreI¥S[Eu-&E E®WQEIAV JvP A
around me, and responding to people, but in the most short, direct way possible that seems like | have a
cuH E v (E}vS }(u v /[uipeS E ]JvP (E}u ]SX /8[* ipeS & o00C (u I]
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wellX /v uC u]v 8Z §[« Z}A 15 ( 0% o]l ]88 AvsiX / (o8 0]l /I PA Z Eus(
of weeks ago to record us in at of the danclasses and they were all over me with their cameras,

following me, looking at my footwork, and Iwas likKWo « } v} E }E& uC ( 8J/ Z A § &
(}}33A}YEIX_ /[u 0}}I]vP 8§ uC JveSEN S}E (E}u E}ee §Z E}JuU v +Z
mousz]jvP ~tz § 8§82 (p 1 ]Je P}YJvP }vM_ , Z2J/ ulJo Z &U v /[u o]l U~

reviewthe A] JU "Wo + } v}3 0 8 3Z U %}*S3 uC Je pl8eX_,ZJ v +Z [+ o]l
Your feet are fine, they are not biscuits, but lwilmaC}u o}}l PE &X_ ~}U 8Z E A « §Z 38X

had a thirteerhundred A}E %o % E p U pyshave limd # d& it, saoit was literally like

MHE]VP uC opv Z & 11U /[ SC% <}u X v SZ v /[ *5}%X /[ &E]JvP uC o

§Z E A . E | 3A v % 3] v8e /[ } 8Z 8X v (]JvooCU S8Z o038 C ]8
Wednesdayas well, | just sat down and typed up whatever, because it was an argumentative paper, but

it had to have research. | wrote poorly. Basically, Ineydwriting and just threw in citations which is

ZYEE] o U us 8z 3[+ Az s/ v Qgh.JH&has | §&t it i%at%Ad : TBpré AviECh it was

M S u] vl]PZSU us / ipes ( o Z}EE] o us 18 pe /[uopidp ooC E o
v [/ ( o o0]l §Z]s e u 8 &/ Z A v[§ Z vC SJu S8} E ooCjut vC &E « E
SEC]vP 8§} u S8 ojJve «¢8Z C[E pn U ]Jves }( Z AJvP 3Z 3Ju &} } 1§
v * Z}}oX /[u u 3]vP AJFd evA)gdd u 3]vP o]Jv « A]J§Z « Z}}oU v [
out a good way to make it work.

RESEARCHER
Is it just this semester? How much longer are you pushing through all these deadlines?

PARTICIPANT 3

dZ 8[« &£ 30C AZ 5 ]85 J*X}]vVRsSZNA A ®C A IX /[u o]l "KZ v}U v £5 A
He /[o0 3§ Z u% A]3Z 3¥Z]v SEIvPBZSAEX §Zus v}J v}s8Z & $Z]vP o]v

v}§] &§Z]e }E Vv}S8Z E e+]Pvuvd pU v A ECA | /[GC ZZVE[EA §Z]VvP-

IEsz ¢ (JE SZC[E p v [SI]lv eple He (J@ofhat }( uC <<]Pvu

because | have to choreograph something, on location, with other dancers. So now | have to involve

}18Z € %o }% 0 ]v uC %o Edally helpfdlZmgar,sitvydrk&For me, barely, but definitely not

gonna work for two to four people. | just A v[$§ V *0 % ]VP A 00 8Z ¢ % 5 (A A 11X

ifnes He UuC % ESv E Z - velIlU v Z - v }uPZepllikeifo}s v | %o]

AE ulE € 8§ 3§Z]« A 1 /] 1 CX

RESEARCHER
Are you doing something for yourselfishveekend?

PARTICIPANT 3

E}U /[u P}vv } Z}u A}EIX , Z J /[u P}vv SEC 8} & Z u% A]3Z «3u(( (E
not so stressed ahl can actually sleep after work. Basically, my day is wake up at 7am, get to campus at

9am to be at classntil 3:30pm, to go to work at 4pm, get off around 9:30pm, get home around 10pm,

eat dinner, relax for like fifteen minutes, and then do homeworkildam or 3am. And then | repeat

that cycle again and again.

RESEARCHER

How often would you say when yolweve gaming this past week that it was intentional to just cut off
(E}u A ECSZ]vP o M, |8 v A EC 3]Ju C}u[A %0 C M
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PARTICIPANT 3
Yup. Dénitely.

RESEARCHER
How has gaming impacted your identity?

PARTICIPANT 3

| consider myself a gamer. In my circle of friends, and the way | identify myself, is as a gamer. Growing

up in high school, all my friends had PlayStations and Super Nintefftdose are the people | hung out

with, so that that was my community. Those dhe people | hung out with. Those are the people |

associated myself with. | normally hung out with the gamers or theatre people. It is part of my identity
ne /[A  buhget with these people and played Magic the Gathering as well. So yeks, ¢

and gamers.

RESEARCHER
Tell me about playing eop with others, either online or in the same room.

PARTICIPANT 3

ITA v A E E 00@% %vE-}vX /[[A Dagdnly. | realAgrided it because my friend. He

invited me to play DestinylTaken Queen, | mean King. Haha! Sorry! Taken Queen is what we called it

when we played it. Culturally the homosexuals change the name of their games. Hahal! It was an

interesting experience. | really enjoyed it for the month that | played it. It was tioehs hanging out
Al3Z (E] v U pus8 3Z C A E v[8 8Z E U «} 3Z 8 A+« E 00C AJE U pus /I
been more of an introvert recently. It was cooégting people, hanging out with people that you

VIEuU ooC }v[§ Z wi daminghidgether. But ever since | was a little kid, | was that one kid

AZ} O0A Ce %0 C Z]* 8}Ce C ZJue o(X Vv J(*}u } C A E 3} }u %0 C /
ruJv]vP uG «3}YECJI_, Z J ~} §Z §[+ |]Jup. HARA | liké Biger Opp.Player Two. But

$§}} u vC }8Z & %0 C E- /[00 o]l ~tZz § ]+ P}JvP }vM_/ v A E & o]l
with things until | stated analysing my behawis. Like as a kid | played with these toys by myself, or

V}IA /[u u v By@hardnacy and | like to run things a certain way. | never thought of myself as

dC% U }E uv P & «SCo U uS / Py e/ uX / o0]*S v dyetgu }SZ & %o } %o
collaborate.

RESEARCHER
Tell me about your favourite franchises or gesyand why.

PARTICIPANT 3

| grew up playing Final Fantasy a lot. And | really enjoyed that because of my friends. They were the ones
AZ} VIEU 00C %0 C |5 VC/PA «3@Jl K3 u psd](pnod_ v 3Z 3[« AZ & I]v
into the games, iISZ ips38 ES A}JEIl v 8Z «3}ECX "} ]}*Z} IU / o}A 8Z § SE]c
and, weird. Final Fantasy. Mortal Kombat, | always played that growing up, and hM&iilMKaL | think is

AZ 3§ 15[+ 00 VIAX KZU v 3Z v S iD¥E]} @-EU (u¥%z

RESEARCHER
Did you play those with other people?
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PARTICIPANT 3

KZ C ZJ (]Jv]$ oCJ dZ E [+ D E]} < &S VvV "u% E "waneng@hflsZ E+X KZ!I
Why am | not mentioning this? Haha! Yeah, we have game nighig, evell we do Dungeons and

Dragons at least twice a week, on Fridays.

RESEARCHER
How often do you do this?

PARTICIPANT 3

We do it weekly. Oh sorry, so | guess | should f&exn mentioning that for the previous weeks as well!

, 2 J "} C ZU S a&Ewéh. | [ove it. Our game nights, we have Super Smash Brothers for like an
Z}WE }E SA}JU v A oo } D E]} < E3 (}JE v Z}uE }E SA}JU v 3Z v u}c
have all our arcade machine games too.

RESEARCHER
What are the benefits ofgur game night?

PARTICIPANT 3

/5 plo Juupv]3C Al8Z]v JUE (E] v X /3[+ }}o 8} IVIAClpu Z A }53Z @
interests. So, you get to hang out with allth %0 }%0 AZ} C}pu }v[3 VIEU 00C Z vP }us A
school orthe bar/S8[e v] 8} P § }us }( 8§z E ¢+ v }E ipuesS « JvP §Z u § e« Z}}«
}us Al3Z (E] v »« AZ} Z A +]Ju]jo E Jvs E +8+X /3[+ @}@Eu o0C o]l % E35C

RESEARCHER
Tell me about how you acquired all your arcade machines.

PARTICIPANT 3

/1§ «8 &S A]l8Z 3Z }vl C <}vP } 15 ]JoX DC % ESv E P}Su $Z 3§ (}JE Z«
(E}u $Z SX , [- }oo S}EU o]l E®] &0 ,y8X1Z,[poVv}Do 72§ S ]vPe v }u
obsessed with them. He did itwitharca» u Z]v «U us ]S[* oo E 00C }}o SZ]JvPe §}}X
getting things little by little through craigslist and auctions and it just spawned into an arcade in our
frontroomX /8§ pe §} JME }o % ESv E[* E}}u pvslo Zmoagy }psU v 3§Z
arcades in there.
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INTERVIEW #4

RESEARCHER
How are you? How was your week?

PARTICIPANT 3

ITu 31 CX [ A s }Aved JE+ A}EIIVP }v uC % E - \niess Haha( PEsehling E E}AX Z)
0OA Ce PJA e u V/AE] SCX :ue3 Z AJvP 8} *% | ]Jv (E}v3 }( v p]v } oo 8

/3[+ & o00C AJE U pe /  the stagevbut whghvit cdmes to being me, speaking in

front of people, andiying to sound intelligent, it just never fares well. Haha! | have the slides ready and

/[u ip*8 SEC]VP 8} AE]S uC » E]%S (}E 15 v SEC]vPjusStkeepudnE]s uC -

messing up. Last time | did a presentation | did really,wapposedly, like in my mind | think | did

horribly, but | got like a 3.7 out of 4, which is really good. And everybody said that it was a very

entertaining presentation. But | dv[$ ¢ 3§Z 33U <} /[u (E I1]vP }us (}J& 3Ju}EE}AU «}

aXav /£ SJu}EE}A «} /[u v} Z AJvP % v] 83 | }v «8 P U ]Jv (E}vsS }( ucC

to work that night as well trying to not continue that ride of anxiety. Thi6i$E S EJ}o}PCX /S[e oV
%eStv (}E& uC ]}o}PC o imglbasidally, b#et@iaspreSentations, and mine is on how

§Z]e % E} 1}5] v E u VE] 3C E o & Z AlJJuE+ v Z 0% A]3Z Pus

stuff. 1enj}C 8Z 8}%] X /&[« ipes Z AJvP 8} *% | }pgudderstandlZ]vPe §Z § / }v

]Jvd 00]P v30CX /5[« AZ 3 I]v }( 8E]%* u H%X HE C ZU ipss (| 18 pvs

RESEARCHER
What else has caused you anxiety in the past week?

PARTIIPANT 3
dZ € [+ 0°} UC Z}E }PE %ZC o0 +«X Z]&asf eoledgraphinpnoy piecgv A |
§Z [« p JvSEZE A leX pd3/Z A v[§ Juv VvC v E-* (}JE uC %] U
choreographing this piece. Week one was supposgd P} v ¢ }us }pE & X /§][- Z}YE
context class, so basilty, we go out in public and find areas that inspire us to make movement. And for
this class it shows a couple of areas for my final. And we have to use other dancers. Mgdastgs a
solo and | was fine with that. | performed it myself. The secdadgowe have to use other dancers, at
least one other dancer with our self, or more. | wanted to do this piece in a building with a beautiful
structure that hangs inside this skyri } ( SZ]« }((] plo JvP X /S[e §Z]- MST(HO epe%o V
andit also has to be audience engaged as well. So, we have to have community or audience engagement
and | was gonna use choreography that the people of this people gave me. Whahidostatue
represent to you? What movement can you give me that you ségsrstructure? Also, what is a
movement you normally do at work that you feel is redundant? Like holding a phone, and | can turn that
into choreography, or typing. Putting onia.tPutting on a jacket. Things like that that relates to work
and the artwak in their building. | wanted to do the stuff in there, however, | did not receive permission
8} % E(}EU Jv 83Z § *% X "} A e 0]l "&u IX EYA / v] X SHIIMS[* IIEZZ |E X%o
v ]S8[ P}vv ‘uwhi wie perform irthe middle of winter, outside, in the cold, at
V}8Z E «SEpW SuE X v [/ }v[§ Z A v Ee +}X AEC}C3Z35/3E] &)
been able to meet the timeswhenz % E&(}Eu v « & W X dZ S[« E 00C *SE& e<°]VP
And all myhomework and trying to make sure that | do what | can to graduate. Because at this point |
iped v 8} PS8 C Vv % *» A ECSZ]VPX v /[u 8§ 8Z WholWwWS/JuZz E SZ]vP
prioritizing which one is more important, which one weighs more, /[u ipeS }]JvP §Z}e (JE*SX Vv

}
}
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§Z v §Z]vPe 372 § }v[§8 Z A e« up Z A]PZ3 3} uC PE E ip*3U v}$ (oo
E JA]JVvP o e+ $3 v3idingthéfuinijustdsalcan get a grade.

RESEARCHER
How have you been magang all of this?

PARTICIPANT 3

K§Z & 8Z v ( o]vP o]l /[u P}JvP E ICM , Z J /3 A+ E o00C (pvvC e
week, before | even decide to touchhoA}EIX Kv / }u Z}u (E}u o0 s+« }E (E}u A}EI
% 0 CJVP e @G]v[ipues3d 8} I]v 0]l U ¢ «3E ¢+ (}JEuU A ECSZ]VvPX /[u Vv}3
VCSZ]VP E]JPZS V}A }83Z G S§Z v e ee]v[e E X /[u v}Sewh@itip( ]S[* 3Z ¢
A18Z e ee]Jv[e & X [/ ( 0 0]l 13 %\VEtddo Br mythoni¢iBrkA ZeciuseZ

ee se]v[e &E Z + 0]*8e }( u]ee]}ve v S ele v ] <u 3 C}p Z A 3} }X
complete. So that translates to myakife. Oh, | have this list of homework | have to complete so, if |

cando]$ A]3Z]v8Z Pu v Z A ep e ]Jv3Z PuUSZv /[uo]l "KZU ]§[e
o]( *« A ooX_ "YU/ v }3Z+ 0]330 0]*8eX VE/0]v WKZo}leX(HE]u eV
so bad. | have these five things, notthese@® Zpuv E $Z]vPe v ]3[« E o00C }voC (]JA
e so]v[e & *SCo U /[oo } §Z SZ]JvP SZ S[¢ ]SZ (E o0}* *S }E <] ¢S ]\
thatone $Z S[¢ ] *8 }E §Z }v 8Z S[« u *}}v EX Nl / } uC 0]*3 3Z § A

RESEARCHER
JUS Z}A u VC ZIUE }( e ee]v[e E Z A C}lu %0 C v 3Z % 3 A IM

PARTICIPANT 3
| want to say maybe six. It just came out Friday. | played it a Ib&a!Ha

RESEARCHER o o
A} Gl (o }us P ulvP (S & Clu[WIANCI§A AZoyvela]es }( SZ]JvPe S}

PARTICIPANT 3

I'( 0P}} X/ ( 00+ AJEE] Jus 8Z &Z]vPe JU]VP p% (3 & /[A }v

is. And maybel & ]+ §Z & ( o]vP }( Ju%o0]eZu vEX AKZ pfthis. Majbelnav 3Z]*X K
/| v )} &Z]*X_D C §Z Z[+ AZ 8 18 ]°U /[uU V}E sHE X HE / ( O 0 so +&EE o
Z }Cu X/ }v[8 IvIAX / Iv}A §Z Sthing difieRent}for mg.ut actually physically

uleu ( 0P}} X HEVAZ+3 15 ] A]3Z P u]lvP 8Z 83U/ Vv[8 E o00C =+ E]
things better for me. Like | know one day | just felt like | was going crazy, and | started doimgthis o

U}A]JVPU ipe8 v JVPU v uC % ES3Sv E A ol uRBJvRMA evo]Ji[urb]]3 " E }WJE
IVIAY _, ZJ ps 8Z]e ] Z}YA I/ ( ol v §} utA X v viA/ ( o o0]880

RESEARCHER
Have you played anything else?

PARTICIPANT 3

Yes, Pokémon Go! obviously. | play that every day on campus. | spentimerntcampus this week.

Oh, it was Halloween. It was the last day of the event for the ghost Pokémon, so | walked around and

just caught all the ghosts. And then unlocked the né} | u}v }v uC W}l /& <} o]l "z «J E A
% }]v3+J E A W}l u}v }v u@ltVikplIAshA&aiching them and | wish | had the hat that turned
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sideways and give a peace sign. It made me happy to achieve new things within the game, because
sometimesthegam Je ipeS u}v}sSivipeU v Clu }v[S ( o o]l C}IBEKEE &£ o00]JVvP |
not new Pokémon around, but they released new ones. So, it was exciting, and it made me feel good

after a long stressful day on campus.

RESEARCHER
How long did it take ywto catch everything needed?

PARTICIPANT 3

/I 1 v[s§ § zZ A @@eidpfoRurnately, but that day, because normally | play it between

classes or walking to my car, walking to the classes, but that day | was just walking around campus and
Z]38]VP *3}% X /5 A «v[3 0]l was &Etually] medvatking arBd@andsdoing things.

RESEARCHER
About how many hours in the week?

PARTICIPANT 3
Maybe 6 hours this week of Pokémon. | should look at my log. Haha! | mean Pokémon logs your hours.

RESEARCHER
Are you happy with the new Assasdie & M /( <} U ybur aitentiosm»

PARTICIPANT 3
ee eo]v[e E ]+ e+ v38] 00C 8Z «u Pu }AE v }A GEU ps 8Z 3[« AZ &
Alez 3Z 5§18 1 V[8 *SE C <} up Z (E}u 8Z }E]P]v.dheyhddiswhde (E}u $Z
theme g}JvP }v A]3Z §Z « % E}3}Zpu ve v 8Z C 8 &E AC (E}u 83Z ux dz
about them anymore which kinda upsets me. But the gaming for this, the graphics are beautiful Egypt is
amazing. It makes me want to go Egypt. Iwanttogoontop( % CE u] Vv <0] JAv 18X | }v
§Z] vl 8Z §[* %}ee] 0oCX , ZJ dZ (]PZ8]vP u Zv] s & A]JE U ps /[u 3]
v[§ & 00C $ oo C}pu AZzC / Jeo]l ]8U theof th& géiinds, biiZllenB up/ Jeo0]l v
liking it later. But yeah, the fighting mechanics are weird because you have to target a character, and it
reminds me of Kingdom Hearts, and | hate the mechanics of Kingdom Hearts.

RESEARCHER
How does that make you feel wheiyu E o] $Z E [Ctlu [V P]I }us P u M

PARTICIPANT 3

/[flu v}8 8§Z }v 8} A 0}% ]S *}/ Vv[S up Z e+ C]Jv SZ SX /[ }v[S ( o o]l /]
}v[is o]l ES JvPu u Zv] X §o0 +3 Apiofylineisegdodenodgh thész | E
VI % u JvVA}oA X D e¢ (( 8] 38Z s u ACX /3[ooul u %0 C 38Z P

v 8Z v/ P} §} 18 v 8Z v/ Z A 8 o E®v3EZ Pu u Zv]eAz] 1z ]

not gonna makene stop playing the gamefdel like the only game that | stopped playing was Fallout 4,

and it was just because it was too open world, and having to deal with communities, and build

Juupv]d]l ¢« v 00 3Z]e }3Z & +3pu((X / A hisigh#t3Ijust warjtud Seehevesthis} } §

*SIEC % E}I}PE e+ X _ me / }v[8 A vs &} plo J(( & vS }o}v] * }( % }'
] 00CX / ] V[ A vVv3 8} %0 C ~Ju ]8CX , Z J

183



Peralta, R.P.

RESEARCHER
Are you part of any gaming communities?

PARTICIPANT 3

E}X /[u}v (AP uwjvPs]lulv & }HU o]l E- "u]l]vP v eSpu(( o]l sz
E o00C }u3 18X /[u v}8 E o00C JvA}oA Jv |8X /[« E 00C iu3 8} « U
, Z J I3[+ o} v] &} Iv}Amuidity®df gay mehwho, actugla sub community of gay men

Az} & ]Jv8 & «3 ]Jv P u]JvP « A ooX ~}U ]8[s v] 8} Z A 38Z 38X /5[ V]
out there.

RESEARCHER
Do you know anyone who exclusively dates other gamers?

PARTICHANT 3

| think my friend Seap 3Z 8 A CX / v e« 18 ]vP o]l %z 38U pe <</ P S }o @&
gaming or being a naturalist, little things like that have become bigger things, these are the things that

really matter to me. So, | nasee how those can be deaklakers for some people. Because a lot of

% }% 0 Clu } & o3 A]3Z SEC 3} E 0§ A]S8Z P ulJvP v AZ E§ A E o+
0}A % E(}EuU]JVvPU / 0}A P}]vP &} «Z}AeX v ]J( *30° RPI@V} v(E ®dC PYWP
to be with that person.

RESEARCHER
How do you think the information shared with us could be beneficial for anyone | terms of anxiety and
gaming?

PARTICIPANT 3

/I ( o o]l 0}3 }( % }% 0 @& o}v A]SZSAIVE X 1EE@W of[Xiira@his [ ] } v

A CX_ ns88Z & [» 8}vv e Vv 3}vv e }( % }%0 A% E] v ]JvP VvAE] 3CX §
American adult population experiences anxiety annually. In my research and also experiencing life with

anxiety itf* A% Ve]A X /5% ESouve]AS]}veX /[u }v SZE J(( E v3 8C% « }(
fE% Vve]A 8} §Z E %o]*3X /8[+ /% Ve]A &5} e %oeC Z] SE]*SX d} @
spending like $80 a visit each week to see my couh€§EIX v SZ v Z eé wy psychiatrist,

which is another $80 on top of that, if my insurance covered it. And my prescriptions are $15 each, so

§Z S[+ "0 u}v8ZX Vv ipes Ju s A ECU A EC }e30CX Vv ](8Z & [+ |/
through gaming then that wdd be fantastic. If people are able to understand that gaming is able to

reduce these symptoms, then help alleviate that stress then that would be great. | never really thought

about how gaming does that for me. | never didtthatil you started mentionil $§Z $X /[u o]l ~KZ

C ZUJ/[A Pu uC VvS]E o]( X_ pHe % E} oC uC VvS]JE uC VvsS]E o
v/E] $CU 13 (E}u uC Z]o Z}} 8} }o e v &8} vIAU /[A oA Ce P u X
my life. And | feelinretro% S % &S }( SZ § E <}v |- pe }( 82 VvA] SC SZ 5 /[

RESEARCHER
How specifically would you use your life experiences to help others?

PARTICIPANT 3
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With me, | have Social Anxiety Disorder and Generalised Anxiety Disorder, GADndf\gamused as a
treatment it would have to be individualised. | would tell them how I like lists. | would mention how
eo se]y[e & Z » 3Z 3§ 0]+3 }bpyscdahpltingthsksXn aygame it helps me with that. |
would also explain howthethht EC }( ¢ %o ]euX z}u[&E 0 8} ¢ % CIuE o]( ]Jvs§}
ulpvs }( Sju v JvP Jv v}3Z E E 0]8C I]v  Z 0% C}u P& A]3Z 3Z]v
A13Z v CIUE }AvV 0]( X &}E A& u%o0 U Kuso 353X 3% 8 SIEC/WPVIE ufET (
me every five seconds, but anxiety kinda feels that way. It feels like your skin is constantly being ripped
% ES J]v vC <]Sp S]HAmZorSmE that l&ppégnsXin social situations. | feel like | constantly
have peopleyoo]vP S u v [/ ( o o]l /[u }veS vS0C *pEE}pv C %o }% 0 }
and | have to be aware of what | say, how | say it, how | look, how I thinlyiltiag. | have to be aware
}J( A EC 0]550 *% 35 }( uCe O(XVKSZBIEAX "YU0AIZZAKu3 3/ ( o o]l ]¢
escape into this videogame and successfully beat this monster, this scary person, this thing that
constantly is &er you, then | can kinda do that in my own life. It kinda rewires the brain in aaney
( oo]l U/ IvV}A /[uv}s]v &§8Z +]8u 8]}v v [/ P & (nooC Juu E+ ]Jv 8Z & |
if | can do it in this videogame then | can do iteal life.

RESEARCHER
Would it be helpful to have videogartmsed counselling or grapy for people?

PARTICIPANT 3

/| 8Z]vl «}U C ZX dZ & [» 8Z]* A] }P u U hv3lo AvX /§[+ o]l Z}}e z}u
page 26 in videogame form. In thelgbgame itself it has a psychologist, which is really interesting, and
heanalysesyn & Z E 3§ E v C}uE A}ESZ v C}p Z A 8}« 0 3U ~(E}u 82
Clu o]l 8Z u}e3M_ /E[« A EC *]JooCU us 8Z u }¥ V]sZ]y NE|®& J¥]VPX /
CILE ( EM AV | ¢ }JE +%] E*M_ v 0@ Aodv §Z}+PIZ ++®] VEV Clu[E
ANYoC «Z]83_ , ZJ us ]38 pe e 8Z]eu Juu }( Z AJVvP  %eC Z}o}P]e3 A]5Z]v
this guy who goes to a psyologist. | found it really interesting, because | found it somewhat easy to
justcouupv] & A]3Z §Z]e &ES3](] ] o Jvs oo]P v X /3 Aluo o]l "~z «U §Z]-
§Z]*U }JE §Z]« ]* AZC §Z]e »+ & + u X_ Iwa$andweridg]ondstly, whiah IBeelu 3

like with most things, human nature is to Bpteserve, so in a video game you have less of that feel of

selt% E » EA 3]}vU He CIH V }% V u% Jv A] }P u X ~}U J( CIu[E
counsellig through a game that would be beneficial. | think | told you in our first sessionlike when

/| AYpo }u Z}u 3E +¢ }us3U uC % ES3v E A}po 0]l ~:pe3 P} %0 C &
% US }v &0}A & v ]88 ou u JAVRCWBZw O [+ 041% " U 3Z $[c up Z 3
Yeah, | think it would definitely bengfieople.

185



Peralta, R.P.

INTERVIEW #1

RESEARCHER
d oo u JuS CIHE P u]vP Z 18« (}JE 3Z % *3 A IX "% ](] ooCU AZ § (
CIM[A %o C ZPuX

PARTICIIMY 4

/| *A138 Z SA v P u e« <pul8 }(3 vX u8 8Z]« A | /[Mquisiten%abiclCisnBt E P}v
PE S PuU ps/ }v[S o]l 8} % C (}&E P u v v}S }u%o s ]SU C}lp |

slogging through that at the momentto see/if v ips3 P § §Z § }v X ~}U /[A iu*3 ] oo

that. | play, at leag§ }v C v /Iv}A ]8[+ }voC dp « C U8 3Z % *3 A 1+U }u%

been playing it.

RESEARCHER
About how many hours would you say?

PARTICIPANT 4
For that game alone, this week alone, probably, maybe seven hours, roughly.

RESEARCHER
Ar 3Z E VvC }3Z E P u-+38Z 38 C}u[E A}EI]VvP }v E]PZS3 V}IAM

PARTICIPANT 4

/| }v[8 Z A o0} <« }( P u- pe SZ E [* ipeS v}SZ]IvP }usS ®SZ u}lu vs §Z
waiting for a game to come out in January, but until then I just mess about onsyéaiel have. So, |

%0 C d]S v( oo TU , o} AU / §Z]vl §Z §[e % & SSC up Z ]8X

RESEARCHER
Tell me more about how you feel about Dragon Age.

PARTICIPANT 4
The gameplay $elf, like the game mechanics, are quite boring in a sense that when you fightithings

} evi$ 81 vgC SE& u v }ue ulpvs }( ¢l]Joo 8} § VCSZ]vPX /8[« ip*3 A E
§ Eue }(U *z}pn Vv[8 1]oo u U_ ps Alwnteggdanrel still strugdlé Roilbit, Avell |

}Iv[s «SEuUPPo0 U / werwlohg tiénd, even the normal basic enemies take quite a long time so
§Z }ee (]JPZ%e E A v A}JEe* X zZ}u V *% V H% 3} § v u]lvpZ®ee.U AZ] Z }

us Az v C}u[E v }v E ] 00C iue3 }]vP 3Zaboutden &inweR itid E v }A
<u]3 }E]JVPX s 5z Su oU 8Z +3}ECo]v v 3Z o A3}y sz Pu [/ (lv
vl *%]v }v EIl ( v§ ¢€Aly sonvehfional}lin terms of its use of the fantasy races, like
elves and dwan® etcetera. And the overarching story is good and the overarching gameplay by the
us Pu Jvs Eue}(Clp & SZ o E }( §Z]e Jves]ipeSygndJand Clu[E Z
the things that you choose to do, and you can see them happenikg.thht small attention to detail,

He Vv}3 A ECSZ]VP ]e Jved v3U «}u 38Z]JvPe E U v ]&[¢ *Z u U pus v

Clun } 15U v & Zesl[lkevwhy dsappointment with this game is because | played the Witcher 3
over sunmer and it has become my favourite game ever and | would argue this regularly that it is
probably the best RPG/single player game ever made, just because of how intdep#md everything
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U338 EeXtZ E «]Jv E P}v P 18 } +v[§ EE op€ (338 @AAC33Z}p u &
the end, kinda.

RESEARCHER
Tell me about Witcher 3 and why you liked it so much.

PARTICIPANT 4

Just the fact that everything mattered. Every time | messed up, you did mess up. All the characters have

good progressiot ]3[+ o]l }}IX A ECSZ]JvP[e }us Z E 8§ E A 0}%u vs v
where if you mess up, people will die and affeitis overarching story, your choices. Which is quite

massive. Even small things, it works it in a way of what would happe=al life of how you talk to

% }%00 Vv $Z v SZ C P} }(( v S ol 8} }8Z E % }%0 X /S[* n}usS §Z}e }v
people and | like that. Where as in, say Dragon Age or you get Skyrim, or any other game where you

make a choice normal C [3[¢ }us8 AZ § C}u » C 8Z S u 83 B+ E 3Z E 3Z v AZ § C
what they do with that information.

RESEARCHER
dZ &P3} &} Z EX dZ & ]&[+ v}E P u 3Z § C}u *Ju%oC PE]v U Az] z /[A

PARTICIPANT 4
See,lhat 38]vC (}& §Z § E -+}vX dZ (JE&*S }v ppEVS U E o00C oCX /
bought it, because we have game sharexbox. | would play it and | was just very bored with it very

EoC }vX / A e iped ¢} 3Z vi(po d&uBedasicdllyindny pgnidps X should be called The

"E]v He ]3[* ip*3U Clu } 8Z +« u 3Z]vP }A Haceangsh@tXheduysip+s P} §
V 87 §[+ |8X /8 } ev[8 U S8 E & 00X v 3Z v 3Z C E}uUREX Jus 5Z o )
% E ¢+ U gue / ( o o]l uvP] wu , 0} v , o})[+ E]JooHa3U A v §Z

the-placeshootthe-pe} %0 v ]3[* o]v @EU AZ] Z ] (JvU pus8 32 C } ]85 A ooX v
games that are really good. But Destinymy opinion is just terrible.

RESEARCHER
Are there certain parts of games that you enjoy playing the most?

PARTICIPANT 4

lliketh upoS8]% o C E P u U ps / wu JP ep | & (}JEU /[A (}uv uCe o( E
was about multiplayer @mes, but at the moment | find myself, | really enjoy a story driven game.

Especially when | was younger | liked the multiplayer gaanéd still do because | still like to play. |

Z Av[su e U VC (E]vVv e 3 puv] / Alpo @tolchAjtbedriendg Xorh}U / 5 C ]
Z}u U *% ] 00C uC 3 (E]v X, P}*«38}DvZs+8EUAZE /[u (E}uX
]v§ ZA vyl}E A A}po v[EX "YU / } %0 C §Zpraadjdyer. Be @a)s pus Z [
Halo 5, he goes tde events, he wins money for competing in these events and doing well. Whereas |

hate the multiplayer of Halo, especially since the camnity now on Halo is quite a big problem because

CIp P S % }%0 SZ 8§ }Vv[S %0 C P u « (E P pess@ouf, whichiigtm®, bpseically, 15 S} u
and then me and my group of players would go into a game on multiplayer and play against people like

uGC S (E]J]v Vv SZ]E PE}Yu%oeX /S[e ipeS SZ +1]Jo0 P %o ] ¢} ]P SZ § ]¢
sides reao 0 C X He e up Z < ]S[* PE § CEpvv]vP E&}pv v I]Joo]vP MV Z
Jv us3ZU §8Z e u &u %0 @P[U v uC 5 (E] v IV}Ae Z [+ v}§ P}vv
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by killing people that have no chance against himtti@&oHalo 5 community has died in a way which,

PJvU Z « (( 8 }v }(8Z @& +<}ve AZC / }Vv[E o]l JaresCufa€ X u3 o<}l
changes in the Halo franchise | only stick with them now because of the story, just to see where they

take ] X "YU / } vi}C upo38]%o0 C &E P u e pus 83Z & Z .v][$§ v }v Jv «<u]s

want to buy that. | want everyoneoes 8} HC $Z §X_ /A %S D}ved E ,uvs EU AZ] Z ]«
% 0 C . Zlo v 3Z C[A E A d&bundsof the m&h@nicE anf it just looks

/£ 00 Vv3X v [[A s+ v o} ¢} P u%oC (}E 15 v }&[torythisdimg%c0 C E P
AZ]1 Z 1+ 8Z (]JE+3 3Jlu v 8Z (E v Z]* [*» Z]*8}ECX tZ] Z Chlone.v %0 C A]
v Av 3Z}uPZ 3Z $ P u ]e <p]l8 8Z PE]v U pus J8[« v}S 8} 8Z %o}]vs }(
three pillars in the game. And that is, you go out, maybe with friends, maybe alone, kill a monster, carve

the monster up, use its pieces to thenake weapons or armour and then progress that way, which | feel

is different from Destiny. | know go and kill things to get weapops$ / ( o ]S[* ](( & vS§ pLe 18]
% ESe }(3Z A %}ve Clu }oo 33U E 3Z E 3Z \it. Fugét adpasgiyecssmall %o }v v
% E v3]o JvE < UAZE +C}lp Vv Ps§ 88 E A %}v Ju%o 3 oCX v

andl like how it looks. As opposed to Halo, which sacrifices a lot of its gameplay just to look pretty. But
at the same tine, in my opinion, is in the wrong because it just looks clunky. All at the surfaces of the
armour it looks good, but at the same tim&}pu ipe3 o}}l ZuviCX v $Z E [+ v} E o A E]

RESEARCHER
/[« 8Z E VCSZ]VP Clu[E /£ % E]cauginarwanxiely® E+]3C $Z 3[-

PARTICIPANT 4

DC }voC VA] 8C 3 pv] 8 8Z uluvd e 38Z ( & 3Z &/ «SpoandZ A v[3 + 55
C &®U / «8]oo ( o o]l /[u v}s 8§ pv]X He Jv e }v C EU / A e ¢% I]vli
was saing second year is a strange time because obviously lectures focus on first years and third year,

not exclusively obviously. But becaute first years have to settle in and understand how universities

AYEIlIe v AZ §38Z C v §} }IX vVESZARGSIWPELZIJZEC[PE X dZ C[E P §§
Z 0% * SZ C E <u]J& X ~"tU « v C EJ[e- I]v E i &6 skhge tlodtlyear JlvP v C
o Ave E }JVP 8Z ]JE '"~e v C E V]ve E %] I]JVP 327y in@Etey%o$]}veU o]

/5[« <p]3 A JE me / Iv}A o]v e E Plvv 3 ES Ju]vP p% *}}vX
in January, | feelde 1 need more time. | need to match how | did last year to this year in terms of the
marking gets harderand | Wantto§ §Z <« u PE X He 8Z C[E Jv : vy EC /[u A

drifting through. | go to my lectures and often | try to do the rea® U S / }v[S ¢ SZ %o}]vSsS ]Jv ]8
IV[E J 18X v / )} slu }( 3Z 0]5%0 ¥ +l+ &2 reveZanghings@EstdBtal « §U  pd 3
VILPZ &)} 3Z]vl §Z & /[u & puv]X / I]v  iu3 E](5 $ZE}UPZ 13U /jw 3Z &[
Plvv @E]J(8 }ud v 3Z v /[u *}}v P}vyv Zzl1s ¢ A A }( vE] sC e

week now. YojA P}3 8} } 18 vIAX ~YU /I]lv A v38 8§} P § uCe o(]Jv P EU us

RESEARCHER
How are you managing that?

PARTICIPANT

That anxiety kinda comes on towards the beginning and ends of the day. In first year, when deadlines

were around | usd to wake up and be struck by anxiety and gripped by it because | knew my deadline

was coming up and | had not done a substantial améu}( A}E&Il v /[ Z A &} } 158 8Z Vv]PZ3
v 8§ CJvS§Z o] E G pvsS]o SZE }E (}AE[}] 0F 1%d%o€ZSIuPBEV]IWR X /(1]
Plvv P § 8Z]JvPe }v X /8 A « ipe3 3Z Vv/AE] 3C }( ]( /[u P}viheed C u% HV3S
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morning. And it is my fault because | have left the majority of work to do it the night before. If | give it in
and/ P 8§ 0}A 819 }v §Z § %o] }( AYEIU 8Z v ]8[*« P}vv E 00C p%-=* 3 u
v /[u v}§ ]v 8Z PE]J% J(PISUoJUS*"KZU C}u *Z}po E o00C }JvP ¢}u 8Z
E o00C }v VvCEZ]vP ¢]Jv C}u IV¥A / YTUA WZA] Z /I5Z v (}JE& [/ P} §} 18
s u 3Z}uPZ3 "t 00 Clu Z A V[38 E 00C }v VCSZ]vPortdutdpng % % v]vP
Su((X_ v [ IvVIASZ &/ v 8§} } 8Z §X / ip*§ }v[SU He [/} EP § Z}v
v} (JEP 88]vP ]38 } « PE]% u X / ip*3 }v[8 } vC3Z]vPX dZ }voC A C /
forget it or spendindime with friends, because I live with my girlfriend so being around her pretty much

00 C u}e3 Ce+ AZ wilakes}ie enucalm. But | will come home, and | will play on my

Xbox most, if not all days of the week. She goes to work on Satardh$unday and | have Tuesdays

v &E] Ce+ }((u}e3d }( 8Z SJu X "~YU / z A ] ooCn(iposEthe Ce A | AZ @
ui}E138C }( 38z CU AZ] Z /1 Iv}A ]+ 1]lv = He /[u & pv]X v [ «Z}uo
§ 8Z ulu wd{S <u]8 }vs v3 }]vP ]8X /8[+ v}E A v v e E]JOoC 3} uv P

He [[u <p]S Z %% C XSz PZX /Bu <uC]vP uCe o( %0 CJvP }v uC vy }AEX /S

8Z % }]vs AZ & |/ Aloo %] | 158 YA E }]ereasongVdoeall of mgwWorkjrther }( $Z
library because | can prevent myself from going on my Xbox. Because it makes merfoay work. |

E o] / ]Vv[8 } * Aoo}vuC > Ao0*X §3Z 3lu / JvVv[E8ZA vyl}E
twoyears during® (}&E AZ & / ] v[8 3y 00C p- }Jvelo A EC }(8 vU ]J( 8
the Xbox One | had Xbox 360 whilst everyone was getting the Xbox One and stuff. So, | would spend a

lot of my time watching anime or Netflix or watchi@ame of Thrones, etcetera, and | realise that was

§Z YAv( oo }(uC > A oe ]e He /[u <pl¥ / VviB@E}SEAZIWEr® (

Pv & ooCX "YU uG u 8z} }( o]JvP A]8Z §Z & ]* §Z & /[u <pu]8I P}} 3§
need to do work, | will put myself in a setting that forces me to do so. So, | go to the library because

§Z E [« BSZVWE SZ S Vv ]*SE SuU]Jvou]vPh uC PJEo(E] v U uC %Z}
UC PX KE *}u 8Ju +/ Z AY[A]SK w$ }wkJo 3 oCX /[0o0 %ous ]§ ]JvuC PU
remove all the distractions.

A
4

|
M
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INTERVIEW #2

RESEARCHER
How are you?

PARTICIPANT 4
z ZX /[u}I CX dZ % 3 3A} Ce+ /[A SE] 8} P} ]v8} puv]Uu us /[A Vo<
v}§Z EX /| }v[3 pv E+3 v AZC E o00CX /5[* 0]3 E 00C ip+3U He 18[
uni andcatch up on my reading and t@nds the end of the week | wanted to read for my upcoming
se]Pvu v3 8Z &[+ u X z 8 E C / P}3 p¥% @EoCU o]l Z o( + AvU AZ] zZ ]
uvl] CX / A « P}vv P & 8} puv] Z od dojworkdudtihvspven} [ juspt up and | was
lying in bed and was pretty much having just an argument with myself because | was really anxious
}us P}]VvP Jv8} pv]X / }v[3 IVIA AZCX / 8Z]vl 18 A « ipns 8} } A]sz §z ~
djU A v $Z}uPZ / IvdRYysZeAwml Z A}EI 8} }X_ v 8Z v 8Z }8Z & ] }( 8
N[S[e ipeS & JvPX_ /8§ } ev[S u SS E S}} up ZX /S8 } e u 8§88 EGU ps/ u v
ES VvE 3Z 3 /[u AYEI]VP uC- sdt abbuiit,/SoN stayed]dbime Yesterday. And today |
stayed at home because, well partially because | needed to do our interview, but also because |, again, |
ipes v[S ( 18X [/ ipes Vv[S ( P}vv pv]X DC P]Eo (@Eth go irAwithS EC]JVP 3
her. And | wa gonna go that and then possibly skype you from inside the uni but part of me was just like
AEY}U / ipe3 ] v[8 A v3 8} } ]8X_ "} C ZX

RESEARCHER
So, this is the third day of feeling this anxiety?

PARTICIPANT 4
No, second

RESEARCHER
So, this is esseially a form of a paralysis, right?

PARTICIPANT 4
A little bit, yeah.

RESEARCHER
Zz}u P 8 ¢} }JA EAZ ou Clu V]

X

} vCSZ]vPM

PARTICIPANT 4
Yeah.

RESEARCHER
Would you say this happens often? Perhaps with other aspatsur life? Or is it justniversity?

PARTICIPANT 4

/5[« ip*3 A}JEI E o00CX t}EIlo} § UV]X /8[* Z %% Vv ¢]v uC > A o0<X

E | SZE}uPZX / }v[8 IVIA AZC |/ 8Z}uPZ3 3Z 3U pus fqujtev[s } « A ooU

anxious aboutit. IsStoo ] v[3 } A 0o *} §Z (JE*3 C & }( pv] / u ME [/ ] A«

} Al}peoCU A]38Z 18 JvP u}@®& ]((] nodU / Z VAE] §] « 0 *§ C EU us s
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Z %o %o V Eo] EX > «Hu€abdat tHing®, bt | kidekdvercome it within a couple of
UJvpus ¢X tZ E + 3}JA E « 3Z v }(8Z C E ]88 A+ «uls ]o]s §]vPX v
C U Az]zZ/ ]v[8§ & ooC A viX

RESEARCHER
How have you managed this in the past and hog/you managing it this time?

PARTICIPANT 4

‘pesS }JvP SZ]JvPe 8} S| uC u]v }(( ]S }E& sZ]vl]vP }ps |8 ]

iged *% v s}u 3Ju A]J3Z uC P]Eo(E] v Xt [o0 § 0lU }E A [o0 Z A +}u (

SZ}Ae v e3u(( v Z[qE] VAJX KE /[oo 8} }vd} uC y }A&E v & ol 8} uC (E] \

§Z & ]+ e<}opS oC v} v @&}lpuv SZ v /[u (}CE §} & §]}v o] 18U Az] z

is almost becoming immune to rationalisaticAnd therefore, it makes nmationalisation a bit more

ESE u X v [/ o} 3}pu Z Al3Z 8Z & 5]}v ol* 8]}IVv]I(Clu P &8 AZ S/ u vX
JUJVP 0 ¢¢ v 0 e+ (( 3]A X K(3 v 8Z]* 0 A o }( Vv/A] &tGdajthan}ES 15+ o

| was yesterday?}U / ( o o]l 3Ju}EE}A /[o0o % E} oC o -dgy pefiodvs} pv]X

$3Z 3§ /[u AYEE] }us me / }v[8 A v3 3Z 8§38} AESv 3§} o]l 3ZE C

becomes a week. Work will caroy backing up. Reading wilirty on backing up. And everything

}use] }( pv] AlJoo o<} P § I 1 %o pe /[u 8}} vAE]}pue 8} } vGCsSZ]vP

] v JvP & S§]

RESEARCHER
tZ v C}p[E S Z}u U E& C}lp }]vP VvGCSZ]vP (}E& GFpE-+* o( S} Z 0% CluE

PARTICIPANT 4

dZz & [*&®Z5]}v o]*]vP P ]JvX He uC P]J]Eo(E&] v ]Jev[S ]v PEE vSoC /[
or, | ate before. | had breakfast, and | made myself a somewhat healthier breakfast because | feel like

that motivates my slightC X E}3$Z]vP u e<]dstXatch up pa things, other aspects of my life that

/| Z A v[$ V % C]JvP 88 vS]}v §} He }( pv] AYEIX "YU (JE £ u%o |/
uC P]Eo(&®] v Z o0 (81 z ] S Z cssthy . Bedailse ifodd gop U] /[u ipe$S
gonna sit there and be anxious about it rather than do anything. | watched, | caught up on all the

YouTube videos and series and stuff that | watch.

RESEARCHER
About how much time did you spend doing that?

PARTICIPANT 4
Maybe an hour and a half, two hours.

RESEARCHER
> 5[e *A]S Z 8} P u X tZ 8 Z A C}u %0 C v Z}A uvC Z}uE- Z v 8z

PARTICIPANT 4

/I 1 V[ %0 C vC y }E C «8§ E CX e / ] §Z 3 nd. Améioday S Z C A]

ITA %0 C }us v Z}YuEX / }puPZs , o}t E- U ue /[A A vd ]88 e]v
*% E 3 0C V}IUPZ 8} % C 3Z (poo % E] X ~}U ]§ A « }v oU ¢}/ }uPz

%0 C]JVP 3ZE}uPZ §ZetdeenpayinP ¥Z]EU v /[A o0} %0 C , o} # 13X /9

191



Peralta, R.P.

bit of Dragon Age at the end of last week. Halo | probably played about an hour. Dragon Age | probably
played about four hours.

RESEARCHER
Do you see yourself as a capable student?

PARTICIPANT 4

/' 1 A ooo*8C EX/[uZ %%C Al]$3Z uC PE 0§ C EX "U/ ( o o]l
selfe 18 P pe 8zZ ¢ }v[s §z]vl §8z C[&E P}} vipPZ v [/ ( o o]l 8§z §
education. | feel like last yearilwbe not orly my baseline, but also the top of what | can attain, which is
upsetting because, obviously, with each year the marking would get harsher and the assignments get

harder and so on, and the workload will get more frequent. So, | feel like hotajo as wé.

RESEARCHER
} Clu ( o o]l CIU[A % | Jv 8Z o0 3 C EM

PARTICIPANT 4
Almost, yeah.

RESEARCHER
Would you say you fear failure?

PARTICIPANT 4

Iv §Z]e « 88]vP / ( 0o o]l / A}puo / }U «}EECX pdQv e, Mow}sZz

Z %Z 1 EU}E E lo U pus/ }v[S8 E 00C P § }3Z E Jus o}
pe / }v[S }uu]S uCe o( S} o0}8 }( 8Z]vPeX pus o-}U e P

quite camand chillan }v[3 JgA e up Z }( uCe o( Jv 0}3 }( 0]

Z «<ul]s VE] CU ¢}/ & 00C }v[3 A v3 &} P § JvA «§ ]Jv «}u SZ]JVP

obviously have another thing to add to how anxious | am generally.

RESEARCHER
Tdl me about your history with anxiety.

PARTICIPANT 4

When | was younger after my mum and stepdad split up | was quite angry and anxious as well. So, | had

to go to counselling for that for a couple of months. And then after that we movedrar a lot anl my

upu P} v A }JC(E]v Vv / ]vVv[8§ E o00C o]l Z]Ju v A v3p ooC A u}A
e« CJvP / 1 Vv[8 A vVvE 8§}X ~}U / Z 8} o]A Jv Z}ue A]8Z e}u}v 8Z 8/ ] v
he would come home from work arfte would cone and sit down and try and engage with me, but |

E o00C ] v[% o]l Z]uU ¢} / A}po ip*3 o A X"} 3z 35 A 0}358}( VvVAE] SC
my own home. And then going on from there | developed OCD and quite prominent gebiapto the

% }]vS8 AZ & |/ }po V[S S}H Z %o }%o0 [+ ¢l]v pvo e¢ /| SEn*S SZ u V}IUPZX
JE «Sp(( o]l 8Z 83X K(3 vU / A}po v[8 A v A «Z uC }Av Z v » He [/ A o
A 8§ EU «} /[ }voC pand sdgiizibvcréasss That was only with me for a year, but it was

<u]d <z} IJvPX tZ v / A v3 ]Jvs} 03Z (}Eu ]§ ou JAVX [8[+ 0A C- v §
thoughts since year nine probably, and they were a part of it really, not evegeitmeaphobialt was

just the intrusive thoughts really. And then | went into 6th form and | did some more counselling for my
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OCD just to see if | could get rid of what was left of it. | also have an anxiety induced heart condition
§Z S v-dtagnpsel because myCE | P }lv e }Vv[S§ %E&}% EoC }vv § 8} uC &
when my heartrate increases, mainly during times of anxiety, | get chest pains, which obviously makes it
0}3 A}E- He J[u <plS SZ ZGC%} Z}v E] Uy tind. liwersthiodgv b6tli[u ClvP
form and | got an anxiety and partial depression diagnoses. | went into uni with that and applied for
disability allowance on that as well as my dyspraxia. So, | have a tutor for both; one for my anxiety, one
for my dyspraxia lee once a wele. | also see a third unofficial support tutor once a week as well to help
me manage, not only my anxiety, but just generally my uni life.

RESEARCHER
Would you say that support is successful?

PARTICIPANT 4

Yeah! But at the same time, no, bepe uC }((] ] o VA] SC *Uu%o%}ES SUS}EX [/ *% | §
0}A oCU ps3 ]8[+ OA Ce ¢ 3Z e u 8Z]JvP 8Z 8/ P 8 AZ v/ *% | 3} }uve o
counsellors. But | tell them about my life anget upset about it and it does hebut then the feelings

always come back anyway.

RESEARCHER
Has anyone worked with you on how to manage when those feelings come back?

PARTICIPANT 4

My tutor tries to help me with things like being more positive andatmot. And it does help, but ovelia

/| «§]oo ¢« uCe o( P S5]VP p%e 8§ }us 8Z e« u SZ]JvPeX KE E v }u SZ]JvPe-

through so much counselling. Because | want to be a counsellor myself | analyse all this stuff as well as

my gener&dday to day actions and so evéiye go in to talk about these things people are always like

AKZU CIp[E- A ECXXd@(3[* OA Ce PE 3§ 5Z]JvPX_tZ] Z ]ev] U pus/ 8z
He 3Z [« AZC / P § V/E]}ueX Help g & [p§of thelissies thiaffect me still

% @E A Jo ]Jv uC o]( X ~}u 8Ju « /U v} v ¢ E]JOC Ep+Z ]38 }((U pns /[oo |

u X & E o}vP 3Ju }(uC o]( /[A o]A ]v %}A ESCXsetomeandl(( E v =+ vV

usedtogetalotorS] | Jv 608Z (}E&uU ]Jv Z]JPZ « Z}}oU pe /[ %}]vsS §Z]e }uSU

from home are middle class and mainly upper middle class as well. So, they could do whatever they

A vs v 87 v | A}uo v[3cause Idhadsio money. And it upsehe because not only can |

v}§ } 8Z]vPeU p3 uC upu V[ ]JSZ EX v $3Z C Vv A E pe 38} uv E

P §]vd} EPpu v3e A]SZ % }%o0 He 3Z C[E o]l "KZAGPa %¥0]5]

about politics. Itwow  ipeS §Z2 ( $8Z3838Z C }v[S puv E*Sv SZ J(( E v

something and having to save so you can eat.

S v
L]

/

]

RESEARCHER
What role has gaming had through everything?

PARTICIPANT 4

/Tu v}8 (nooC XA/E- JWw]1S3( 3Z E pl}9e &EAC]Y 8F] +3u CX /3[* v}§ }voC
]Jvs & S]JvP pus v ES Jv *% S }(uC o]( Jv 8§ Bue }( ™ wu 1P P u &
o«}U He /[A vV A E % E}% EoC 3Z}uiPlaise gamity dtled, or ifibdthienu]v P U

AzZC / }X ~}U /[u v}8 E o00C pE X / 8Z]vlI ]P % ES }( §Z & +*}v / %0
also because | like to stay in contact with my best friend who is a big constant in my life and because
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we[A PE}AvV pu% 3}P §ZacHcally liké br@her%o.\@e are from the same situations really,
maybe some differences. But his mum and my mum are quite reckless in certain aspects. They both
have mental health problems themselves. And | very much thnkses gaming as an escape, and

He Z A v3e ]38 E ooCU Z v AZC Z [+ P}88 v «} P}} &, o} 8} 8Z %o}
pro, etcetera. He very much lives in the same circumstances | do in that his mum has a mental iliness
and they live in poerty and he has a girlfriend thae spends a lot of time with to the point where
8Z C[A % @& $5C up Z u}A v 8}P 8Z EX / ( o o]l / pus 18 ]v e« u A C ]
0 §*» uC Ju P]v 8]}v EuvU p3 18[* v}3 Jud v R §]Ae SZ]yPwandiis o
UV]A Es » 5Z &8 E V[S[ }JUE }Av v [ }v[8 Z A &} % C 33 v3]}v 8} (ES ]
not run away from being in denial by imagining myself in a different world, but by imagining myself in a
different world it makes me wantto write *3}ECU ps /[u v} & 3S]JA v}iuPZ 3} } 18X/
]JvuC z X v 8Z &[+« AzC / §Z]vl / o]l P u]vPU ]3] pe 0}S }( SZ Sz
to imagine, will be in these games. Ando]S[e ou}e+S o]/ [pléimgn-rhy-imagination,
Azl Z 1+ @ o00C AJE X/ }v[8 IV}A Z}A 8} A %o Jv 18X

RESEARCHER
Have you ever set up a reward system for when you accomplish your goals?

PARTICIPANT 4
ITA Z % E Al}pue E A E( C¢3EI W 8Z €]Z A Butialsh}igEdause once |
IVIA  }us 8Z]vPeU }(8 v 8Z C }v[8 AJEIX v [/[A o Ev 0} }us E A
psychology and counselling mainly and being in counselling myself. If | know what the eisd goetty
much selfsabotage myalf and | always think | outplay myself in terms of, | see the reward and |
e ve]8]e uCe o( 3}JA E « 13X d} 8Z %}]vs Az & /| }v[8 G E }us 18 vC
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INTERVIEW #3

RESEARCHER
Tell me how your week has been.

PARTCIPANT 4
I did readingon ThursdC v &E&] ¢ v SZ v ~"SpE& C v “pv C/ ] v[S } up ZX
to uni and then | came home and then played on my Xbox for a bit. And then last night went out.

RESEARCHER
How do you feel about going in Thdesy and Friday?

PARTICIPANT 4
ItA e}l CX dZpEes CU / JV[8 } sup Z E ]JvP ¢/ ] }v &E] CX :pue-s
myself. | felt fine doing it.

RESEARCHER
d oo u Jus vC VAE] 5C CIu[A /£ % Cnjversity rlatddZor &kythgigklsd. X

PARTICIPANT

'v E ooCU (8 E/ Av3 ]vivdZuEs C/ Z A V[38Z up ZX 08Z}uPZ }v ’
was overcome with anxiety, like for just a minute at a time, at random points in the day worrying abo

random things and then sometimes worrying aboawy deadlines piling up.

RESEARCHER
How did you manage that on Saturday?

PARTICIPANT 4
t v }JvuCy }EX/ o} ] 0]3%0 18 }( &£ E ] Xt Z A A]Pzse § Z}u
lose weght rather, so me and my girlfriend bought someights and | just use those and watch
z}pudpuy  A] }elv J(( E vE £ E ]e 8} }IX/ ]vVv[s }]15 Q& A EC o}vP Z
about ten, fifteen minutes. It varies during the week. lttndo it at least twice a week. My target is to
d} 18 (}@& A u]lvpusS U ps «}u SJu «/ }v[S & Z SZ § pe /[u <p]s8 ( o
SJu « JA & v}AU / }v[E IVIA J( ]13[* SEM P3U TA uJvps o Je sp%%}e 3}
/flu SEC]VP 8} 8§ ES }(( *u dayld supgosdt, to]lveudgiiite beneficial. | felt better, but at
the same time, after every time | do an exercise | always feel, not down, but a little bit embarrassed

pe P JvU /[u <«p]8S (tdomuch./ vVv]

RESEARCHER
d oo u AZ 3§ C}d[itheYpast @eek and how long for each one.

PARTICIPANT 4

| finally completed Dragon Age. That was relieving. | played that for about four hours. And then then
ITA %0 C , o} d (}JE wpHalo \¥gra (@& gbdutJour hours. And Titanafbr about

two hours or an hour. And then Metal Gear Solid for an hour again, or two hours.

RESEARCHER
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Tell me about how you felt while you were playing any of those.

PARTICIPANT 4

| felt alright. ldov[§ E 00C 0]l %0 C]JvP , & WX d]}vo[A %0]C €4 AZ v uC (E] v -
}JvP vCSZ]VP eu% &  E]}pe He /[ iped }Iv[3 vi}C 138 }3Z EA]e X, o}
quite hard, so | was trying to get around the learning cUAg3Z uC (E] v X K AllueoCU /[A =« ]
Ageie <pH]& §Z <0}PX dZ <8}EC[+ v] SZIUPZX | A « Z %%C / (Jv]eZ 18§

' E ~}o] U/ o]l 18X / §Z]vl ]8[*U PE %Z] 00C ]&[« u I]vPbBUtrE}EC A]e
o]l 15X W& ]3[+ +&5 PIZUPSUlVE® VFEX v [ (Jv s}u 8]u s AZ v / %0 C |3 /
}( VE] 8C AZ v I %o C ]8X / }v[§ IVIA AZCX

RESEARCHER
Has any of your gaming intentionally to get your mind off things?

PARTICIIY 4
| feel like none of it really has beentolt uC u]v }(( $8Z]vPeX / }v[8 IVIAU epu }ve J}ueoC
us Jv szjvl]jvP tus (}E& [/ P} }v P useZ v[§ & o00C v§SI1 uC ulv

RESEARCHER
Tell me how to plan and organize dachieve something in either work or school.

PARTCIPANT 4

I }Vv[S IVIAX | %0 v (} & 8Z]vPeX /| %pus 0}3 }( $Z]vPe }Jv uC ov EX/
All E 0]*3X E}3 A EC }(53 vU p38 «}u 8Ju s (}E [/ Hoingcempinvu v3 }E ip:
§Z]vPe /[00 0]*3 3Z A5Z3yP)y SZ}E&E/ $Z § SZ]vPX v 8Z v /[o0 SEC 3} *%o
coming days, weeks, months, etcetera. So, | use that. Often my organisation goes wrong because |

% E} E *3]v § <«u]d gnoteperCjxst work]siyff, uni stuff or anythifige that. |

% E} E *5]v s E v }u §Z]vPeX / §Z]vl uC P]J]Eo(E] v Al}po | $Z § Z}v
*+ 3 }((8)*JuAZz E v /[oo OACe P 3§35} 3Jlu V]A oMHE"KIWErX_ Vv }
KE ](/ P} 3} u BviZ/®& BoovigPZ 8Ju 3} P § 3Z ue v /[00 ipue3 } *}u §Z
miss the bus because | procrastinated it completely.

RESEARCHER
JA } Clp 0 Al8Z 8Z 8 (3 & Clu[A }v ]SM

PARTICIPANT 4

Atu SJu ¢/ }v[S e u S} o EvV [EST |BoW®} 82uF ( §Z u}eSoC He 3SZ G
v §]Ju * Jv 8Z % 3 AZ & AZ v /[u 8 Z}u v U pe]vP 8Z /& u%o }( *

45 minutes away by bus and the bus is quite regdlaf }U /[u o]l ~KZ /[A P}§ v}MBE S]u _ \

P}U v +}u 8Z]vP A]Joo Z %% Vv }v 8Z A C }& /[oo *0}A }Av He  }(
8} 8Z pe *8}%X v 3Z v 8Z pe Aloo P} v 3Z v/ v[3andPeEZ § p-U o}
three different busses instead. | always o Puljos¢ }us 8z § He } A]}peoC 3Z v /[u o

PJEo(E] v X u3 ]8[+ o0} AJSZ 3Z]vPe 0]l % u33]vP A}YEI }(( (}E }v ulE
ulE CX K& }]vP qute@ big &re. $fhen | do do my chores | justmally get them all
}v X U8 <}u SJu ¢ /[u <u]8 *]JoCU ]J( *}u $Z]vP }u ¢ p%U }E J( *Ju }v A
I[ Tpes @E}% 15X /[u «puls *]oC %opsZ S}A E « v}§ }]vP ]3X
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RESEARCHER
How doyou organise your strategy when it comes to gaming?

PARTICIPANT 4

I $Z1vl /[A u v§]}v (}J& 828/ & o00C vVi}C *SCE S PCPue+ v PEV
/fu v}§ §Z S §S8Zu/ Pv & 00C u%o0}C S$Z « u s EBEE}firgt( %0 CJVP <5
person shooters, if you have to think }ps ]S v}@®u ooCU /[u <u]S ( ve]A %0 C EX D

$u ooC o00° U SUES0 AZ v/ %0 C «3E 3§ PC P u - pHe /[o0 ipe3 u

Aloo <u]8 *SE}VPU JESSF BIV[EVE 8§ EE]SIEC V(B PhopZ Faos GvEW N/ A}
& X /[oo S| uC & Vv ¢ CU v ]8[cVv}S v ¢ E]JOCU 0]l }HUE %o }%oc
/f]oo +]Pv 8 uCe o( *}u *%}3s v /[oo ulA SA v $Z25@E}S% P&W X t/]o®E
iged u | <pE sbie sdit}af defence and then the rest of my resources would be spent on

making my future units or future forces, future attack, whatever, as strong as possible. Which in strategy

P u-e« } ov[S Z caWsnuch Because it can take quite a while. | plagr8me Commander on my

laptop, | did over summer. The missions are quite long anyway, but because | turtle it takes like double

§Z 3Ju X z}pu[oo-B}SPWPelE v /[o0o 3| o]l |BAJAZIUZER¥[}S FZ § PE 35X

RESEARCHER
How do youfeel about that?

PARTICIPANT 4

Wo C]JvP «SCE S PC P u -U He UC O %S8}% Jev[S §Z § P}} U/ v[S i}]v

multiplayer strategy games so | have to play them off to my own. Halo ¥Mara strategy game which |

like because lcanpla ]38 A]3Z uC (E] v X /v § GEues }( JvP +]vP0o %0 C E 3@
u e ]S8[ }(S v u]es | 8} SHESo Jv &S Jv u]ee]}lveX v <}u SJu « C}
startoffinap*]3]}v AZ & C}u Vv[8 } §Z § timejorotig} repdond Ifdn a

multiplayer setting it works out quite well because both my friends, if we play together, are quite

offensive players. And they take off for territory whereas | will staylbag u | euE 3Z § A EC}v [e
got supportiftheff E +}u Z}A o]v ] X /8 A}EIle ]Jv upos]%o C EU p3 o}v ]8

RESEARCHER
Would you say this translates to your daily habits?

PARTICIPANT 4

Sometimes! | thought about this the other dagtually. Sometimes | do think, because | prodrade so

heavily and then when | try to do something | try to do it all at once, it is very much like how | play

*SE S PC P u X "UJ(/ %pus uC E& JvP }(( }E % puS]SZME /{3 (1[0 }(ES\
all relatively anyway. Som&]u « / }v[3U 8 3Z 3[« % E 353C up ZX > «8 C E 3Z 8§ A
my assignments, was | put them off until pretty much the last day or the day before the last day and

then did all the researchunning up to those days and then just wrote thesigmment that night and go

home at about three in the morning after doing that.

RESEARCHER

Did this strategy help when you were younger in terms of school work?

PARTICIPANT 4
Yeah. Maybe not necessarilyw 0SZ (}E&uU usS Jv Z]PZ « Zidgaoff fof nof doid ooC P §
homework and stuff because | would basically just leave it until | could at the last moment and then do
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it. That worked for GCSEs as well because it was just leaving it untilla dayp before and then
cramming.

RESEARCHER
Haveyou worked with any of your tutors about these habits?

PARTICIPANT 4

zZ ZU 3Z C Z 0% =+ upg Z +»38Z C vX ue A EC 3Ju /[A ud v A
form and whatnot, | have said @ my main problem, | feel, is my motivation andatctually start doing
§Z]vPe v }JVP AZ v/ « C /[o0 } ]3] 8Z PP % % E} o uX *}U §Z C }
put things in place and | have used them, and | have become better at dom@®iAZ v / « CU p3 /[u
still not at a level that would appreciate.

(V)3

HS.
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INTERVIEW #4

RESEARCHER
> §[« +& €& A]8Z AZ § CIU[A %0 C &Z]+ A | v Z}A u vGC Z}uE+ (JE

PARTICIPANT 4

| played Halo Wars with my friend for about four hours on Sunday then | played some Fortnite with him
for maybe wvo hours. Monday | was continuing through Metal Gear Solid. | played about two hours of
§Z §X v 8Z v 8} CU /[A vV %o al &yhinRortabsutthtee @outg.o ]

RESEARCHER
Did you intentionally game to escape anything this week?

PARTICIPANT
E}$ 8Z 8§ /[u A E }(X/Z A V[S§ E o00C v Z AJvP up Z $E}u o X /[u P
e E 3Z 3 /[A E Aw[SZ &l Zvv]vP ]Jv « E Ppuo EoC =« / 8Z}uPz3s / A
my attendance might be quitelowandt § / uJ]PzZ8 P § u ¢ P (E&}u §Z v }E& <}u §Z]
AYE E] JUS 8Z EX /3 Jev[8 U **]A %o}ee] ]a)I@ybtgqi An&dail saymg ] 3Z E
& P & JvP uC 8S v v v /[u v}$ o}}I]vP (JEA E(TBYIu]E(3]3% PlueZ Ppdbeo
13 VAE]}ue }uS U% }u]vP ee]Pvu v3eX /[A I]v % pud A}EI Jvs} }]vP §
u **]J]A pd /[A ZvE |8 §Z E X ud % ES (E}u 8Z U v}IX /[A v %o EE
birthday coming up so thisweeke A [E P}]vP }v 0} o0 Z}o] C <} /[u o}}I]vP (}EA
girlfriend and a bunch of our friends are coming with us and | thinkisteqants to go out around town
V UC P}38} v upe uvs % EIU AZ] Z /[o0 % E} redEcabge | pdte/ A}v[S }
roller coasters.

\.
C
<

«

RESEARCHER
How have you managed the anxiety you mentioned?

PARTICIPANT 4
I8 Z *v][S§ v E o offing prelpAgdd. XNormally just pangs of anxiety that last about a minute

v §Z v 38Z C o A v kaeasepwherédit cdald be prolonged, like | did worry the other day
when | was in lecture because the lecturer started speaking about somdthadjno idea about. | was
AYEE] 3Z 515 A «}v }(8Z o SpuE » 8Z &/ Sy side@itZnov[s v §}X
e vv]vP Jv / Z A v[$§ v§8} eju 0 SuE X E}S ¢« uvGQU ps e}u X ~"} §Z 8§
e85 §]e8] *U o}/ ] VES]SSMCOOGC® 03Z}uPZ 8Z o SuE E ] Vv[8 « C ]38 A}uc
assignment | feel like maybe it will. Ahfkel like | may have to ask someone to help me with that

He / }Vv[E8 P § ]8X ~JU [/ Z VAE] 3C }us 8Z S nopgBe wher& |l 3} o A v

just panicked in lecture. But | stopped panicking and just paid attention to the lecturg.reall

RESEARCHER
Have you any days this week where anxiety has kept you from going to university?

PARTICIPANT 4

E}X /[u Z %%C Wis BXdoZ AZ}uPZs }us |8 pe / Y ul 18 ]v SZ u

Previously my anxiety has held roack. | guess it kinda is an issue with me this week because my toe

ZUESX /[A v 8§} §Z } 8}E }ud 13 vIA v appdiatny %its}o hopejully P $3]vP
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P 8§ 8Z 35 «}ES us / }v[s A vs &} 08 38} vC hep@asldrasCkmowSpuE X / Z
this week. | even got time to get to my student council meeting. | got there on time, which | was happy

AlSZX /[u Z % %& 3 v u IJvP ]88 8} §Z]vPe }v §Ju E o00CX tZ v/ ul ]38 }
kinda in my own head. ObyjueoCU /[u v}§ }A Ei}C }us 18U usd8/ } Ilv  8Z]vl §}
u 13 }v 8lu X / }v[38 Z A &} P} ]v3} ople andljasH walk thoough the door¥o

% }%00 <5 E S u He /[uo & v SZ v I/[A P)s J[O|PhS u%}&Z 3B AE
N} 8Z & vv] X us8 Az v 8Z §[+ ulu v3[+ }JA E/ Z A Vv[3§ E o00C E (0
my moodhas improved a bit. When | do get into this situation where | am late, especially the rooms

with the really bigstages for the lecturers that you enter that stage when you walk into the room. | feel

o]l 15[ <uls O}vP A C 3} 3Z }u3 |GSIXSZASEE}BJUW /A Ces 3Z]vl 8} uCe of
[Tu }pus s} 1} Ju C « 3 v /[u }pu3nigddledand kllthége pébple are gonna be

8Z E % EJvP S u X/ ip*s ( o E o0C A |E }us 18X upthagtozU JvP ]
walk right in front of the lecturer to get to my seat or anything, distract people, have people loo& at

kinda does make me feel better because up until the point | sit down | am quite conscientious about it.

dZ 8 % }%0 E %E} PDQ ZZpvIDMWP Cho § X , [+ 0A Ce JvE EEPu%S]VP o

RESEARCHER
Whilst you clearly have a history of anx@t]$[+ *3]Joo0 A EC u v P o (}E& C}uX

PARTICIPANT 4

Iv *}u Jved v sUC ZX/ ( 013 A E]+ 0}3X "}u &haoing jpkd withuhy X/ Zz
girlfriend and my friends that | am scared of everything. And that is true to an extent Wd@emost

§Z]vPeX hvo ¢+ /[u }u%o0 8 oC v /[ IV}A /[u o}v ]Jv 8Z Z}lue v [ }v[3 C
know later on that it is gnna be examined by someone else. But yeah when | am with people or around

in public I am afraid of most things® }]JvP u}eS SZ]J]vPeX /S[e V}S E]% %0]VvP ( &E 0]
*%] &+ }E &I 00 CeX /S[* v}S SZ SullR}vU WEX S4teip¥% YEE[U(Fjvv o
*]JooCX KE }(3 Vv AZ v /[[u *% I]JvP / ( 0 o]ISEWP]VPXuKW®P /[EYIS * % o
getting my point across at all and they think | mean something completely different.

RESEARCHER
tZ v C}pu[Gees%n@Ehese fears or concerns, do you process it with others?

PARTICIPANT 4
/§[« u JvoC CEuvv]vP IywBZvS E}(uC Z / ( oo]l Az v/ §Z]vl }us 1%
}us ZYA /[u P}vv } ¢}u 8Z]vPX KE Z}A /[uAPY VY /fuCv}BusSZIyVPR® 3§ 00>
/[Tu }]vP ¢}u SZ]JvP *}u SJu « Jv §Z I }( uC Z orKarice[pressurg «inda] | % E (
§Z]vP pd ]Jv A EC C ]38 3]}veX /8[e iued A ol]JvP }AvV 8Z +3E & v 3§
clumsylalwayy o o]l ~KZ /[u P}vv ( oo }A EX_ >]I 8Z & |[- VUuvg Jves v
up the stairsinbroa A] A }( A &C}v v ][ ip*s8 A(poX / u v/ o uPzZ ]38 }(( v
laugh about it but in the moment, | go bright red. Not mam@pple see me being embarrassed. But
when | am you can really tell because | do completely change colour an@EgopP 28 & U v ]S[e Vv}S ¢
% S ZC u EE& *°u vS ]8[* o]l (poo (E}u 8§z e }(uC v | 8} 8Z 38}% }(
scalp butno one can obviously see that because of my hair, but it goes red. And | can feel it and |
become reallywarmandA 3C ou}e3 Jved v3 v }JpueoCX ps ]8[+ A(upo pe SZ S ]}
feel worse. But often those times | have learned afterwards that}v[$ E o00C A oo }v ]3X ~}u §]
look aback and sometimes | get quite intrusive thoughts about haandlle things. And it just makes me
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cringe. | laid in bed last night actually and for no reason at all, something that | did four years ago just
came into the front of my mind and | just kept thinking that it was so silly. And it was nothing. It was just

hoA u v (E] v P}8]vd} v GEPpu vs pHe 32 C ] v[sU/ A+« PE ]vP
extra information and they thought that Iwas{§ P& JvP A]$3Z $Z u v ]38 A « <uls §Z]vl
about politics and because me being quite political gereeo C  p S | 8Z v/ A «v[§ < A} JYIR:

0
8Z C ] Vv[8IVIA uCU vC I]v %}0]3] 0 3 v X dZ C ipsigelysepu [/ A+
conservative about things when | was in fact agreeing with them and obviously that upset them. And |
coudZ A Zvo ]§ 3838 C&E He 3Z v /[A } A]}pu*oC P}S p%e $X v §Z C ,
u vA[E (E]ve v [/ P}s }hbEifjEsicame Intd noy head, and it was totally my
( ModX z ZU 8Z C ] V[E pv E3 v A B8/ Aludo@ QJWP]vA]Jo[s A} § &} §
where | was pushing them a bit. And | just thought that was a really stupid thing to do.

REEARCHER
, * 8Z]- v *}Ju $Z]vP C}u[A vuvP]vP ¢«]Jv C}p A E Z]o M

PARTICIPANT 4
Probably since arouhyear 11, so when | was fifteen to sixteen | became more conscientious of my
actions. Because that was a big point in my life, obviously GB@&E®cially it was where | joined my
ulv PE}u% }( (E]veAzZ E |/ Z A | Z}u X ldgrosipd hadsi@Eeyear v uC 0]33
nine or so integrated into this larger group of friends. So, | was being more aware because obviously |
was tryingtou | (E] v » A]8Z]v 8Z § (E] Vv *Z]% PE}u%X / A« JvP u}@&E A
always beenshyanyw/CU p8 S (JE+S u S]JvP §Z u ] v[S E 00C Z 0% pe / }

v ]3[* P}8 8} 83Z %}]v3 VIA AZ E + Yo B(ABZ/Cu}lv[3 E }PV]e u I
AU /[u uCes o( U}YE @E}uv uC P]Eo(E] oselto meaks vam akalipd @y closést» o
friends that | have at home, except my best friends, | am myself around them. But my main group pf
friends (E}u « Z}}o }v[E 38p o0oC IVIA AZ § /[u o]l X /3§ "Jorm@EegadseEl § u 0
was oftenlef§ }us }( S$Z]JvPe He }( %0 }%0 [+ % E %3]}ve }( AZ} / uU v
with people as well as other people did just becaus®ught due to my paranoia of them, me thinking
§Z C ip*s8 <}ousS oC }v[S o]l u U rewith MmeCbut me redkising now ¢hat |

] vi3ul eeupzZ ((JESU }E 3Z C A}po Z A « v ]88 <« ]J(/ A ev[3 u l]vP
When | know | was, but it was very minimalistic things because of how scared | was of almost being
banished frorthe group because of people falling out with me and such. It was also a problem because
making friends within that group | actually developstt got into my first relationship, but that broke
down because we were young. But the aftermath of that wasdadlgimy social suicide in terms of that
group because they had known the girl longer. If we got into an argument about something, or she
made %o}]v3 }us eju $3Z]JvPU }E ] 3Z & +Z ]JvVv[E8 Aviu 3§ %0 =+ 3ZC
her, so | was maglout very early one to be a bad person. And a lot of things people knew, in quotation
marks, about me were false, but | had no opportunitieddll them otherwise without making a scene,
which would obviously exasperate the situation so that was kindasasd.

RESEARCHER
[+ Z & VCSZ]vP C}u Alpo Z A A}EE] }us AZ v Clp A E CluvP E
now?

PARTICIPANT 4
/15 % v o AZ} /[u Al3Z He U 8Z 8 (E] V *Z]% PE}u% U v A v A]J3Z uC
necessarily m best friend, but his friends, and some of them my friends, but not as close to, | am quite
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<u] 8 v U /[u <u] 8 VCAH }3 N] % E+}vX W }%0 ©0A Ce e« C 3} u U~
Z o] [* ineS spu% €& v] X_dZ Cl[oo E ( Godl3uol s} gawXodp®& § olus}/
Az} A E[+ EC]VP }E AZ S A E S} ul suyE SZ C[E }IC v ul «pE A
v /[[oo }$Z 5 VCAC PV E o00CX Vv ]JvuC PJEo(E] V [* PE}u%U v ¢/
}v(] vsSX /[u <uhd I nekg jokes and stuff. | worry less about other people. | worry less about

how other people see me with those people. Buzwv / u A]3Z §Z }3Z G PE}u%-+ /[A u v§]
AYEEC «u]l8 Z AlJoCX A v $Z}uPZ /[u }o E v}AoC+¢]A0SA}SELE DESZ cGou] ¥
uni now, so no one has any ties anymore besides the friends they actually want to see, and | want to

s X/ Avs g} UuilE]SC }( % }%o0 U A v §Z}uPZ / }v[E§ P & }v }E /[u
people in that group $till want to see them and do things with them. But | worry that | will miss out on

a lot during the summer times and the break e+ % }% 0 A]Joo } $3Z]JvPe A]3Z 8Z %o }%o
actually come back to see.

RESEARCHER
tZ v AJ§Z §Z}+ Clu[E &u}es AB@GEZ}A o+ } Clu ( 0 AZ v CIu[E A]EZ :

PARTICIPANT 4

| feel quite good because a lot of them have personally 3} u U AZ] Z } *v[§ Z 0%o He A
though | am really anxious, a lot of them have said to me that | am one of, il@dtibniest person
8Z C IVIAU AZ]1 Z } *v[8 Z 0% u He A v §Z}uPzZ / Z A <uls v /E]

having quie complexes about certain things that will occur as fast as the pangs of anxiety | get. So, if

*}ulv 3 00cu 35Z S(UMvCU 0dIC uC PJEO(E] v [+ (E] v AZ}u /[A Iv}Av

% E A]}ueoC ] 8Z 8 /[u 3Z (pvV e Pakof@e petsréally arkiolsyBecause then

/[fTu 8Z]VI]VP }Z 8Z E [* % @& <*uE V}A He / }ywskridicvidusgnd C vC3Z]vP

completely kills the conversation. Otherwise part of me thinks that | get a slight god complex about it. If

| start to speak people do stop having conversations in that group, which | feel bad about because |

Jvis 8§} }Ju]lv § SrZatiodvAlthough | like to make jokes and be a funny person, someone who

E o] A« 3Z 3§ ve]}lv }( vC3Z]vant pddpledtd waiXorn evenf woid because then it

becomes more of a performance in a way, and then | actually do get performariztya But as time

Z +« P}v }vU « A[A P}v Jvd} s }v C U/ } (]Jv uCes o( Z AJVvP 8Z 3§ %o

genuin oC @& Vv] % }%o0 v / }v[§ ( o vC u}®E o]l / zZ A 3} (uvvCX /

that does feel good. Itfeee v] X v [/[A Z $Z § 0A C+ A]SZ uC +8 (E] Vv X us :

make each other laugh, and | love him to death isiprobably the most annoying person | have ever

us$X / P} E}uv 8} + ZJuU v A oo P 3 1}v v A3[doe }(SZIA[A}REU% Z]
vU Z}A[e pv]U «Sp(( o]l 8Z 83U v §Z v 15 Aloo ipues }u E}lpysw 38} Z]u
i}l 3/ } (Jv 18 (uvvCX /8[+ v}3 Z}YEE] o U pus8 Z Aloo ip*3 P} }v }us

§Z §[+« Z}YA A zp®zZX ~}U /[u v}8 E ooCU / }v[8§ E ooC Z A &} s8zZ]vl }

his reaction alone to him annoying me neakme laugh. My reaction, sorry, makes him laugh. But at the

same time if | wanted to be serious with him | knew that | could be.

RESEARCHER
Tell me about a time where you made the decision to stop and walk away from something.

PARTICIPANT 4
That happes sometimes with work things, but if | talk about games, then | always pick the game back
H% A v3p o0oCX /( /[u Bled tpvahvayg (ngas@ bk civil with people even if | absolutely
*%]e 3Z uX K8Z EA]* V}EuU 00C /Wo+}SAZ 3}k Ev]¥[JcosE & 18 }v ]Jv
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