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Summary of proposed study - indicate the topic, hypotheses (if appropriate) and brief details of your methodology (continue on separate sheet if necessary):

This investigation shall be an examination of Social Identity Theory within pen-and-paper Role-Playing Games, with a primary focus on the forming of internal and external identity and social boundaries. 
Aim of your study
This study aims to provide a qualitative analysis of social identity theory and how this applies to character creation and roleplay within pen and paper role playing games such as Dungeons & Dragons, Dungeon World, 
What theory and research will you be including?
I shall be including the following theories as a basis for my research and interviews. 
· Mind/Brain Identity Theory (Philosophy, Smart, J. J. C., "The Mind/Brain Identity Theory", The Stanford Encyclopedia of Philosophy (Spring 2017 Edition), Edward N. Zalta (ed.), URL = https://plato.stanford.edu/archives/spr2017/entries/mind-identity/)
· Social Identity Theory (Ashforth, B. E., & Mael, F. (1989). Social identity theory and the organization. Academy of management review, 14(1), 20-39.) (Tajfel, H. (Ed.). (2010). Social identity and intergroup relations (Vol. 7). Cambridge University Press.)

· Self-Perception Theory (Bem, D. J. (1972). Self-perception theory. In Advances in experimental social psychology (Vol. 6, pp. 1-62). Academic Press.)

· Social Cognitive Theory (Bandura, A. (2001). Social cognitive theory: An agentic perspective. Annual review of psychology, 52(1), 1-26.)

· Cultivation Theory (Williams, D. (2006). Virtual cultivation: Online worlds, offline perceptions. Journal of communication, 56(1), 69-87.)( Potter, W. J. (2014). A critical analysis of cultivation theory. Journal of communication, 64(6), 1015-1036.)

Prior research regarding role playing games has been conducted, and as a basis for this study the following papers shall be used and cited.

· “Behind the avatar: The patterns, practices, and functions of role playing in MMOs” (Williams, D., Kennedy, T. L., & Moore, R. J. (2011). Behind the avatar: The patterns, practices, and functions of role playing in MMOs. Games and Culture, 6(2), 171-200.)
· “Applying common identity and bond theory to design of online communities” (Ren, Y., Kraut, R., & Kiesler, S. (2007). Applying common identity and bond theory to design of online communities. Organization studies, 28(3), 377-408.)

· “Gender Swapping On The Internet” (Bruckman, A. (1996). Gender swapping on the Internet. High noon on the electronic frontier: Conceptual issues in cyberspace, 317-326.)

· “Role-Playing and Playing Roles: The Person, Player, and Persona in Fantasy Role-Playing” (Waskul, D., & Lust, M. (2004). Role‐Playing and Playing Roles: The Person, Player, and Persona in Fantasy Role‐Playing. Symbolic Interaction, 27(3), 333-356.)

· “Sense of community, social identity and social support among players of massively multiplayer online games (MMOGs): a qualitative analysis” (O'Connor, E. L., Longman, H., White, K. M., & Obst, P. L. (2015). Sense of community, social identity and social support among players of massively multiplayer online games (MMOGs): a qualitative analysis. Journal of Community & Applied Social Psychology, 25(6), 459-473.)

· “Social relationships and identity online and offline” (Slater, D. (2002). Social relationships and identity online and offline. Handbook of new media: Social shaping and consequences of ICTs, 533-546.)

With these papers and theories forming the basis of my qualitative investigation, I shall be performing both individual and group interviews with participants in order to assess thoughts, feelings, opinions, and other qualitative data, upon which I shall then perform Interpretive Phenomenological Analysis. This data shall then be collated into themes and further analysed for any Super-Ordinate themes that may occur throughout the interviews. A reflexive analysis shall then be performed in order to provide further perspective from the researchers viewpoint. 
Rationale for your study?

Whilst research within this topic has been extensive, and supporting evidence is plentiful, a primary focus of each prior investigation and analysis has been based around and within the United States of America. Not only this, but participants or subjects along with investigating psychologists have been predominantly male. This study shall aim to address the cultural differences as well as gender differences, and shall potentially provide a more well-rounded perspective surrounding the formation of individual identity in adolescence and young adulthood. 
Hypotheses/research question?
As this is to be a qualitative investigation, based around individual and group interviews, there is no hypothesis at this time. However, my research question is “Does adolescent participation within pen-and-paper role-playing games aid in the formation of identity aspect, either socially, personally, or both?”. I also have a further research question for which I wish to obtain information, which is “when forming alternate identities within the confines of roleplaying games, do we naturally create an idealized version of our self and who we may aspire or desire to be, or do we create a “reverse-image” of our self in order to perform or dictate action or self that is opposed to our fundamental real-world self?”
Methodology

This study shall be conducted using a non-experimentel, qualitative design. The participants shall be locally-sourced, and will range from eighteen (18) years of age, to approximately fifty-five (55) years of age. Approximately 20 participants shall be sourced, with 5 interviews conducted on an individual basis. The other fifteen (15) participants shall be separated into three focus groups consisting of five individuals each. These shall be mostly unstructured and freeform focus groups in order to allow participants to relax and to enable them to speak more freely and more introspectively regarding their experiences with pen and paper role-playing games. I shall also be asking each participant to create a character whilst present, and questioning the participants on their choices in an informal manner. 
Materials used shall be a dictophone, a computer, pen and paper, a character creation PDF for a pen and paper roleplaying game called Dungeon World, and tea and coffee for the participants. 

Results/Analysis
As this is a qualitative study, there shall be no statistical analysis for this investigation. However, I shall be using Interpretive Phenomenological Analysis in order to collate the data and to identify any themes within the interviews. I will then categorize the themes and examine any Super-Ordinate Themes that may occur. 
Appendix (not part of the 1000 words)
Materials to be used:

· Dictophone (interview recording)

· Pen and Paper

· Microsoft Word

· Computer

· Dungeon World Character Creation PDF. 
Ethics:
· Informed consent shall be provided to all participants.
· All data shall be kept for a minimum of one (1) year. 

· All data shall be anonymised in order to maintain personal and professional privacy

· All data shall be kept secure behind either:

· Password-Protected Folders within a Password-Protected User profile on a personal computer
· A physical key lock kept in a secure and private location. 

· All activity shall take place within the United Kingdom. 

· All participants shall be a minimum age of eighteen (18), shall be entirely voluntary, and shall be fully-informed and debriefed as to the purpose of the study. 

· A Full Risk Assessment shall be conducted in order to maintain safety and security for both participants and investigator

· A conflict of interest may occur from the perspective of the investigator, due to the primary investigator being involved within the roleplaying community. To mitigate this, a mindfulness activity shall be performed by the primary researcher prior to any and all interviews conducted. This will allow the primary researcher to compartmentalise, and to better achieve objectivity within the study. 

· Emotional risk is minimal, as pen-and-paper roleplaying games are considered an enjoyable activity to both perform and discuss, however information regarding mental health charity M.I.N.D, The Samaritans Helpline, and contact information for the overseeing University Staff shall be provided within both consent and debrief forms, and regular breaks within interviews shall also be taken. 
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