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Abstract
The purpose of this research was to determine if a violent table-top roleplaying game conformed to the predictions of the general aggression model (GAM) and if research concerning roleplay in a more general sense could be applied to roleplay in the context of a game. This studies hypotheses where that playing D&D would increase the aggression levels of the participants and that it would also increase their self-esteem. This study used a mixed design comparing four data points, a questionnaire filled before playing (session 1 pre-game) either Cluedo or D&D then again after play (session 1 post-game), in session 2 the participants where asked to repeat the process (pre-game and post-game) continuing to play the same game (Cluedo or D&D). The questionnaire measured the aggression and self-esteem scores of the participants. 24 participants (12 Male and 12 female) participated in this research. No significant difference was found between the D&D or the Cluedo sessions but the Cluedo group was significantly more aggressive than the D&D group. This means that the results of this study contradict the predictions of the GAM and seem to indicate that D&D has an element to it that counters the violence aggression interaction.
Introduction and Literature Review
The effects of violence in media on those who consume it is a controversial topic and one that is still discussed by the public today. Former Vice President and presidential hopeful Joe Biden said that video game developers are “creeps” and that they make games that “teach you how to kill” (The Editorial Board, 2020).  The field of psychology has also shown great interest in the effects of violence in media, prompting the development of many theories to try to explain the perceived link between the aggression of consumers and violence in the media that they consume (Bandura, 2001; Mischel & Shoda, 1995; Zillman & Bryant, 1974; Collins & Loftus, 1975; Allen & Anderson, 2017).
 This interest, however, has not extended to a form of media that in the past was highly controversial, table-top roleplaying games. Although much of the discussion surrounding violence in media and its effect on consumers is currently focused on videogames, table-top roleplaying games used to be highly controversial. The table-top roleplaying game Dungeons and Dragons (D&D) was once the centre of a satanic panic. Conservative Christian figures stated that the game taught satanism, demonology, murder and rape (Waldron, 2005). More mainstream sources also associated the game with murder and suicide as well as psychosis (Haberman, 2016). D&D was partially or wholly blamed for the suicide of Irving Lee Pulling the 2nd as well as the murder of Mary C. Towey by two young men who played the game (Haberman, 2016; Librach & Rogers, 1985). There were concerns that by playing D&D, players could lose their sense of right and wrong as well as become accustomed to performing murder, thievery and magic (Haberman, 2016; DeRenard & Kline,1990).
In a TTRPG such as D&D it is generally understood that players use speech to describe their characters’ actions and that in most games a game master (GM) or dungeon master (DM) acts as a referee and establishes the setting, whilst each player plays an individual character in the setting (Crawford, et al., 2014). The GM describes the scenario, the players describe what they would like to do, the outcome is then decided by either the game system or the GM (Crawford, et al., 2014). In D&D specifically, the games are set in a fantasy medieval setting, similar to the works of Tolkien. The players generally form an adventuring party and work together to defeat enemies and conquer dungeons, most often violently.
Although most of the controversy surrounding D&D has died down, its sales have risen considerably. The current edition (5th edition) was released in 2014 and by 2016 the players handbook was in the Amazon books best seller top 100 at #92. By 2017 the handbook had risen to #40. In 2018 it had risen to number 21 with the dungeon masters guide and monster manual joining it at #71 and #76 respectively (How Well is 5th Edition D&D Selling? - Unpossible Journeys, 2020).
The purpose of this research is to determine if the violent table-top roleplaying game D&D conforms to the predictions of aggression models such as the general aggression model (GAM) (Allen & Anderson, 2017). Some research has shown results which may cast doubt about whether the violence in D&D will have the predicted aggression effect. Stroessner et al. (2009) showed that roleplaying used in an educational setting seemed to increase the empathy and self-esteem of those who participated. This effect may counter the aggression enhancing properties of violent media predicted by the GAM. As previously stated, aggression models have not been applied to the field of table-top roleplaying games, but it also seems that there has been little research in general to determine what psychological properties, if any, surround table-top role-playing game such as D&D. In order to get a grasp of what properties such games may have it is necessary to turn to a field much more thoroughly explored by the psychological community, video games.
 Although there is great interest in how the violence in videogames affects those who play them there is also great interest in the benefits that videogames can provide both from a cognitive perspective and from a prosociality perspective (Bavelier et al., 2012; van Ravenzwaaij et al., 2014; Adachi & Willoughby, 2013; Tamplin-Wilson, 2019; Harrington & O’Connell, 2016; Weinstein & Weizman, 2012; Adachi et al., 2015; Adachi et al 2016). Some of the research exploring video games has found some promising results which may be applied to table-top role-playing games. If this study shows that table-top roleplaying games conform to the predictions of the GAM then it may be beneficial to the developers of prosocial media and in particular prosocial games, both digital and otherwise. Due to table-top roleplaying games’ relatively low cost and ease of modification compared to the development of video games or other more traditional forms of media, table-top roleplaying games could be used as a model to experiment and test principles to be later applied to prosocial media. If there is an element of D&D which counters the predicted aggression effect then there is potential for future research to identify and isolate it, and then apply these qualities to prosocial games.
In order to determine if there is an aggression effect the board game Cluedo will be used as a control. Dixon (2006) defines Cluedo as a board game in which players are tasked with discovering the circumstances of a fictional murder, information about the murder, the room in which it was committed, the weapon used and the suspect, which are all conceptualized on cards. At the beginning of the game three cards, one from each category, are removed and placed in an envelope, these represent the fictional murder’s true circumstances, the room in which it was committed, the murder weapon and the guilty suspect. The rest of the deck is shuffled and dealt out to the players. The players must then determine which weapon was used as well as which suspect and in which room using information gained from cards revealed by other players throughout the game, another player stating that they do not have a card and the cards they themselves possess.
Cluedo is an appropriate control condition as it does not conform with the GAM’s definition of violence. The GAM defines violence as an act of aggression involving serious injury; this being an injury that requires serious medical attention or results in death, as its ultimate goal. Research exploring board games and their effects on individuals have shown that board games used as an intervention can be expected to increase participant motivation, improve the interpersonal interactions between participants as well as enhancing the participants understanding of knowledge (Noda et al., 2019). 
In a review of recent literature published in 2019 Nakao showed that playing traditional games, such as Shogi, Go or Chess, were associated with improvements in cognitive impairments as well as depression. Nakao also showed that intervention-based board games developed to modify behaviour also showed encouraging results in the fields of safe sex, smoking cessation and healthy eating (Nakao, 2019). There is no evidence to suggest that board games have an aggression enhancing effect inherently. Due to the fact that Cluedo is not violent it should not have any aggression enhancing qualities and can therefore serve as a control in this study without bias, and without negatively impacting the results of this research.
Aggression Theory
As previously mentioned, there has been great interest surrounding media violence and its effects on the people who consume it, this has led to many theories and experiments attempting to model a relationship between media violence and aggression. One of the most famous experiments that studied the relationship between seeing violence and how that effected the behaviour of those who saw it was Bandura’s bobo the clown (Bandura, 1961). The insight that this research provided allowed for the development of one of the theoretical precursors to the GAM GAM social learning theory (Bandura, 2001, Mischel & Shoda 1995). Social learning theory states that an individual can develop aggressive behaviour through either a direct experience of violence or through observational learning. An example of observational learning is a child seeing another individual being rewarded for aggressive behaviour meaning that they are more likely to behave aggressively themselves. Social learning theory does not, however, claim that the behaviour of the child becomes more aggressive universally, meaning they become more aggressive in all aspects of their lives. When social learning occurs, the individual observing the behaviour makes a cognitive inference about the behaviour and when it may occur or when it is appropriate to perform themselves. This means that observing violence can lead to changes in expectations for future social behaviour. This also means that media that does not show violence in many varied social situations can only promote aggression in certain situations, contradicting what some research has shown (Orpinas & Frankowski, 2001; Allen & Anderson, 2017).
Another precursor theory to the GAM that could explain a universal increase in aggression is the excitation transfer theory (Zillman & Bryant 1974). The excitation transfer theory claims that physiological arousal takes longer to dissipate than most people would expect. Once the arousal event, such as exercise or a fight-or-flight response, occurs the arousal continues residually. This residual arousal can then be misattributed to another unrelated event such as an argument. Excitation transfer theory also states that there can be long-term changes to behaviour as a result of this unresolved aggression. If an individual begins to normalise this heightened response to the subsequent unrelated event, then they could self-label as an ‘angry person’ which could then lead to the heightened response without the initial arousing event. This could explain any evidence of long-term changes to behaviour as a result of exposure to violent media.
A precursor theory to the GAM that takes another approach is the cognitive neoassociation theory. Cognitive neoassociation theory states that when an individual is exposed to aversive events then a negative affect is produced. This negative affect then activates expressive motor reactions, memories and the physiological reactions which are associated with fight-or-flight tendencies. These two reactions are themselves associated with an emotional response: anger and fear respectively. Cues in the initial aversive event the individual is exposed to could become linked with the aversive event itself as well as the activated responses, including the physiological and emotional ones. Collins and Loftus (1975) state that these associations become part of memory structures already present in the individual’s mind. Examples of these structures include associations between the concept of a gun and similar aggressive concepts as well as cognitive scripts detailing retaliation methods. An example of how cognitive neoassociation theory would try to model a correlation between consumed violent media and aggressive behaviour is an individual that watches a movie in which a character attacks another for insulting them, as the individual may replicate that behaviour when put in a similar scenario. According to cognitive neoassociation theory this would be because the individual could possibly experience a fight-or-flight response to cues in the scenario or because it activates the previously linked behavioural script.
It is clear there are many different theories concerning human aggression and its causes, but all of them lack generality which is what the GAM provides. The GAM states that the previously mentioned theories (Bandura, 2001; Mischel & Shoda, 1995; Zillman & Bryant, 1974; Collins & Loftus, 1975) are excellent models in their specific domains and draws from them in order to form a comprehensive, integrative framework for aggression which can be applied generally in fields such as male-on-male aggression in sexual competition, male-on-female aggression, temperature effects, intergroup violence and intimate partner violence (Allen & Anderson, 2017). The GAM improves on the previous theories in four ways: it is more parsimonious than its theoretical predecessors; it explains acts of aggression based on multiple motives more effectively; the theory provides a multidimensional classification scheme which allows researchers to examine multiple aspects influencing aggression rather than being restrained to one; and finally it grants therapists, teachers, parents and policymakers a broader perspective regarding the developmental issues of aggression which in turn allows them to make better decisions (Allen & Anderson, 2017).
The GAM adopts a knowledge structure approach to conceptualise aggression and its causes in human beings. Knowledge structures are a cognitive concept which develop in someone’s mind due to the individual’s perceptions, influences and experiences at multiple levels. Knowledge structures can be linked in the mind to beliefs, behaviours and affect. Affect, in turn, can be embedded in knowledge structures in three ways, the first is that the structure itself contains a concept or affect node such as anger. The second is that the knowledge structure has knowledge embedded in it about the affect in question, such as knowledge about when it is appropriate to get angry. The third and final way that affect can be contained in knowledge structures is that they could contain scripts which include affect as an action rule, what this means is that the script would instruct an individual that certain behaviours are only appropriate when certain kinds and levels of affect are present, for example it is only appropriate to aggress against someone who insults you when you are very angry (Allen & Anderson, 2017).
Applying the GAM to violent media and its impact on the aggression of those who consume it has been critiqued by Ferguson and Kilburn (2009) who conducted a meta-analysis on the research examining the link between violent media and an increase in aggression. Ferguson and Kilburn state that many of the aggression measures used in the research is unstandardized and unreliable, which means that they do not reliably produce the same result when measuring the same thing. This kind of bias could lead to higher effects and therefore lead to a false conclusion. They also state that those same aggression measures have poor validity, which means that they do not measure what they claim to measure. This again could lead to a bias and higher effects leading to false conclusions. Ferguson and Kilburn say that research which uses measures more accurately representing actual crime or physical aggression may show decreased effect size, supporting the conclusion that there is no link between violent media and an increase in aggression. The researchers state that previous papers exploring the link between violent media and aggression did not control for confounding variables such as the sex of the individual, their personality and whether there is family violence present. Finally Ferguson and Kilburn show in their results that there is a publication bias, this means that research which supports a link between violent media and aggression is more likely to be published and this may lead to bias in meta-analyses and other research with broad scopes trying to get an overall view of the work done to explore the link between violent media and aggression.
Anderson et al (2010) performed their own meta-analysis on the subject critiquing some of Ferguson and Kilburn’s work. Anderson et al show that Ferguson and Kilburn did not follow the widely accepted procedures for countering publication bias, including unpublished research, which if applied and shown to produce different results would support the idea that there is a bias in the publishing of research in this area. Anderson et al also state that research before 1995 was not included in Ferguson and Kilburn’s meta-analysis and that it seems that a number of studies since then were also omitted from the sample. This means that there may have been a bias in the sample selected by Ferguson and Kilburn.
Self-Esteem Theory 
As was stated earlier, the field of table-top roleplaying games has not been explored thoroughly by the psychological community and therefore the author turned to research conducted in the field of videogames. Research conducted to ascertain the psychological qualities of videogames have shown that there might be beneficial aspects. These aspects may be applicable to table-top roleplaying games such as D&D.
Bavelier et al. and van Ravenzwaaij et al. showed in their research that playing video games can have both cognitive and behavioural benefits and have been associated with enhanced attentional control, memory, executive control and visual-spatial abilities (Bavelier et al., 2012; van Ravenzwaaij et al., 2014). Research has also shown that there may be benefits to an individual’s problem-solving ability if they play certain kinds of games. Adachi and Willoughby (2013) showed that students who played more strategy and roleplaying games reported that they had greater problem-solving skills. Furthermore, their research showed that playing strategy and roleplaying games could be used to indirectly predict academic performance; this was because greater self-reported problem-solving skills could predict higher academic grades and playing strategy games predicted a higher self-reported ability to problem solve. Adachi & Willoughby’s study was conducted with video games in mind and when they refer to roleplaying games they refer to roleplaying video games, but their research may be applicable to table-top roleplaying games too. Psychology has also explored whether the benefits of videogames extend beyond the cognitive with some promising results.
Tamplin-Wilson showed that prosocial video games could be used to reverse or repair the damage that ostracism can cause (Tamplin-Wilson, 2019). Harrington & O’Connell (2016) showed that games which were developed in order to foster prosociality were positively associated with empathy, cooperation and sharing. These results were also shown to be significant after controlling for violent videogame use, weekly game play, socioeconomic status, school type (disadvantaged/non-disadvantaged), age and gender (Harrington & O’Connell, 2016). Researchers have suggested that video games that allow an individual, particularly a young person, to virtually try on different ideal selves are beneficial to their wellbeing (Przybylski et al., 2012). This is particularly relevant to the research conducted in this study as D&D allows for customisation of character in various group and idealised roles. This may be a mitigating factor when it comes to the aggression effect of violence. Research also suggests that video games may be beneficial for individuals’ intergroup relations. Adachi et al. (2015) showed that playing games with a member of an outgroup (i.e. someone from a university not in your country) boosted favourable attitudes toward members of that outgroup. This was found to be true in both violent games (first-person shooters) as well as non-violent games (basketball games) (Adachi et al., 2015; Adachi et al., 2016).
The reason these previous studies are relevant to the research performed in this dissertation is because it shows the potential of prosocial games. Regardless of how the violent elements impact players, the research shows how beneficial these games can be. Another element that makes the prosocial potential of games so promising to psychologists developing intervention is their appeal to users and their ability to hold the attention of users (Griffiths, 2002). This means that there would be no issue of trying to make someone take their treatment, the treatment itself would be fun to them. The appeal of games has not gone unnoticed by researchers and has been applied educationally (Squire, 2003; Egenfeldt-Nielsen, 2006). The same is true of roleplaying, which has a long history of being used as a pedagogical tool (Bolton, 1979, 1998; Ladousse, 1987; Livingston, 1983; McCaslin, 2005; O’Toole & Dunn, 2002; Thiagarajan, 1996). Stroessner et al (2009) conducted research which showed that students who participated in a roleplaying educational technique had significantly higher levels of empathy and self-esteem than those who did not. The reason this is significant is because self-esteem is associated with prosociality (McChesney & Toseeb, 2018). This in turn suggests that roleplay may have some indirect benefits to prosociality. On the other hand, there is research to suggest that this is not the case. Ascherman (1993) found that unstructured games in an inpatient unit for adolescents reinforced character pathology, normalized violence and increased resistance to treatment. This is the central debate of this dissertation, how is the predicted increase in aggression due to the violence in D&D and the prosocial effects of roleplay going to interact?
Summary
In summary this research hopes to establish whether the GAM applies to table-top roleplaying games or if there is some other factor present that would insulate or counteract the predicted aggression enhancing effect.
The GAM (Allen and Anderson, 2017) predicts that violence in any form of media increases the aggression of those who consume it. Stroessner et al’s (2009) research showed that a roleplay teaching technique significantly increased the self-esteem of students who participated. How do these two findings interact in a recreational TTRPG that includes violence?
The GAM, as well as many other models studying aggression (aggression theory), predict that exposure to violence, even violence in media, leads to an increase in aggression. As a violent form of media D&D would be expected to follow the same formula and conform to these predictions. Although there is some evidence to support the idea that there are beneficial qualities to roleplaying, there is an overwhelming amount of aggression theory that would all suggest a link between violent media and aggression. Therefore, the hypothesis for this research is that playing D&D will lead to an increase in aggression.
Rationale
The purpose of this research is to determine whether the table-top roleplaying game (TTRPG) D&D impacts the aggression levels of those who play it. 

Method
Design
This study is a mixed design study that involves four groups of players with six participants each divided into two categories (Dungeons and Dragons vs Cluedo) playing two times over a period of four to six weeks. This means that there will be 2 groups (6 participants in each) playing Dungeons and Dragons (D&D) and 2 other groups that will be playing Cluedo, meaning that there will be 12 participants in both categories. Once the participants are assigned a group they will remain in the group for the duration of the study, meaning that participants won’t be moved from one group to another. The participants will be measured before play to establish a baseline then after each session has concluded they will be measured again.
This study is mixed design because the two categories of participants will be measured for differences between them, and their measurements after each session will be compared to detect any difference within the group.
The independent variable in this study is whether the game being played by the participants is violent according to the GAM. Violence is defined by the GAM as aggression that has serious physical harm as its ultimate goal and D&D has combat elements involved where players can kill other characters or enemies in game whereas Cluedo does not.
The dependant variable in this study is the scores that participants receive after completing and assessing their levels of self-esteem and aggression.
The games will be played two times during the sampling period (4-6 weeks). Participants will be asked to fill in the questionnaire (baseline) at the beginning of each session. An introductory session will also be provided for participants who are not clear on the rules of D&D as well as establish guidelines and expectations in game. The play sessions will be terminated after 15 minutes of play and participants will be asked to fill in the questionnaire again. Each session will be played one group at a time and all participants in the group will be playing the same game (Cluedo or D&D).
The reason this design was chosen was to determine how the violent TTRPG D&D compares to the control variable Cluedo. This design allows for any changes in these two variables to be compared to one another as well as their impact over time.

Participants
This research will use an opportunity sample to collect participants. Participants will be contacted using social media, posters and word of mouth. The design of this study means that an ANOVA must be used to determine the statistical significance of the data collected by the questionnaires. This means that there must be at least 24 participants for the ANOVA to function. There are also upper limits on the number of participants as there is only one researcher working on this study and the number of games that can be conducted practically are limited. 24 is the most participants practically manageable in this time frame. The participants collected were equally split between gender (6 men and 6 women in the Cluedo group and the D&D group). The target population are students of UWTSD Carmarthen.
Materials
The materials used will be the Dungeons and Dragons fifth edition (5e) core rulebooks (Players Handbook, Dungeon Master’s Guide, Monster Manual) and the D&D Starter Set as well as Cluedo. Other materials needed are the Rosenberg self-esteem scale (Heatherton and Wyland 2003) [see appendix A]. This questionnaire was chosen because it only contains 10 questions which is preferable as participants have already invested a significant portion of their time to playing the game and are more likely to complete the questionnaire if it is short. The Buss and Perry Aggression Questionnaire (Buss and Perry 1992) [see appendix B] will also be used for the same reasons. They are both relatively short and therefore should be able to be completed quickly. This study will also use SPSS as it is an effective and useful tool for statistical analysis.
Procedure
This study will separate the participant into two groups, in one they will play D&D and in the other they will play Cluedo. These games will occur two times throughout the data collection period (4-6 weeks) each session of D&D will continue from where the last ends; this means that the story will continue for those groups. For play to occur all members of a group must be present, it is not possible to run two games of D&D simultaneously, this means that all 6 participants from a group will be required to be in a room for play. Data will be collected after each game with a Qualtrics questionnaire. The Qualtrics questionnaire was selected because of the ease of organisation and collection that it allows, removing the need to hand out physical papers that can be lost or misfiled.

Results
Table 1 represents the mean aggression scores and standard deviations of both the participant in the D&D group and the Cluedo group over two sessions and four different data points (pre and post-game).
Table 1
Mean aggression scores and standard deviations of D&D or Cluedo.
	[bookmark: _Hlk38301862]Session
	D&D Aggression Mean 
	
SD
	Cluedo Aggression Mean 
	  
SD

	Session 1 (pre-game)
	79.17
	11.11
	92.75
	19.96

	Session 1 (post-game)
	77.75
	11.43
	97.58
	23.38

	Session 2 (pre-game)
	78.50
	11.74
	94.00
	21.53

	Session 2 (post-game)
	77.33
	12.70
	95.58
	26.99


The greatest mean shown in the D&D groups is in session 1 (pre-game) and the lowest shown in session 2 (post-game ). The greatest mean shown in the Cluedo group was in session 1 (post-game) and the lowest mean shown was in session 1 (pre-game). To determine whether the differences between theses scores were significant a 2x2 mixed methods ANOVA was conducted. There were no significant interactions discovered between the sessions in either D&D or Cluedo (F(4 23.1) = .31, p < .05).
Table 2 represents the combined mean aggression score and standard deviations from all four data points (session 1 pre-game, session 1 post-game, session 2 pre-game, session 2 post-game) under both conditions (D&D and Cluedo).
Table 2
The mean aggression score and standard deviation irrespective of session.
	
	D&D aggression means
	SD
	Cluedo aggression means
	SD

	Irrespective of session
	78.19
	11.40
	94.98
	22.44


When looking at which condition had the highest mean aggression score the Cluedo group showed the greatest overall mean. In order to ascertain whether this difference was significant a 2x2 mixed methods ANOVA was performed. This ANOVA showed that there was in fact significant interaction between the overall mean aggression score of the D&D group and the Cluedo group (F(2, 11) = 617.22, p > .05).
Self-Esteem
Table 3 is a representation of the mean self-esteem scores and standard deviations of the participant from both the D&D group and the Cluedo group over two sessions and four different data points (pre and post-game).
Table 3
Mean self-esteem scores and standard deviations of D&D or Cluedo
	Session
	D&D Self-Esteem Mean 
	
SD
	Cluedo Self-Esteem Mean 
	  
SD

	Session 1 (pre-game)
	22.25
	1.71
	22.67
	1.56

	Session 1 (post-game)
	23.42
	2.27
	22.58
	1.78

	Session 2 (pre-game)
	21.83
	3.49
	20.58
	4.96

	Session 2 (post-game)
	23.00
	2.56
	21.17
	5.42


The highest self-esteem score mean recorded in the D&D group was session 1 (post-game) and the lowest shown was session 2 (pre-game). The highest self-esteem score mean recorded in the Cluedo group was the session 1 (pre-game) the lowest recorded mean in the Cluedo group was session 2 (pre-game). A 2x2 mixed methods ANOVA was conducted in order to determine if the differences between these data points were significant. The results showed that there was a significant relationship between session 1 post-game and session 2 pre-game in the Cluedo group (F(4, 38.9) = 1.98, p < .05).
Table 4 represents the combined mean self-esteem score and standard deviations from all four data points (session 1 pre-game, session 1 post-game, session 2 pre-game, session 2 post-game) under both conditions (D&D and Cluedo).
Table 4
The mean self-esteem score and standard deviation irrespective of session.
	
	D&D Self-Esteem means
	SD
	Cluedo Self-Esteem means
	SD

	Irrespective of session
	22.63
	2.58
	21.75
	3.85


When looking at which condition had the highest mean self-esteem score the D&D group showed the greatest overall mean. In order to ascertain whether this difference was significant a 2x2 mixed methods ANOVA was performed. This ANOVA showed that there was in fact no significant interaction between the overall mean aggression score of the D&D group and the Cluedo group (F(2, 22) = .81, p > .05).

Discussion
This research explored the relationship between violence and aggression in table-top roleplaying games by comparing the aggression scores of two groups of participants. One before and after playing Dungeons and Dragons (D&D) the other before and after playing a control game (Cluedo). The results showed no significant relationship between the four data points at which the participants aggression scores were recorded, regardless of condition (D&D or Cluedo). This contradicts the predictions of the general aggression model (GAM) which states that violent media, which D&D is, leads to an increase in aggression in those who consume it. This model was the foundation for the hypothesis that as the participants played more and more violent games their aggression would increase along with time spent playing. A significant relationship was shown between the D&D group and the Cluedo group’s overall aggression scores. This again contradicts the predictions of the GAM as the results showed that the participants who played Cluedo were significantly more aggressive than those in the D&D group. The self-esteem scores showed the reverse result with there being a significant relationship between two of the data points recorded in specifically the Cluedo group (session 1 post-game, session 2 pre-game). This contradicts the research performed by Stroessner et al (2009) who showed that roleplay in a pedagogy was beneficial to self-esteem.  The results also showed no significant relationship between the D&D group and the Cluedo groups’ overall scores. 
One possibility is that the GAM is not as reliable or valid as Anderson et al (2010) would lead you to believe. As stated in the introduction and literature review of this paper meta-analyses have been performed such as Ferguson and Kilburn’s research (2009) in order to critique the GAM. Ferguson and Kilburn stated that the aggression measures used in studies studying the effects of violent media on aggression were not reliable or valid and that there may have been a publication bias in the sample used for other meta analyses such as Anderson et al (2010). The results of this study seem to support the notion that the GAM is not accurate, this support Ferguson and Kilburn’s results which also assert that there are flaws in the GAM or the research which supports it.
A flaw in the GAM which may explain the results of this study would be a misunderstanding of how violence in media influences aggression. The GAM states that in order for a piece of media to be violent then it must show violence defined as aggression that has serious physical harm as its ultimate goal. However, it is possible that simply the idea of violence is more powerful than violence itself for increasing aggression. For example, the game Cluedo according to the GAM is not violent because it does not portray violence, but it is a game expressly about murder. The connotations of the game may activate the knowledge structures in the mind as explained by the GAM which would lead to the predicted increase in aggression. 
In contrast although D&D may expressly include violence, it is housed in the themes and connotations of fantasy, something which may strike the participants as less violent than the more noire murder mystery concepts in Cluedo. The fantasy themes of D&D may also reduce the influence of the violence in it to levels undetectable by the aggression measures used because they may separate the participants from the reality of the violence. This means that participants may perceive killing fantasy creatures with magic and medieval weaponry as less violent than the idea of being at the scene of a murder of another human being. This would explain the aggression measures scores when comparing D&D to Cluedo.
These results would suggest that the violence in D&D did not have an aggression increasing effect. This runs contrary to the GAM as well as the theories that support it (Bandura, 2001; Mischel & Shoda, 1995; Zillman & Bryant, 1974; Collins & Loftus, 1975). Therefore it can be concluded that either: D&D has some quality that counteracted the aggression enhancing effects of violence; the GAM is incorrect and violence in media does not increase aggression; or there was a confounding variable which was not controlled and interfered with the study’s results.
The results also show a significant relationship between the overall aggression scores of the Cluedo group in comparison to the D&D group, the Cluedo group being significantly higher than the D&D group. This result suggests that playing Cluedo makes someone more aggressive, but this is unlikely as there is no significance between the different data points, showing that there was no increase which would be present if Cluedo increased aggression. The argument could be made that possibly Cluedo somehow primes the participants to be more aggressive and the reason there is no significance between the data points is because the power of this effect is fixed and once the aggression increases the first time it does not continue to rise, this would lead to the plateau observed in the results. This is possible and is discussed further in the limitations section of the discussion which is to follow, but it is more likely that these results are due to the individual difference of the participants in the research rather than due to some quality of the game.
The self-esteem scores showed the reverse results to the aggression scores and demonstrated a significant relationship between two of the data points present in the Cluedo game (session 1 post-game, session 2 pre-game). This implies that playing Cluedo may have decreased the self-esteem of the participants. This is again unlikely because the sessions in question were at the end of one session and the beginning of another which means that the samples were taken on different days with roughly a week between them. This means that there could be many confounding variables and individual differences interfering with the participants self-esteem score leading to this result.
There was no significant relationship found between the self-esteem scores of the D&D group compared to the self-esteem scores of the Cluedo group, this means that D&D did not increase or decrease the self-esteem scores of the participant any more or less than Cluedo did. This result contradicts the findings of Stroessner (2009) who showed that roleplay, in an educational technique, increased self-esteem. It is possible that rather than the self-esteem suppressing the aggression enhancing violence of D&D, that the violence suppressed the self-esteem enhancing element of the game (i.e. roleplay). Another possibility which would explain the apparent contradiction between this study’s results and the results shown by Stroessner is that maybe once roleplay is removed from the context of a teaching technique, or once it is in the context of a game it loses its benefits of self-esteem. 
One issue which may explain why the self-esteem scores are not what is predicted is because of the length of the study. Stroessner’s research was conducted on a teaching technique (Reacting to the Past) that was used regularly throughout a semester of education. This means that the participants in Stroessner’s research would have had hours of roleplaying completed before the final sample was taken. When compared to the combined 30 minutes that the participants of this study had between two 15 minute sessions it shows that a possible reason why this study’s results do not support Stroessner’s research is that the participants of this study simply did not have the required time roleplaying to show significant self-esteem effects. This would explain why the results contradict the idea that roleplay increases self-esteem.
One of the main limitations of the study was the small sample size. This was due to limitations in time and resources as well as issues with arranging a time when multiple participants could be present. This may have biased the results of the sample and therefore the results. Another limitation was limited play time, each game session was 15 minutes long. This is a limitation because games of D&D are usually played over many hours (Sanders, 1982), which means that the study is not a valid as it could be. Lack of time would also limit the participants’ exposure to the game possibly leading to a reduced effect compared to real world players. 
There was no double blind in this study and the games were run by the primary researcher who was aware of the hypothesis. This means that there may have been a bias in the way the games were run. This is particularly relevant to the D&D variable because the dungeon master has substantial power over the game including controlling how the enemies behave and present themselves. Some aspects of the way the game was run may have influenced the participants to answer in a particular way in the questionnaire. 
The sample was a voluntary sample which has its own limitations. One of which is the fact that participants self-selected, meaning that a certain kind of person joins the sample. Another limitation is that the participant knew what they would be doing before participating which narrows the sample further. The participants were aware that the study was researching aggression and therefore may have answered the questionnaire with a social desirability bias. A so-called session 0 was carried out before the participants in the D&D group played. This session 0 specified acceptable behaviour while playing and instructions to be respectful of other players. This may have made those participants more aware of their own behaviour and the feelings of others around the table, which may have reduced the aggression effect. 
Because D&D is a roleplaying game, participants may have felt more vulnerable to the social judgement of others. D&D asks you to play pretend and act out as make-believe characters; behaviour most adults are not used to. Compared to Cluedo, playing D&D leaves the participant much more vulnerable to ridicule. This may have made the participants more hesitant and anxious, therefore made them less aggressive. Participants may also have had a reduced level of aggression in the D&D variable compared to the Cluedo variable because of familiarity with the game’s rules. Most people have some experience with the rules of Cluedo and less so with the rules of D&D, in a similar fashion to the earlier limitation this may have led to hesitancy which may have reduced the aggression effect. This principle could also be extended to the complexity of the rules. D&D is much more complex in its rules and what actions you can take as a player compared to Cluedo. This, again, may have led to an increase in hesitancy and therefore reduce aggression. 
One element inherent to table-top roleplaying games which makes it difficult to study them in this particular field is the amount of control the participants have as players. As opposed to other violent media such as film, researchers do not have control over what the participants are exposed to because the players make choices in D&D which decide the consequences that they have to face. Even when compared to video games where players have some autonomy there are still set paths that the players must traverse. This means that researchers exploring the effects of violence in table-top roleplaying games have to try and conduct their research with participants with varying levels of interest in the violent aspects of the game. An example of how this may have influenced the research conducted in this study is that the participants when they achieved the killing blow on an enemy are allowed to explain how they would like to finish them in the narrative. This means the participants could have explained gory, violent deaths for their enemies which could have an effect on the aggression of the other participant. The opposite could also be true, with participants describing less violent, gory deaths and reducing the effect on their aggression. 
Research exploring roleplaying games and their impact on those who play them is a field that is in need of study. Any research exploring this topic is much needed and would help to come to understand this growing hobby.
Future research on this topic should explore other roleplaying games rather than D&D with varying levels of violence or combat, perhaps experimenting with violence inflicted on the player’s characters as opposed to violence inflicted on antagonists and non-player characters. Research exploring this topic should also try to determine why the violence in D&D did not have the predicted aggression effect. Was the result due to the social nature of the game, as perhaps cooperation between people led them to try and be considerate of others leading to the neutral aggression results. Future research needs to determine what element of D&D counteracted the predicted aggression effect.
Conducting a study comparing the effect of D&D on aggression and self-esteem with a larger sample may show if the significant results of this research were mostly due to individual differences or indicative of a larger trend. Utilising a double blind in research involving roleplaying games such as D&D is an important factor in reducing bias, because if researchers with full knowledge of the study run the games, it will be impossible to determine whether their bias is present in the results. Future research should experiment with different types of sampling in order to determine if self-selecting to play compared to being assigned games have different effects. This would be particularly relevant if this research or similar research was intended to be applied to prosocial games as a prosocial game would not be as effective an intervention if it only worked on people who wanted to play. 
D&D and other similar table-top roleplaying games are often played in long ‘campaigns’ which can span years or decades with players regularly playing once a week. Research exploring the long-term effects of the game on players would lead to greater clarity in how table-top roleplaying games impact players in perhaps a more valid way than the design conducted in this study. This could be achieved in two ways, researchers could explore the impact of the game on players who have played for a long time, i.e. veterans of the game, and compare them with players who have less experience playing. When using this design care must be taken to ensure the validity of the measures used is high enough, for example D&D is not the only table-top roleplaying game and therefore asking participants how many years they have been playing D&D may not give as accurate a measurement as asking for how many years they have been playing table-top roleplaying games. The second method that could be used to determine the long term effects of play would be a longitudinal research, possibly a design where the researchers test measures such as aggression or self-esteem once a year over a period of years while keeping a record of how many games the participant participates in. 
Stroessner’s research showed that there was a significant link between roleplay in an educational technique and self-esteem. This study explored this link, but the results of Stroessner’s research also showed a significant link between the roleplay pedagogy and empathy. Future research should explore this link in order to determine if it interacts with the aggression effect predicted by the GAM as well as determine if it is present when the roleplay is not in the context of an educational technique. One flaw of the design used in this study that could be corrected with future research is the social desirability bias inherent to asking participants to self-report their aggression levels. Using deception and perhaps a different measure of aggression may make it possible to conduct research which would eliminate this confounding variable from the results.
This study has shown that D&D does not conform to the predictions of the GAM and also does not have the predicted enhancing effect on self-esteem either. This seems to suggest, for whatever reason, that D&D is exempt from the GAM and this exemption has not been explained by a similarly predicted increase in self-esteem which was not observed. This leaves the question open, what aspect of D&D stopped the aggression enhancing effect of violence in media. If this element can be isolated, then it is possible that it can be integrated into other games and possible lead to prosocial effects and more, or better prosocial media in general.
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Appendices
Appendix A 
Rosenberg Self-Esteem Scale (RSE) 
Author: Morris Rosenberg 
The purpose of the 10 item RSE scale is to measure self-esteem. Originally the measure was designed to measure the self-esteem of high school students. However, since its development, the scale has been used with a variety of groups including adults, with norms available for many of those groups.   
Scoring:  As the RSE is a Guttman scale, scoring can be a little complicated. Scoring involves a method of combined ratings. Low self-esteem responses are “disagree” or “strongly disagree” on items 1, 3, 4, 7, 10, and “strongly agree” or “agree” on items 2, 5, 6, 8, 9. Two or three out of three correct responses to items 3, 7, and 9 are scored as one item. One or two out of two correct responses for items 4 and 5 are considered as a single item; items 1,8, and 10 are scored as individual items; and combined correct responses (one or two out of two) to items 2 and 6 are considered to be a single item.  
The scale can also be scored by totalling the individual 4 point items after reverse-scoring the negatively worded items.
Reliability: The RSE demonstrates a Guttman scale coefficient of reproducibility of .92, indicating excellent internal consistency. Test-retest reliability over a period of 2 weeks reveals correlations of .85 and .88, indicating excellent stability. 
Validity: Demonstrates concurrent, predictive and construct validity using known groups. The RSE correlates significantly with other measures of self-esteem, including the Coopersmith Self-Esteem Inventory. In addition, the RSE correlates in the predicted direction with measures of depression and anxiety.  
Reference:  Rosenberg, M. (1979). Conceiving the Self. New York: Basic Books.  



RSE 
Please record the appropriate answer for each item, depending on whether you Strongly agree, agree, disagree, or strongly disagree with it. 
 
1 = Strongly agree 2 = Agree 3 = Disagree 4 = Strongly disagree 

_____ 1. On the whole, I am satisfied with myself.
_____ 2. At times I think I am no good at all.
 _____ 3. I feel that I have a number of good qualities. 
_____ 4. I am able to do things as well as most other people. 
_____ 5. I feel 1do not have much to be proud of. 
_____ 6. I certainly feel useless at times. 
_____ 7. I feel that I'm a person of worth. 
_____ 8. I wish I could have more respect for myself.
 _____ 9. All in all, I am inclined to think that I am a failure. 
_____ 10. I take a positive attitude toward myself.

Appendix B
TABLE 2 
Items Constituting the Original and Reﬁned Measurement Models of the AQ
	Factor
	Constituent items

	Physical Aggression
	1. Once in a while I can’t control the urge to hit another person.

	
	2. Given enough provocation, I may hit another person.

	
	3. If somebody hits me, I hit back.

	
	4. I get into ﬁghts a little more than the average person.

	
	5. If I have to resort to violence to protect my rights, I will.

	
	6. There are people who pushed me so far that we came to blows.

	
	7. I can think of no good reason for ever hitting a person. [reverse-scored]

	
	8. I have threatened people I know.

	
	9. I have become so mad that I have broken things.

	Verbal Aggression
	10. I tell my friends openly when I disagree with them.

	
	11. I often ﬁnd myself disagreeing with people.

	
	12. When people annoy me, I may tell them what I think of them.

	
	13. I can’t help getting into arguments when people disagree with me.

	
	14. My friends say that I’m somewhat argumentative.

	Anger
	15. I ﬂare up quickly but get over it quickly.

	
	16. When frustrated, I let my irritation show.

	
	17. I sometimes feel like a powder keg ready to explode.

	
	18. I am an even-tempered person. [reverse-scored]

	
	19. Some of my friends think I’m a hothead.

	
	20. Sometimes I ﬂy off the handle for no good reason.

	
	21. I have trouble controlling my temper.

	Hostility
	22. I am sometimes eaten up with jealousy.

	
	23. At times I feel I have gotten a raw deal out of life.

	
	24. Other people always seem to get the breaks.

	
	25. I wonder why sometimes I feel so bitter about things.

	
	26. I know that ‘‘friends’’ talk about me behind my back.

	
	27. I am suspicious of overly friendly strangers.

	
	28. I sometimes feel that people are laughing at me behind my back.

	
	29. When people are especially nice, I wonder what they want.



Note: The 29 items constituting the original four-factor model for the Aggression Questionnaire (AQ) are listed in the order presented by Buss and Perry (1992, Table 1, p. 454). Buss and Perry (1992) instructed researchers to randomly order the above items when administering the AQ. The order of the 29 AQ items for Sample 1 was 26, 15, 11, 10, 16, 27, 2, 4, 29, 12, 21, 13, 14, 8, 5, 22, 28, 7, 20, 6, 25, 19, 23, 3, 24, 1, 9, 17, and 18. Items in bold comprise the reﬁned four-factor measurement model. The randomized order of these questions in the 12-item short form of the AQ is 11, 23, 8, 25, 21, 14, 15, 2, 13, 24, 6, and 20. From ‘‘The Aggression Questionnaire,’’ by A. H. Buss and M. Perry, 1992, Journal of Personality and Social Psychology, 63, p. 454 (Table 1). Copyright by the American Psychological Association. Adapted with permission.
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In order for research to result in benefit and minimise risk of harm, it must be conducted ethically. A researcher may not be covered by the University’s insurance if ethical approval has not been obtained prior to commencement.
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SECTION B: Approval for Research Activity
	Has the research activity received approval in principle?
(please check the Guidance Notes as to the appropriate approval process for different levels of research by different categories of individual)
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SECTION C:  Internal and External Ethical Guidance Materials
	Please list the core ethical guidance documents that have been referred to during the completion of this form (including any discipline-specific codes of research ethics, and also any specific ethical guidance relating to the proposed methodology).  Please tick to confirm that your research proposal adheres to these codes and guidelines.
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SECTION E: Details of Research Activity
	Indicative title:
	Do violent table-top role-playing games increase aggression in people playing them. 
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· How it addresses an area of importance. 

	Purpose of Research Activity
The purpose of this research is to determine whether the table-top roleplaying game (TTRPG) dungeons and dragons impacts the aggression or self-esteem levels of those who play it. In a TTRPG it’s generally understood that players use speech to describe their characters’ actions and that in most games a game master (GM) or dungeon master (DM) acts as a referee and establishes the setting, while players each play an individual character in the setting. The GM describes the scenario, the players describe what they would like to do, the outcome is then decided by either the game system or the GM. The general aggression model (Allen and Anderson, 2017) predicts that violence in any form of media increases aggression of those who consume it. Stroessner et al’s (2009) research showed that a roleplay teaching technique significantly increased the self-esteem of students who participated. How do these two findings interact in a recreational TTRPG that includes violence. Ascherman (1993) found that unstructured games in an inpatient unit for adolescents reinforced character pathology, normalized violence and increased resistance to treatment. This research hopes to establish whether the general aggression model applies to table-top roleplaying games.
(this box should expand as you type)

	Research Question
Do violent Table-Top Role-Playing Games increase aggression or self-esteem in people playing them.
(this box should expand as you type)

	Aims of Research Activity
This research hopes to determine whether violent TTRPG’s impact aggression in the way predicted by the general aggression model.
(this box should expand as you type)

	Objectives of Research Activity
If this research shows that TTRPG’s conform with the principles of the GAM then they may be a useful tool to experiment with the relationship between violent media and aggression. The reason why TTRPG’s may be particularly useful is because of their relatively low cost to produce compared to other forms of media. For example, if a researcher was using a violent film in their experiment it would be costly and time consuming to modify the film, but TTRPG’s can be changed simply by phrasing something differently. Ultimately this research could lead to the development of prosocial games where playing lowers participants aggression levels.
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	Proposed methods (maximum 600 words)
Provide a brief summary of all the methods that may be used in the research activity, making it clear what specific techniques may be used. If methods other than those listed in this section are deemed appropriate later, additional ethical approval for those methods will be needed.

	Design
This study is a mixed design study that involves four groups of players with six participants each divided into two categories (Dungeons and Dragons vs Cluedo) playing two times over a period of four to six weeks. This means that there will be 2 groups (6 participants in each) playing dungeons and dragons (D&D) and 2 other groups that will be playing Cluedo, meaning that there will be 12 participants in both categories. Once the participants are assigned a group they will remain in the group for the duration of the study, meaning that participants won’t be moved from one group to another. The participants will be measured before play to establish a baseline then after each session has concluded they will be measured again.
This study is mixed design because the two categories of participants will be measured for differences between them, and their measurements after each session will be compared to detect any difference within the group.
The independent variable in this study is whether the game being played by the participants is violent according to the GAM. Violence is defined by the GAM as aggression that has serious physical harm as its ultimate goal and D&D has combat elements involved where players can kill other characters or enemies in game whereas Cluedo does not.
The dependant variable in this study is the scores that participants receive after completing and assessing their levels of self-esteem and aggression.
The games will be played two times during the sampling period (4-6 weeks). Participants will be asked to fill in the questionnaire (baseline) at the beginning of each session. An introductory session will also be provided for participants who are not clear on the rules of D&D as well as establish guidelines and expectations in game. The play sessions will be terminated after 15 minutes of play and participants will be asked to fill in the questionnaire again. Each session will be played one group at a time and all participants in the group will be playing the same game (Cluedo or D&D).
The reason this design was chosen was to determine how the violent TTRPG D&D compares to the control variable Cluedo. This design allows for any changes in these two variables to be compared to one another as well as their impact over time.

Participants
This research will use opportunity sample to collect participants, participants will be contacted using social media, posters and word of mouth. The design of this study means that an ANOVA must be used to determine the statistical significance of the data collected by the questionnaires. This means that there must be at least 24 participants for the ANOVA to function. There are also upper limits on the number of participants as there is only one researcher working on this study and the number of games that can be conducted practically are limited. 24 is the most participants practically manageable in this timeframe. The target population are students of UWTSD Carmarthen.

Materials
The materials used will be the dungeons and dragons fifth edition (5e) core rulebooks (Players Handbook, Dungeon Master’s Guide, Monster Manual) and the D&D Starter Set as well as Cluedo. Other materials needed are the Rosenberg self-esteem scale (Heatherton and Wyland 2003). This questionnaire was chosen because it only contains 10 questions which is preferable as participants have already invested a significant portion of their time to playing the game and are more likely to complete the questionnaire if it is short. The Buss and Perry Aggression Questionnaire (Buss and Perry 1992) will also be used for the same reasons. They are both relatively short and therefore should be able to be completed quickly. This study will also use SPSS as it is an effective and useful tool for statistical analysis.
Procedure
This study will separate the participant into two groups, in one they will play D&D and in the other they will play Cluedo. These games will occur two times throughout the data collection period (4-6 weeks) each session of D&D will continue from where the last ends, this means that the story will continue for those groups. For play to occur all members of a group must be present, it is not possible to run two games of D&D simultaneously, this means that all 6 participants from a group will be required to be in a room for play. Data will be collected after each game with a Qualtrics questionnaire. The Qualtrics questionnaire was selected because of the ease of organisation and collection that it allows, removing the need to hand out physical papers that can be lost or misfiled.
(this box should expand as you type)




	Location of research activity
all locations where research activity will take place.

	UWTSD Carmarthen Campus grounds

(this box should expand as you type)

	Research activity outside of the UK
If research activity will take place overseas, you are responsible for ensuring that local ethical considerations are complied with and that the relevant permissions are sought. Specify any local guidelines (e.g. from local professional associations/learned societies/universities) that exist and whether these involve any ethical stipulations beyond those usual in the UK (provide details of any licenses or permissions required). Also specify whether there are any specific ethical issues raised by the local context in which the research activity is taking place, for example, particular cultural and/or legal sensitivities or vulnerabilities of participants.

	
Not Applicable

(this box should expand as you type)


	Use of documentation not in the public domain: Are any documents NOT publicly available?   

	NO
	☒

	
	YES
	☐

	If Yes, please provide details here of how you will gain access to specific documentation that is not in the public domain and that this is in accordance with prevailing data protection law of the country in question and England and Wales.

Not Applicable

(this box should expand as you type)





SECTION F: Scope of Research Activity
	Will the research activity include:
	
YES
	
NO

	Use of a questionnaire or similar research instrument?
	☒
	☐

	Use of interviews?
	☐
	☒

	Use of diaries?
	☐
	☒

	Participant observation with their knowledge?
	☐
	☒

	Participant observation without their knowledge?
	☐
	☒

	Use of video or audio recording?
	☐
	☒

	Access to personal or confidential information without the participants’ specific consent?
	☐
	☒

	Administration of any questions, test stimuli, presentation that may be experienced as physically, mentally or emotionally harmful / offensive?
	☒
	☐

	Performance of any acts which may cause embarrassment or affect self-esteem?
	☐
	☒

	Investigation of participants involved in illegal activities?
	☐
	☒

	Use of procedures that involve deception?
	☐
	☒

	Administration of any substance, agent or placebo?
	☐
	☒

	Working with live vertebrate animals?
	☐
	☒

	Other primary data collection methods, please explain in this box
For example, ‘focus groups’. Please indicate the type of data collection method(s) in this box and tick the accompany box.
	☐
	☒

	Details of any other primary data collection method:

Not Applicable

(this box should expand as you type)
	
	


If NO to every question, then the research activity is (ethically) low risk and may be exempt from some of the following sections (please refer to Guidance Notes).

If YES to any question, then no research activity should be undertaken until full ethical approval has been obtained. 



SECTION G: Intended Participants
	Who are the intended participants:
	
YES
	
NO

	Students or staff at the University?
	☐

	☒


	Adults (over the age of 18 and competent to give consent)?
	☒

	☐


	Vulnerable adults?
	☐

	☒


	Children and Young People under the age of 18? (Consent from Parent, Carer or Guardian will be required)
	☐

	☒


	Prisoners?
	☐

	☒


	Young offenders?
	☐

	☒


	Those who could be considered to have a particularly dependent relationship with the investigator or a gatekeeper?
	☐

	☒


	People engaged in illegal activities?
	☐

	☒


	Others (please identify specifically any group who may be unable to give consent) please indicate here and tick the appropriate box.

	☐

	☒


	Other – please indicate here:

Not Applicable

(this box should expand as you type)
	
	



	Participant numbers and source
Provide an estimate of the expected number of participants. How will you identify participants and how will they be recruited? 

	How many participants are expected?

	
24 participants are required for this experiment. If a participant withdraws for whatever reason a new group will be established with 4 participants in order to maintain the minimum of 24.

(this box should expand as you type)

	Who will the participants be?

	
The participants of this study will be students of UWTSD Carmarthen.

(this box should expand as you type)

	How will you identify the participants?
	
An opportunity sample will be used to collect participants. Participants in the D&D categories will be asked to provide the names of their in-game characters. The participants in the Cluedo category will be asked to provide the name of their character and a number provided by the researcher (e.g. Colonel Mustard 1). This is done in order to match participants previous entries in the questionnaire to one another so they can be compared. These names will not be included in the dissertation in order to protect the anonymity of the participants.

(this box should expand as you type)





	Information for participants:
	
YES
	NO
	
N/A

	Will you describe the main research procedures to participants in advance, so that they are informed about what to expect?
	☒
	☐
	☐

	Will you tell participants that their participation is voluntary?
	☒
	☐
	☐

	Will you obtain written consent for participation?
	☒
	☐
	☐

	Will you explain to participants that refusal to participate in the research will not affect their treatment or education (if relevant)?
	☐
	☐
	☒

	If the research is observational, will you ask participants for their consent to being observed?
	☐
	☐
	☒

	Will you tell participants that they may withdraw from the research at any time and for any reason?
	☒
	☐
	☐

	With questionnaires, will you give participants the option of omitting questions they do not want to answer?
	☒
	☐
	☐

	Will you tell participants that their data will be treated with full confidentiality and that, if published, it will not be identifiable as theirs?
	☒
	☐
	☐

	Will you debrief participants at the end of their participation, in a way appropriate to the type of research undertaken?
	☒
	☐
	☐

	If NO to any of above questions, please give an explanation 

	
Not Applicable

(this box should expand as you type)



	Information for participants:
	
YES
	NO
	
N/A

	Will participants be paid?
	☐

	☒

	☐


	Is specialist electrical or other equipment to be used with participants?
	☐

	☒

	☐


	Are there any financial or other interests to the investigator or University arising from this study?
	☐

	☒

	☐


	Will the research activity involve deliberately misleading participants in any way, or the partial or full concealment of the specific study aims?
	☐

	☒

	☐


	If YES to any question, please provide full details 

	
Not Applicable

(this box should expand as you type)





SECTION H: Anticipated Risks
	
Outline any anticipated risks that may adversely affect any of the participants, the researchers and/or the University, and the steps that will be taken to address them. 

If you have completed a full risk assessment (for example as required by a laboratory, or external research collaborator) you may append that to this form.  

	Full risk assessment completed and appended? 

	Yes 
	☐

	
	No
	☒

	Risks to participants
For example: emotional distress, financial disclosure, physical harm, transfer of personal data, sensitive organisational information

	Risk to Participant:
Some participants are playing a game which involves hypothetical combat and violence which may be upsetting.
Participants also have the ability to suggest any action within D&D, so one participant might want to take an action that is upsetting to another.
There is a minor physical harm risk as participants are meeting face to face.
Participants data is being transferred from Qualtrics questionnaire to university computers so they may be concerned about the protection that their data is receiving.














(this box should expand as you type)
	How will you mitigate the Risk to Participant
To mitigate this risks, boundaries and expectations will be set in the first session with each group so that all participants know what behaviour is acceptable in game and during play sessions. At the beginning of each session participants will be reminded that they can at any time say that they are uncomfortable and play will be suspended. The researcher will also be contactable through e-mail so participants will also be able to communicate covertly or between or during sessions to express their concerns anonymously.
A clear information sheet and debriefing will be given with each session to explain their rights as participants.
To mitigate the physical harm risk the researcher will try to deescalate any quarrels between participants. If necessary researcher will contact university porters who are available 24hours a day. In an emergency situation police will be called.
Participant data will be held on devices that are password protected, and university data protection policy will be followed as well as GDPR guidelines.

(this box should expand as you type)

	If research activity may include sensitive, embarrassing or upsetting topics (e.g. sexual activity, drug use) or issues likely to disclose information requiring further action (e.g. criminal activity), give details of the procedures to deal with these issues, including any support/advice (e.g. helpline numbers) to be offered to participants. Note that where applicable, consent procedures should make it clear that if something potentially or actually illegal is discovered in the course of a project, it may need to be disclosed to the proper authorities

	
Not Applicable

(this box should expand as you type)

	Risks to investigator
For example: personal safety, physical harm, emotional distress, risk of accusation of harm/impropriety, conflict of interest

	Risk to Investigator:
Participants are playing a game which involves hypothetical combat and violence which may be upsetting.
Participants also have the ability to suggest any action within the game, so one participant might want to take an action that is upsetting to the researcher.
There is a minor physical harm risk as the researcher is meeting face to face with participants.











(this box should expand as you type)
	How will you mitigate the Risk to Investigator:
To mitigate this risk boundaries and expectations will be set in the first session with each group so that all participants know what behaviour is acceptable in game. The researcher will remind the participants at the beginning of each session that the researcher may suspend play if it becomes uncomfortable to them. Researcher will also self-refer to relevant support staff at the university if discomfort becomes unmanageable.
A clear information sheet and debriefing will be given with each session to explain their rights as participants.
To mitigate the physical harm risk the researcher will try to deescalate any quarrels. After each session is complete researcher will contact research supervisor in order to signal that the researcher is safe. If necessary researcher will contact university porters who are available 24hours a day. In an emergency situation police will be called.

(this box should expand as you type)

	University/institutional risks
For example: adverse publicity, financial loss, data protection

	Risk to University:
There may be adverse publicity as violence, aggression and their relationship with media portraying it is a controversial topic.
There is a minor risk of a breach of confidentiality as participant data is being transferred from digital devices to digital devices.

(this box should expand as you type)
	How will you mitigate the Risk to  University:
To minimise this risk the researcher will adhere to the BPS guidelines for ethical behaviour and professionalism. 
To mitigate the risk of a breach of confidentiality participant data will be held on devices that are password protected, and university data protection policy will be followed as well as GDPR guidelines.

(this box should expand as you type)



	Disclosure and Barring Service

	If the research activity involves children or vulnerable adults, a Disclosure and Barring Service (DBS) certificate must be obtained before any contact with such participants.
	YES

	NO

	N/A


	Does your research require you to hold a current DBS Certificate?
	☐
	☒
	☐





SECTION I: Feedback, Consent and Confidentiality
	Feedback
What de-briefing and feedback will be provided to participants, how will this be done and when? 

	Participants will be provided with a full understanding of the research’s methodology and purposes. This will be provided in physical copy form as well as an oral debrief from the researcher explaining the methodology and purposes of the experiment. This debrief will be conducted at the end of the final session.


(this box should expand as you type)

	Informed consent
Describe the arrangements to inform potential participants, before providing consent, of what is involved in participating. Describe the arrangements for participants to provide full consent before data collection begins. If gaining consent in this way is inappropriate, explain how consent will be obtained and recorded in accordance with prevailing data protection legislation.

	Participants will be provided with a questionnaire at the beginning of the experiment which will begin by asking for their consent. Participants will also be provided with an information sheet before the research begins outlining the content of the experiment and how they will be participating in it as well as their rights as participants to confidentiality. Participants will know that the research is examining aggression, self-esteem and how a role-playing game may or may not impact that.

(this box should expand as you type)

	Confidentiality / Anonymity
Set out how anonymity of participants and confidentiality will be ensured in any outputs. If anonymity is not being offered, explain why this is the case. 

	Any data collected that could be used to identify the participants will be anonymised.

(this box should expand as you type)





SECTION J: Data Protection and Storage
In completing this section refer to the University’s Research Data Management Policy and the extensive resources on the University’s Research Data Management web pages (http://uwtsd.ac.uk/library/research-data-management/).
	Does the research activity involve personal data (as defined by the General Data Protection Regulation 2016 “GDPR” and the Data Protection Act 2018 “DPA”)?
	YES
	NO

	“Personal data” means any information relating to an identified or identifiable natural person (‘data subject’). An identifiable natural person is one who can be identified, directly or indirectly, in particular by reference to an identifier such as a name, an identification number, location data, an online identifier or to one or more factors specific to the physical, physiological, genetic, mental, economic, cultural or social identity of that natural person.
	☒
	☐

	If YES, provide a description of the data and explain why this data needs to be collected:

	The participants age and gender will be collected to provide demographic information.

(this box should expand as you type)

	Does it involve special category data (as defined by the GDPR)?
	YES
	NO

	“Special category data” means sensitive personal data consisting of information as to the data subjects’ –
(a) racial or ethnic origin,
(b) political opinions,
(c ) religious beliefs or other beliefs of a similar nature,
(d) membership of a trade union (within the meaning of the Trade Union and Labour Relations (Consolidation) Act 1992),
(e) physical or mental health or condition,
(f) sexual life,
(g) genetics,
(h) biometric data (as used for ID purposes),
	
☐
	
☒

	If YES, provide a description of the special category data and explain why this data needs to be collected:

	
Not Applicable

(this box should expand as you type)


	
Will the research activity involve storing personal data and/or special category data on one of the following:
	YES
	NO

	Manual files (i.e. in paper form)?
	☐

	☒


	University computers?
	☒

	☐


	Private company computers?
	☐

	☒


	Home or other personal computers?
	☐

	☒


	Laptop computers/ CDs/ Portable disk-drives/ memory sticks?
	☐

	☒


	“Cloud” storage or websites?
	☒

	☐


	Other – specify:

	☐

	☒


	For all stored data, explain the measures in place to ensure the security of the data collected, data confidentiality, including details of password protection, encryption, anonymisation and pseudonymisation:

	University computers are password protected as well as encrypted USB drives which will only be used to back up the data. The data will be collected using via the online survey Qualtrics, which is also password protected.

(this box should expand as you type)

	All Data Storage

	Will the research activity involve any of the following activities:
	YES
	NO

	Electronic transfer of data in any form?
	☒
	☐

	Sharing of data with others at the University?
	☐

	☒


	Sharing of data with other organisations?
	☐

	☒


	Export of data outside the European Union or importing of data from outside the UK?
	☐

	☒


	Use of personal addresses, postcodes, faxes, emails or telephone numbers?
	☐

	☒


	Publication of data that might allow identification of individuals?
	☐

	☒


	Use of data management system?
	☐

	☒


	Data archiving?
	☐

	☒


	If YES to any question, please provide full details, explaining how this will be conducted in accordance with the GDPR and DPA (and/or any international equivalent):

	Data will be transferred from Qualtrics to university computers and the program SPSS. The data will be stored for the duration of the study on password protected computers in which the researcher will act as the sole custodian. Following completion of the study, the data will be destroyed in line with GDPR regulations.

(this box should expand as you type)

	List all who will have access to the data generated by the research activity:

	Gruffydd Evans
Stuart Jones

(this box should expand as you type)

	List who will have control of, and act as custodian(s) for, data generated by the research activity:

	Gruffydd Evans

(this box should expand as you type)

	Give details of data storage arrangements, including security measures in place to protect the data, where data will be stored, how long for, and in what form. Will data be archived – if so how and if not why not.  

	Data will be password protected. Data will be stored in university computers and password protected USB drives. Both will be used to provide insurance so that if one fails all data will not be lost. Data will be stored digitally using programs such as Microsoft Word, SPSS and Qualtrics. Data will be stored for the duration of the study and then subsequently destroyed in line with GDPR regulations.


(this box should expand as you type)

	Please indicate if your data will be stored in the UWTSD Research Data Repository (see https://researchdata.uwtsd.ac.uk/ ).   If so please explain. (Most relevant to academic staff) 

	Data will not be stored in the UWTSD Research Data Repository.


(this box should expand as you type)

	Confirm that you have read the UWTSD guidance on data management (see https://www.uwtsd.ac.uk/library/research-data-management/)

	YES
	☒

	
	NO
	☐

	Confirm that you are aware that you need to keep all data until after your research has completed or the end of your funding
	YES
	☒

	
	NO
	☐





SECTION K: Declaration
	The information which I have provided is correct and complete to the best of my knowledge. I have attempted to identify any risks and issues related to the research activity and acknowledge my obligations and the rights of the participants.

In submitting this application I hereby confirm that I undertake to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice

	Signature of applicant:
	Gruff Evans
	Date: 06/01/20




For STUDENT Submissions:
	Director of Studies/Supervisor:
	
	Date:

	Signature:
	

	



For STAFF Submissions:
	Head of School/Assistant Dean:
	
	Date:

	Signature:
	

	



Checklist: Please complete the checklist below to ensure that you have completed the form according to the guidelines and attached any required documentation:
	☒

	I have read the guidance notes supplied before completing the form.

	☒

	I have completed ALL RELEVANT sections of the form in full.

	☒

	I confirm that the research activity has received approval in principle

	☒

	I have attached a copy of final/interim approval from external organisation (where appropriate)

	☐

	I have attached a full risk assessment (and have NOT completed Section H of this form) (where appropriate)  ONLY TICK IF YOU HAVE ATTACHED A FULL RISK ASSESSMENT

	☒

	I understand that it is my responsibility to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice.

	☒

	I understand that before commencing data collection all documents aimed at respondents (including information sheets, consent forms, questionnaires, interview schedules etc.) must be confirmed by the DoS/Supervisor, module tutor or Head of School.

	☒
	
I have deleted the guidance notes before submitting the PG2 for consideration







	RESEARCH STUDENTS AND STAFF ONLY
All communications relating to this application during its processing must be in writing and emailed to pgresearch@uwtsd.ac.uk , with the title ‘Ethical Approval’ followed by your name.
You will be informed of the outcome of your claim by email; therefore it is important that you check your University and personal email accounts regularly.



STUDENTS ON UNDERGRADUATE OR TAUGHT MASTERS PROGRAMMES should submit  this form (and receive the outcome) via systems explained to you by the supervisor/module leader.

This form is available electronically from the Academic Office web pages: http://www.uwtsd.ac.uk/academic-office/



Application Process

All staff research projects and all research students must submit the Ethical Approval Form to the University Ethics Committee via the Academic Office (pgresearch@uwtsd.ac.uk).   Staff research directly in relation to personal study for taught undergraduate or Masters programmes should be submitted via the Faculty procedures explained below.

Taught masters and taught undergraduate research Ethical Approval Forms are considered within Faculties.  Faculties will provide details of the specific processes for this.  Where the Ethical issues within any single ethical application are of particular concern the Faculty will refer these to the University Ethics Committee.   Any student activity that involves the collection of primary data needs to undergo Ethical approval, this includes assignment work as well as dissertations.
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Study Information Sheet 
Do violent table-top role-playing games impact on aggression and self-esteem in people playing them.

Thank you for taking interest in this study.  

The aim of this study is to explore how playing table-top role-playing game (TTRPG) impacts on aggression and self-esteem. There is research to show that violence in media makes those who consume it more aggressive (General Aggression Model). We are interested in whether this is also true in a violent role-playing game, additionally we are interested in the impact of playing TTRPG has on self-esteem.

You will either be playing in the experimental TTRPG group or in the control group who will be playing Cluedo. You will be asked to complete a survey both before and after participating in the game, these include demographic questions and questions relating to self-esteem and aggression. 

Participation in this study is entirely voluntary and you are free to click off the questions to withdraw your answers at any point and your answers will not be included in the analysis. All information obtained and your answers to the questions are anonymous and confidential and no information will or can be traced back to you or your school. All data will be stored in accordance with the Data Protection Act 2018. There are no incorrect or correct answers in the questionnaire and it in no way measures or is a test of intelligence.

A full debrief will be provided following the completion of the survey. You will also have the opportunity to withdraw from the study by not submitting your answers at the end of the survey.
If taking part in this study raises any questions please speak to the researcher Gruff Evans (1601183@student.uwtsd.ac.uk) or contact the academic supervisor Stuart Jones (s.a.jones@uwtsd.ac.uk).


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

Gruff Evans

BSc Honours Applied Psychology 

University of Wales Trinity Saint David, Carmarthen 


Appendix E
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Study Debrief Sheet 
Do violent table-top role-playing games impact on aggression and self-esteem in people playing them.

Thank you for taking part in the study.  

The aim of this study was to explore whether violent table-top role-playing games conformed with the general aggression model (GAM) We specifically wanted to find out whether the violence of the game made the players more aggressive and also impacted on self-esteem.

If you are happy for your data to be used in this study please press the submit button below, if not, please close the browser. All information obtained and the answers you have provided are anonymous and confidential and no information will or can be traced back to you. 

If taking part in this study has raised any questions please speak to the researcher  Gruff Evans (1601183@student.uwtsd.ac.uk) or contact the academic supervisor Stuart Jones (s.a.jones@uwtsd.ac.uk).



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




Gruff Evans

BSc Honours Applied Psychology 

University of Wales Trinity Saint David, Carmarthen 
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