REFLECTIVE ESSAY

This year I was able to participate in my first focus group, I was one of seven participants who took part in a recorded group discussion regarding our perceptions/opinions on how bullying and victims of bullying are represented in media (SWAN_credit_ARR).  We were presented with a selection of genuine news articles reporting on extreme instances of bullying and the outcomes of these. The stories included articles about a young bullying victim who had committed suicide, a 2022 school shooting in Texas and even Ant-Man actor Paul Rudd reaching out to a bullied schoolboy (Jackson, 2022).  We were encouraged to read as many studies as possible in 10 minutes before beginning a discussion about the portrayals of bullying seen in these articles.   The researcher did a good job using prompt questions to provoke discussion at times.  During the 45-minute discussion, we were asked what we noticed about these media portrayals of bullying, what articles we were drawn to the most and how we would expect these articles to influence perspectives on both bully victims and bullies themselves.  The group and I shared our unique views and even our own experiences with bullying to which I felt no discomfort in sharing as for anonymity's sake we were given numbered aliases to identify ourselves (e.g. participant 4).  The discussion became so focused that the researcher had to quickly move through the last few questions, however, they expressed satisfaction with the data that had been collected. The debrief form revealed to us that the study aimed to investigate how media portrayals would impact bullying survivors and perpetrators. The debrief sheet also included links to the UWTSD Student Service Wellbeing page (UWTSD, 2024) as well as other anti-bullying organisations for if we were affected by the discussion topic. 
One of the standout online studies I participated in was a study looking at video game stereotypes and gaming identities (Swan_Credit_SH2).  When looking through EMS for studies, this one stood out to me as I have a long history of enjoying different types of video games.  The information sheet informed participants that this study is investigating perceived stereotypes involving female gamers and provided current literature about the definition of “gamers” (enjoying 7+ hours of gaming a week and watching others playing games online) (Yim et al., 2023).  The information sheet was extremely detailed and comprehensive, highlighting the right to withdraw, the purpose of the study, what is expected during the study and why my provided information is relevant to achieving the research project’s objectives, adhering to the BPS internet-mediated research ethical guidelines (Kaye, et al 2021).  While I would not classify myself as a die-hard gamer when compared to my gaming habits in my younger years, I feel as if my participation in this experiment would be beneficial as I do still play the occasional video games, I have female gamer friends and I frequently watch other gamers play on YouTube (some of which are female).  I provided my demographic information and was then presented with four questionnaires, the first was taken from the Three-Factor Model of Social Identity (Cameron, 2004) with the word ‘gamer’ being put in place as the measured identity, this questionnaire asked me about my identity as a gamer and how I feel about other gamers. The second was the Stigma Consciousness for women gamers (Brown & Pinel, 2003) which assessed how I would view female gamers, how other male gamers may view female gamers and if I perceive the gaming community to be sexist.  The third was the Female Gamer Stereotype scale (Yao et al., 2023) which asked me about my perceptions of typical female gamer stereotypes and the final questionnaire asked what genres of video games I usually engage with (shooters, RPGs, fighting games, etc).
One of the first lab studies I took part in this year was investigating the effects of an Autonomous Sensory Meridian Response (ASMR) on short-term memory (SWAN_credit_ABP). After being told the premise of the investigation and what was expected of me, I was asked to put on headphones and listen to a 15-minute ‘virtual barbershop’ ASMR experience ready loaded on a laptop.  As I had little experience/interest in ASMR other than knowing the basics, I personally felt the 15-minute experience was slightly too long as I felt none of the tingling or relaxing sensations one would usually expect from ASMR (Andersen, 2014).  I was then directed to a Superlabs computer that required me to complete two memory recall tasks of recalling ‘nonsense syllables’ and asked three questions about my thoughts on the ASMR experience.  As someone who does not engage with ASMR material, I had no strong thoughts but still understood the appeal of the medium and acknowledged the importance of this study being part of a relatively new line of research. So, despite my reservations, I participated with integrity by listening to the entire ASMR experience and maintaining my best focus during the memory recall tasks so as not to cause negative implications for the future of investigations into ASMR and how it affects us.   
When planning this reflective essay, I chose to focus on three very different types of study to compare my enjoyment and how differently they were run.  I reached out to each of the researchers, asking if they would provide me with copies of the information, consent and debrief sheets.  Each researcher obliged and I was able to see that all three of these studies adhered closely to the various BPS ethical codes such as my right to withdraw and participant confidentiality and providing me with the documents when requested (Oates et al, 2021)  For the focus group, the lead researcher made it clear that if we wished to withdraw then it would have to be before the recording device was turned on as it would, of course, be difficult to remove data that is part of a wider discussion. Overall, I was impressed by how each of these varied studies was run.  The focus group made me feel comfortable enough to share sensitive information which was also helped by the provision of snacks and refreshments, and I felt that what I contributed was valuable.  For the gaming questionnaires, although a lengthy process to fill out five different scales, all the items were relevant to what the researcher was aiming to discover.  Finally, the ASMR study could maybe benefit from having two/three different ASMR experiences rather than on continuous 15-minute experience, but overall, it was well-run and informative. 
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Research Hours Log
	Study Code
	Brief description of procedure
	Reflections
	Notes

	SWAN_credit_ABP
	First listened to a 15-minute virtual ASMR “haircut” and then completed two memory recall tasks featuring nonsense syllables.
	The ASMR video was maybe a bit too long as I became extremely bored and had none of the tingling reactions usually associated with ASMR, however, it was very relevant to the memory recall tasks and the debrief sheet made it clear how the two would have been linked.  

	Interesting to explore a new avenue of media (ASMR) which I had not previously considered. 

	Swan_credit_BS
	Filled out a multi-item questionnaire from a personal laptop with questions regarding mental health stigma and seeking mental health support in men (particularly in ex-military).
	This study hit home with me as I am a male who was previously concerned with the stigma associated with seeking mental health support, and who also has a father associated with public services who also experiences mental health issues.  The study was conducted well and information and debrief sheets were comprehensive and informative. 

	Extremely thought-provoking and relevant study.

	SWAN_CREDIT_LC
	This task involved viewing two images of a male and a female and being told that they both applied for a job as dental practitioners, then completing the Professionalism Scale (Hall, 1972) questionnaire to rate traits of professionalism concerning the images

.
	This study was interesting, however, I also felt as if it was a little bit surface-level in its investigation into attitudes between males and females as professionals. I personally have no preference between male or female dentists I answered questions about both images in more or less the same way.  The information and debrief sheets were informative and provided literature about how some people may view professionalism differently.  

	While I struggled to grasp the concept behind the study I did find it enjoyable and the debrief sheet informative. 

	Swan_Credit_SH2
	The study involved answering four questionnaires regarding whether I was a gamer or non-gamer, how long I spend playing video games, the types of video games I play and how I view the stigma around female gamers. 
	This study was very engaging and relevant, I enjoyed reminiscing about the old video games that I used to play and was very interesting to see how my gaming habits have changed.  I wouldn’t classify myself as a die-hard gamer compared to my habits a few years ago, however, I have several female friends who enjoy a variety of games and so I felt as if the questionnaires used were extremely relevant and appropriate with the introduction and debrief forms being in-depth and descriptive into what was being investigated.

	A very enjoyable study as I had a strong interest in the subject area stretching back to my childhood.

	SWAN_credit_ARR
	This study was a 45-minute focus group put together to discuss news media portrayals of bullying, victims, and perpetrators which was recorded and later transcribed by the researcher. 
	As this was my first focus group, I found this study to be very enjoyable as I was able to participate in this conversation surrounding bullying, we were first asked to read a selection of media articles about extreme instances of bullying that made news headlines online, the researcher also used appropriate guidance questions to keep the conversation on track as we all shared our thoughts and opinions.
	This study had the potential to be ethically concerning as we discussed instances of school shootings and suicides however the researcher did well to emphasise the right to withdraw before hitting record.

	SWAN_credit_KRW
	This study investigated behaviours surrounding and the relationship between sexual consent on relationship satisfaction and first asked for my demographic information before starting a lengthy questionnaire regarding sexual consent norms and indirect behavioural approaches to consent. I was then asked about my relationship satisfaction. 

	This study had a requirement that participants must be 18 years of age and over and in a current romantic relationship.  Some of the questions used to assess how participants give and receive sexual consent could be seen as ethically grey as they were often very private and even the questions regarding my relationship satisfaction could be seen as overly intrusive, however, I felt comfortable that my responses would be held in confidence and that my data would make up part of a larger and very worthwhile study.  
	This study felt extremely similar to a lab study that I took part in as part of my first year and so answered these questions in the same way I did previously.  

	SWAN_CREDIT_KC
	This study was to explore attitudes towards people who practice BDSM and whether attitudes differ between males and females and age groups.  I was initially asked my demographic information and then filled out a questionnaire about how I perceive the practice of BDSM.

	Similar to the entry above, some of the questions were very intrusive as they asked about my perceptions of a very taboo sexual practice, however, I answered honestly knowing that my data would be secure. I usually do enjoy taking part in more controversial research investigations as the questions are often far more exciting and thought-provoking than more tame studies. 
	I am interested in seeing the results and discussion of this investigation. 

	Swan_Credit_EM
	This study first asked for my demographic information, then I was moved onto a 25-item questionnaire assessing my attitudes towards women, then a 34-item questionnaire assessing my attitudes towards women's sports, both ranked from strongly agree to strongly disagree. 

	This study was clearly investigating the correlation between attitudes towards women and attitudes towards women in sports.  As I do not watch sports in general, I had no real strong opinions on women participating in sport however I answered the questionnaire appropriately and to the best ability, both questionnaires used were very appropriate for the investigation question. 


	I feel as if almost 60 questions in total was maybe too many for a complete assessment as the study began to drag by about halfway through. 


	SWAN_credit_SJFG
	I was first required to view an image of a middle-aged, male amputee for a minute before being presented with a set of questions about my attitudes towards the man with the image being displayed at all times, the questions included for example “Would you feel comfortable engaging in convocation with this person?” to gage social attitudes towards amputees.
	This was an extremely quick study with only a short number of questions to be selected on a Likert scale, the image chosen for the amputee example was missing his left leg however I found myself focusing more on body language and expressions when informing my answers to each question.  The questionnaire focused on my attitude in approach and interacting with a person who had a somewhat uninviting expression, so my answers related more to that aspect rather than him being an amputee.  Debrief sheet was extremely detailed. 
	An interesting and well-researched study with strong implications in real-life situations. I ended up having an extended conversation with the researcher about this topic after the experiment had finished. 


	Swan_Credit_CR
	This study asked for demographic information and then asked a 20-item questionnaire about my personal experiences with concentrating and working on a scale of strongly agree to strongly disagree, Then a second 36-item questionnaire regarding your personal opinions on your experiences with assessments.
	This study investigated the link between the measurement of assessment control and assessment experiences within educational settings.  This is fascinating as asking university students about their experiences with assessments and assessment marking would provide the researcher with the best possible data set for what they are investigating, I answered the 56 questions with enthusiasm and the debrief sheen excellently described how the results from both questionnaires could be linked into a conclusion. 
	This was a very enjoyable and extremely meta-study as it asked questions about how I viewed how my academic work would be marked while being a piece of academic work in itself.


	SWAN_CREDIT_SJ
	This was a 45-minute focus group discussion about how parenting advice is received through social media and other online sources. The researcher provided examples of such advice for us to read on the table and provided a few guidance questions throughout the discussion. 
	It was acknowledged that this discussion may feature sensitive topics and our right to withdraw before the recording starts, as well as confidentiality was made clear (BPS, 2021).  The group consisted of 2 non-parents (including myself) and 6 parents/stepparents.  It was clear early on that the parents in the group obviously had much more experience and more to say than the non-parents, so I feel I was not able to provide much relevant data.  The convocation was driven by the parents who all shared their parenting styles as to how they decided to settle on these styles given what information is available and what information online should be discarded.  The best I could contribute to this was by comparing how my parents raised me in a generation without the internet compared to how parants raise their children today.  

	I struggled to engage properly in the discussion, however found it interesting to hear perspectives from the parents and made me think about my own ability to be a father one day.





