Reflexive journal - Hygge and まったり (Mattari)

Trains of thought
Some of my ideas for this project came to me when I was in the CLAAS warehouse, busy being an unspoken key worker during the viral outbreak. The warehouse job may not be the most desirable, but it does provide me with ample time to follow many different lines of thinking through my 11-hour shift. Sometimes the thoughts are simple ones like “My feet need a rest”, “I hope it doesn’t get too hot in here today” and the like; and sometimes they are complex thoughts, some so complex as “yuugen” or deciding I wanted to undertake a degree in anthropology. 
The first one was whether I should conduct my research on tabletop gaming and sociality surrounding it as a hobby. I am quite a hobbyist gamer, and I have two main groups who I play with. One is my longstanding friends from home. One thing that I have noticed is that since the outbreak began and we all came home, we have been playing more consistently than we ever did in the past. The other group are the friends who I made at university, and we play on a regular and stable basis which has remained the same since the group came together. I thought I could ask the two groups about what gaming means to them, and what multiplayer gaming as we are doing now means to them. The second train of thought was about the people who came before us. My train followed the idea of “what do people alive now think of the people who came before us?” I thought I could ask people around me what they think of their ancestors, beyond their grandparents and whether they have any thoughts regarding them at all and then compare their responses to those from others around the world by using a few specific ethnographies. My final thoughts rested on my awe towards language. I considered conducting the study on people's relationship to their language, whether it has any special meaning to them, and their interpretations of language as a system. 
Reaching a workable idea
A few days have passed since my ideas started forming. After some consideration, a point brought up in one of our Microsoft Teams meetings was the Scandinavian concept of “hygge”. Hygge is “creating a warm atmosphere and enjoying the good things in life with good people. […] And there's nothing more hygge than sitting around with friends and family” (Visit Denmark, 2020). It is a feeling we all know but unfortunately English does not have a word for it in the same way Danish does. And being a great admirer of other languages and their words that we do not have, I also found an equivalent in Japanese (I am particularly interested in this language given I am teaching it to myself) “mattari” or “ま (ma)った (ta)り (ri)” if written in hiragana. This word means “a state of laziness (being carefree or at ease). Used with this meaning, a sense of boredom is also implied. It can also be translated by “to lounge”, “to relax” or ‘to chill out’” (Coto Academy, 2015). Both words stuck with me over the course of a few days; and they came to a metaphorical head when I was at my weekly Dungeons and Dragons session with my friends from university. It hit me that night that I had been looking forward to the feeling of just being with them, even if it was over the internet; I was looking forward to the casual pre- and post-game chat, the actual game, the in-jokes and the chaos that usually ensued with the group. To me, that sounds exactly like “hygge”, with a degree of “mattari” as well when things were not focused on my character and others had the limelight. 
My passion for the differences in language have now highlighted the feelings of hygge I get when I take part in one of my favourite hobbies: playing Dungeons and Dragons with friends. This has led me to the decision to conduct my research on the sociality of gaming, and whether those around me experience the same kind of feelings, and what scholars have to say on group dynamics and the culture that has grown to surround gaming
Doing the research
I have decided to perform my research across 3 different campaign settings, with two main groups. The main settings are (going by the names of the discord servers) No Consequences: A DnD campaign, Quarantine DnD and Call of Cthulu. The two groups are my long-standing friends from home, and we play in the Quarantine DnD server. The other group are the friends I made at university, and we play in the remaining two settings. All three campaigns have a different feel to them: No Consequences focuses on the Reigenkrieg who are a group who work part time as a travelling circus, and solve issues in unique ways and have a knack for evading any consequences for their actions the DM (Dungeon Master) tries to enact. Call of Cthulu is a dark mystery with a group of paranormal investigators who are hopelessly out of their depth when combatting eldritch abominations based on the works of H.P Lovecraft. And finally Quarantine DnD originally started out as an easy-going pirate campaign where the group sailed the high seas being pirates but has now evolved into a deeply engaging and character driven plot where characters seek to rectify their mistakes. The mood of each campaign also influences the kind of feelings people will experience whilst playing them, and I hope my research can encapsulate some of these emotions, particularly hygge and mattari. To get the results I want, I will conduct ask them five questions once that session has wrapped up:
 1. How were you feeling at various points in the session? Were you elated, excited, nervous, sad, or not a lot? A combination of lots of different emotions? 
2. Did you enjoy one aspect over the other? As in, did you prefer just being with friends or did you prefer the gaming itself? 
3. My research is focusing on two key words: hygge and mattari. Did you feel either of these, at points or throughout the session? 
a. Hygge is “creating a warm atmosphere and enjoying the good things in life with good people. […] And there's nothing more hygge than sitting around with friends and family” 
b. Mattari is “a state of laziness (being carefree or at ease). Used with this meaning, a sense of boredom is also implied. It can also be translated by “to lounge”, “to relax” or ‘to chill out’” 
4. Do you play this game as a means of hanging out with friends? Do you play this game because you enjoy the freedom it gives, and your friends are along for the ride? 
5. Any other miscellaneous thoughts you have and want to comment on
I feel these questions are simple enough that when combined with what I remember hearing in the voice channel, and their responses to these questions I will be able to draw conclusions about any group consensus, people’s mood and the sociality of the game itself. The questions are worded in such a way that both lengthy and short answers can be given, the participant can write as much as they feel is necessary for answering that question. When asking the questions, I will wait until the end of the session, and during the post-game chatter I will ask people if they are willing to participate and answer a few questions to help with my assignment. Once people have agreed to participate I will send the questions to the text channel and tell them that they can either answer them openly in the channel so everyone can see their responses or they can privately message them to me. 
Considering ethics
An issue that I have come across when considering how to do my research was how I would address the participants in my study. A crucial part of Dungeons and Dragons is the interactions between player characters, as they are the driving force behind the game, and I would not be able to write up my results without referring to the players and so to keep their identities anonymous, I will refer to them by their character names. When asking the questions, I will also inform them that only me and the marker will be seeing the final essay so there will be little contact with anyone else besides those who are important to the grading. 
Thoughts on research
After receiving a huge amount of data from my participants, I can now begin to write up the final piece and put my conclusions in writing. The amount of data I received was varied, some gave single sentence responses which concisely told me what they thought and some gave me a whole paragraph for each question; but all of them have provided me with a lot of interesting data to analyse. Observing the DnD games from a different perspective was also an interesting experience. I found that I could fairly easily switch between quiet observation as the groups proceeded through various scenarios and then jumping back into active gameplay when my character was needed; the researching part of me was not interfering with the social part of me that wanted to play DnD and forget about the real world for a four hour time slot. 
Another point of interest for me personally was how I got into the game. Beforehand I was aware that immersion in the game was a crucial part but recently, with the help of DM and players alike, I have found myself getting more and more into the RP of RPGs (roleplaying games). My recent characters have received a lot of attention from both me as a player when constructing them and then attention from the DM by intertwining character quirks and backstory into the wider narrative. This has fostered a bit more of an interest in the social aspect of playing games with others and I think it would be an interesting topic for me to research in the future, given the meteoric rise of video gaming culture and the eternal presence of board games since ancient times. 
On a note that is not directly related to gaming culture, this study has also shown me how precious social bonds are. I will explain it further in my final report but all the players I interviewed had one common theme: most found playing the game a secondary concern, the main reason they played was for the hygge feeling they all got when hanging out with friends. I know that for my part, the feelings of happiness and enjoyment I got from playing have been made all the stronger by the recent events of the lockdown. For a game that I was so used to playing with everyone sitting in a cold backroom in the SU building on dark winter nights has been forcibly replaced with a computer screen and a voice channel, it was quite the shock at first; but now I feel like DnD has been more fun than it ever had been, all the groups are playing more regularly and we all make time to go play. To me, this shows that despite the far from ideal circumstances of the world, the game that we all play has kept us close despite one of us living in Canada, some of us in East Anglia and others in the North of England or even the West Country. 
References
Coto Academy. (2015, September 2). Japanese Slang: Mattari (Suru) for Chilling Out! Retrieved from Coto Japanese Academy Blog: https://cotoacademy.com/japanese-slang-mattari/
Visit Denmark. (2020, May 24). What is hygge. Retrieved from Visit Denmark: https://www.visitdenmark.com/denmark/highlights/hygge/what-hygge

