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Assessment Component 1: Research proposal (1,000 words) worth 10% of the overall module mark for the Psychology Empirical Project. The proposal form will be marked in line with the Level Six Grading Rubric. The boxes below will expand as you type.  
	Student Name and University ID number:
	James Davies - 1803538

	Proposed Supervisor’s name:
	Dr Stuart Jones


	Suggested Research Title/Area: (between 10-15 words and must reflect the essence of your proposed research question, study design and study population and should be more specific than a broad topic area).
Online communication, video games and their relationship with loneliness and social competence – A qualitative interview approach



	Please state the aim and rationale of your study:

The aim of this study is to investigate the emergence of online communication and online video games and the ways in which such technologies can increase or decrease feelings of loneliness and what affects online communication and video gaming has upon social competence. Previous research has suggested that online communication and online video gaming could help individuals develop their social competence, as well as help lonely people make friendships (Visser, Antheunis, & Schouten, 2013). However, other research suggests that online communication and video gaming can lead to negative effects upon social competence and loneliness (Caplan, 2005; Harman et al, 2005). With the inconsistencies in the literature on these topics, it could be beneficial to explore the topic using a qualitative approach and learn of the experiences that frequent users of online communications and online video gaming are having, specifically with feelings of loneliness and their perceived social competence. 
Please state the main research question(s):

1. What affects does the use of online communication through video games and other services have upon feelings of loneliness?
2. Can online communication and online video games help develop social competence in the real world, or does it have a negative effect upon social competence in the real world?
Please state the hypothesis/hypotheses (if appropriate):
Not appropriate as this is a qualitative study. 



	What theory and empirical research evidence supports your research question? (Please provide a brief review of relevant psychological literature and theory and a minimum of eight references). 
The amount of people who play video games worldwide is estimated to be around 2.4 billion (Ukie, 2017). In addition to that, the UK is the 7th largest contributor to that number with half of the population playing video games in one way or another (Ukie, 2017). A popular genre of video games in the modern time are online video games where users can play games with other people from around the world and a lot of these games give the user the ability to communicate either through voice (VOIP) or through messaging (Ukie, 2017). With this, there is growing concern that increased video game and online usage can impede on the social development of adolescents and young adults as less time is being spent traditionally socializing with friends and family (Gresham & Nagle, 1980; Visser, Antheunis, & Schouten, 2013). However, socializing online could have advantages for social competence as users are exposed to a much wider and diverse range of communication partners. The internet-affected social compensation hypothesis suggests that usage of the internet and online activity influences the way in which an individual develops their social competence. Individuals may use video gaming or online communication services to practice and develop their social skills by having access to a much wider range of communication partners than they would if they socialized in a more traditional fashion (Valkenburg & Peter, 2008; Visser, Antheunis, & Schouten, 2013). On the other hand, the internet-affected social compensation hypothesis could also be applied to the negative effect of online communication. Frequent use of online communication and online identity experimentation could result in the user becoming more connected to their online persona and less connected to their real-life persona, potentially resulting in a decrease of social competence in their real lives (Valkenburg & Peter, 2008; Harman et al, 2005). Previous research that looked at online communication and the relationship it had with social competence and loneliness seemed to focus on the negative effects and results from these studies appear inconsistent (Visser, Antheunis, & Schouten, 2013). Some studies support the idea that increased online communication and internet use negatively affects social competence and loneliness (Caplan, 2005; Harman et al, 2005) while other studies seem to suggest either no affect or show a positive effect (Matsuba, 2006; Valkenburg & Peter, 2008; Visser, Antheunis, & Schouten, 2013). There are also concerns that spending more time online could increase feelings of loneliness as the individual is spending a reduced amount of time with others in the real world (Visser, Antheunis, & Schouten, 2013). However, research suggests that online communication can help a person who is lonely with experimenting with their identity and the anonymous nature of the internet could assist in forming friendships by helping the individual be more open without as many social consequences (Lo et al., 2005; Gross et al, 2002; Valkenburg & Peter, 2008). 
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Methodological Details

	Please describe the intended participant group – including anticipated numbers, target population, and any specific inclusion/exclusion criteria:  

Participants that will be recruited for this study will be young adults between the ages of 18-25. Participants who are frequent users of online communication and play online games with friends frequently will be chosen to voluntarily take part in individual interviews. Young adults are chosen as it is the most common age range for somebody to be a frequent user of online communication and online video games and previous quantitative research also focused on this age range (Ukie, 2017; Visser, Antheunis, & Schouten, 2013). Participants who are frequent users of online communication and online video gaming will be chosen because due to their frequency in using online communication, they would be more experienced within the area and thus will be able to answer the questions more effectively. The aim for interviews would be 6-8 participants with varied interests in different online video games and preferred online communication services. This should encourage a wider range of differing opinions and should result in a more in-depth analysis after the interviews have been completed. 



	Please describe the anticipated design (e.g., Qualitative/quantitative, between/within-subjects, mixed design, regression, focus groups, interviews, experimental, questionnaire, etc.):
This study will be a qualitative design and individual interviews will be implemented. Participants will be asked questions relating to the internet-affected social compensation hypothesis (Valkenburg & Peter, 2008) and questions will also be asked relating to generalized opinions on online video gaming/online communication, loneliness and social competence. After the interviews have been transcribed, a thematic analysis will be implemented to analyse the data. The points and opinions made by the participants will be organized into themes and those themes will then be analysed to find differences and similarities between participant opinions and points. The two main over-arching themes will be loneliness and social competence. There will then be subordinate themes which will be created during the analysis to better organize and group the participant’s opinions.  
If relevant, include details of the…
· IV(S) and number of levels:

· DV(s): 
Due to the nature of this study being a qualitative design, there will be no independent variable and no dependant variable will be measured.


	


	What materials/measures are you planning to use for data collection? (E.g., questionnaires, tests/tasks, interview schedules, auditory/visual stimuli, computer programme, etc. Be as detailed as possible here - what specific topics/measures/scales/instruments will you be using and what will you do with this data?)
Participants will be seated in a quiet environment with minimum distractions. Consent and debrief forms will be handed to the participants at the beginning and end of the study. Questions relating to loneliness and social competence will be asked to the participant. The interviews will have the audio recorded by the researcher using their mobile phone and that audio recording will later be transcribed onto a word document. After the transcription, the original audio recording will be deleted, and a thematic analysis will be done to analyse the transcription of the interviews by grouping the participant’s opinions and points into themes to explore any similarities or differences between participants. 



	Please describe the study procedure (what will your participant have to do from start to finish? It should be clear from this how you are actually planning to carry out your study, and what will happen to participants):
Before the interview starts, participants will be handed a consent form which will describe what is being asked of them, the topics that will be discussed and information relating to participant anonymity and confidentiality. In addition to this, the form will include contact details for the researcher and supervisor if participants wished to withdraw their data after the study has been complete (See appendix 1). The anticipated time for the interview will be 30 minutes but may vary depending on the length of time it takes for a participant to answer the question. The participant will be notified of the anticipated time of completion before the interview begins. Following this, 12 open-ended questions will be asked to the participants to create a discussion about the topic. An example of a question that will be asked is; “With the wide range of communication partners that are available online, do you find you are able to practice your social skills more often?” (See appendix 3). When all questions have been answered by the participant, the interview will finish and the participant will be handed a debrief form which will describe for a second time their rights to withdraw their data and confirmation that their identities will remain completely anonymous throughout, also describing the reasoning for the interview and contact information for the researcher and supervisor if the participant had any additional questions (See appendix 2).



	Please describe the data you will obtain and how it will be analysed (e.g., test or questionnaire scores calculated as a mean and analysed quantitatively, recorded verbal reports analysed qualitatively, etc.):

Data being collected will be an audio recording of the interview. This will then later be transcribed, and a thematic analysis will be used to analyse the transcription. 
If relevant, what statistical test will you use and how will your data be analysed through this test (e.g., two-way ANOVA, Multiple Regression, Chi Square, etc.):

If relevant, what qualitative analysis will be used (e.g., IPA, Thematic analysis, etc.):  
Thematic analysis will be used to analyse data recorded. 



	Appendix (not included as part of the 1,000 words but must still be completed)
1. Attach any questionnaires/materials to the end of this proposal as an appendix. 
2. Ethics: Describe the main ethical issues of your study and explain how you will address them here (Refer to the BPS ethical guidelines and address all issues not just informed consent. Please note all students will need to complete a full ethics form, which must be approved prior to any data collection commencing).
To ensure that correct ethical procedures are followed, the researcher will follow and adhere to the BPS Code of Ethics (2018) at all times, before, during and after the interviews have taken place. Consent forms will be given to the participants before the interview begins and the consent form will include information about the topic of the study, what is required from them, estimated time of interview and information relating to their right to withdraw and privacy. Participants will be asked to sign this consent form giving the researcher their written consent to commence with the interview. Although written on the consent form, participants will be reminded verbally about their right to withdraw their data at any point during the interview and that if they do not wish to continue with the interview, any data collected from that participant will be deleted. Data will be handled in accordance with the Data Protection Act (2018). Participants will also be asked if they have any further questions before the interview starts, in case of any confusion from the participant. Following the interview, a debrief form will be handed to the participant that will explain the reasoning for the study, their right to withdraw their data and contact information for the researcher and supervisor if they have any questions or wish to have their data removed. 

Due to the nature of this interview, which is looking at loneliness and social competence, there is a risk for emotional distress among the participants. This is because some of the questions could be seen as quite personal and could bring up negative emotions for the participants. To decrease the risk of this as much as possible, the researcher will ensure the participant understands their right to stop the interview at any point. In addition to this, issues may arise with the data that is being collected on the participants. As participants could be sharing quite personal data, there may be concerns on how that is handled. For this, the researcher will explain to the participant that any data collected will remain completely anonymous and will not be traced back to them. Additionally, the participants will be informed that they may withdraw their data from the study if they wished to do so. 
Appendix 1

Consent form
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Consent Form

Iunderstand that this research is being carried out by a final year Psychology student for their
dissertation. This study will explore how online video gaming and online communication interacts
with loneliness and social competence.

I give my consent to participate in the interview that will take approximately 30 minutes to
complete.

Iunderstand that | am participating in the interview on a voluntary basis and | am free to decline, to
answer any question, or to leave the interview at any time without giving a reason. 1also
understand that | can withdraw from the research at any time.

Iunderstand that all information provided is confidential and will be anonymised through the use of
pseudonyms or numbers. Other names mentioned during the interview will also be anonymised.
The interview data will be stored in accordance with the Data Protection Act.

I understand that the interview will be audio-recorded and transcribed by the researcher. Only the
researcher will hear the audio recording of the interview in full

1am aware that i | have concerns about the study | can discuss these concerns with the researcher
or the academic supervisor at any time during or after the study.

I also understand that at the end of the study | will be provided with  debrief form and the
opportunity to discuss any issues with the researchers

| agree to participate in the study conducted by
James Davies, School of Psychology and Counselling, University of Wales, Trinity Saint David,
Carmarthen under the supervision of Dr Stuart Jones.

Participant signature:

Date:




Appendix 2

Debrief sheet
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Study Debrief Sheet

‘An exploration into online video gami
‘with loneliness and social competence

online communication and how they interact

Thank you for taking partin the study

The aim of this study was to explore the interactions, positive or negative, that online
video gaming and online communication has upon feelings of loneliness and social
competence

I you wish to withdraw your data from the study, you must tell the researcher
now. After this point. allof your data will remain confidential and anonymous and we
will not trace it back to you.

Iftaking partin this study has raised any questions please speak to the researchers
on: James Davies — 1803538@student uwtsd ac uk or contact the academic
supenvisor Dr Stuart Jones — S A Jones@uvisd ac.uk.

Thank you once again for taking time to participate in this study.

James Davies
BSc Honours Applied Psychology

University of Wales Trinity Saint David, Carmarthen




Appendix 3

Interview questions/Schedule 
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Estimated time of interview: 30 Minutes.

General (Introductory questions)

Please discuss your general experience with online video gaming and online communication.
For example; How you feel while doing it, how often you do it.

How long have you been using online communication or playing online video games?

‘What applications do you use to communicate online?

‘What types of online video games do you play and is there communication involved?

Loneliness

Do you have many online friends?
How do you feel when you are spending time with your online friends?

‘Would you describe your relationship with your online friends as close as your real-life
friends?

‘When feeling lonely, if ever at all, do your online friends help combat that feeling?

Are there any differences in feelings when spending time with online friends as opposed to
real life friends?

Social competence

‘With the wide range of communication partners that are available online, do you find you are
able to practice your social skills more often?

Do you communicate differently online than you would in the real world?

In your opinion, has communicating online helped you become more competent in
communicating and socializing in the real world?
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