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ECPS6001: Psychology Empirical Project
Research Proposal

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:
	Lewis Rocke (2006066)

	Proposed Supervisor’s name:
	Only complete this if you have already been in contact with a potential supervisor who has agreed to supervise you in principle. 

Karen Eaton Thomas





Psychology Research Area (tick all that apply) 


	Social Psychology 

	Developmental Psychology 

	Biological Psychology 
	Forensic Psychology 

	Health Psychology ✓

	Individual Differences ✓

	Educational Psychology 
	Political Psychology 

	Cognitive Psychology 

	Clinical Psychology 
	Counselling Psychology 
	Occupational Psychology 

	Other:  indicate briefly (not  included in word count)




Proposed Study Design (tick all that apply) 


	Quantitative 

	Experimental 
	Applied (with UWTSD students 

	Online Q’re Survey 

	Qualitative ✓

	Quasi Experimental 


	Focus Groups
	Online  


	Mixed Methods 

	Applied (with external organisation) 
	Interviews 



	Lab-based study 

	If Applied and involving an external organisation please indicate your plans for gaining appropriate approvals from the organisation: (not included in the word count)






	Other study design:  indicate briefly (not included in word count)




	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).

Attitudes towards violent video games in society





	Background: 250 words 
Why is your study important? What theory and empirical research evidence supports your research question? (Please provide a rationale for your study including a brief review of relevant psychological literature and theory and a minimum of five references). 

Not many studies have been conducted on individuals’ attitudes towards violent video games. Some previous studies have suggested that violent video games have an effect on the players aggression and violence levels (Yao et al, 2019), however other studies have suggested that there it little to no correlation between playing violent video games and aggressive behaviour (Korie, 2015).  Violent video games have become very popular in recent years with young people having more access to play the games. This study is important as due the increased popularity and accessibility of violent video games, it is important to the if they can negatively affect individuals’ aggression levels. Young people are more likely to play video games and 2019 study found that teenagers, especially males, were more likely to see increases in aggression when playing violent video games (Przyblyski & Weinstein, 2019). Most violent video games are rated for 18-year-olds and over and therefore there this suggests that those under 18 are not mentally mature enough to play the video games and so it is clear that there is a worry of the effect of violent video games on young people’s brains (Olsen, 2019). However, the question remains whether playing violent video games causes more aggression than playing regular video games as not many studies have looked at the effect off regular video games and violent video games as attitudes towards violent video games are much more negative than regular video games (Kuhn et al., 2018).
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	Please state the main research question(s) or hypotheses(s): (100 words max)

1. Do people think violent video games cause violence in real life?
2. Do individuals who play violent video games think that violent video games affect their aggression levels?
3. Do violent video games cause more aggression than non-violent video games?










Methodological Details (500 words) 

	Please summarise the key methodological approach: (you can include copies of proposed study materials as appendices if you wish to)
Participants: Who will your participants be, how will you access and recruit them, and how many do you need? 
Design:  using appropriate terminology clearly define key elements of your design (IVs, DVs, Qual approach, exptl manipulations etc).  How do you plan to analyse your main data? 
Materials:  what are the main measures, scales, experimental tools or other materials required for your study? 
Procedure:  How will you carry out the study – define briefly what will happen to a participant in your study from the point of consent to the study debrief.

Participants: My participants will be a mixture of people. Some will be individuals who are consistent players of violent video games. Some will be individuals who are not players of violent video games. This is so the study can understand the perception and attitudes of both video game players and non-video game players towards violent video games. I will need 8-10 participants in order to get a decent sample size of participants. The participants will hopefully be an even split of those who play violent video games and those who do not play violent video games. I will also look to get participants of different ages to see if age affects perception of violent video games.

Design: I will be using a qualitative approach by using questionnaires on attitudes towards violent video games. These questionnaires will include some open-ended questions where participants will be able to explain their thoughts and perception on violent video games. The questionnaires will also include questions where the participants will be able to rank their thoughts on violent video games ranging from, for example, a large effect on violence in players to a low effect on violence in players. I will analyse the data by looking at the questionnaire results and seeing if there any themes in the results. I will see if factors such as age, gender, video game players etc have an effect on violent video game perception. 

Materials: I will need self-made questionnaires on violent video game perception. I will need a laptop to create and send out the questionnaires and also to receive the data back.

Procedure: Participants will answer the questionnaires containing scale questions and open-ended questions. I will then analyse the results by looking for themes in the results. 































Key Ethical considerations (150 words)


	In this section you are required to briefly outline any specific ethical considerations for your project.  All projects will be expected to adhere to the BPS code of human research ethics, and you will need to submit a full ethics form which will document your specific processes for informed consent, debriefing, and data protection.  Here you need to briefly note additional or specific key ethical considerations for your particular project e.g. potential for distress or discomfort, any deception, research with vulnerable populations or sensitive topic areas, and briefly outline how you expect to manage these risks within your project. 

There is potential risk of distress or discomfort in the questionnaires as it will be discussing both violence in video games and in real life and this could be upsetting for some participan. Participants will be informed of this before consenting and will be informed that their answers will be confidential, and they will be kept anonymous. The participants will be informed that they have the right to withdraw from the study if they at any point feel uncomfortable or in distress. Participants will be fully debriefed at the end.
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