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Abstract
Video games are an everyday experience for adoiesaed have changed how
adolescents interact with one another. Prior rebelaas focused on positive and negative
aspects of video game play in general, withouirdisishing Voice Over Internet
Protocol (VOIPIng) as the mode of play. Groundedntertainment theory, motivational
theory, and psychological distress theory, thissreectional, correlational study
examined the relationship between VOIPing and guafilife (Pediatric Quality of Life
Inventory), Yee’s motivation to play video gamesd aesilience (Child and Youth
Resilience Measure). A series of linear regresaimhmultivariate canonical correlation
models analyzed self-report responses of 103 acki¢es aged 13 t018. Results indicated
that VOIPing was not statistically related to qtyatif life or resilience. However,
VOIPing correlated positively with motivation toggl video games, particularly with the
subscales of socialization and relationships. Caabanalysis of motivation for gaming
and quality of life indicated that adolescents wiitph scores on customization and
escapism motivation for gaming subscales tendedstohave high scores on each of the
emotional, social, and school quality of life suddies. Canonical analysis of motivation
for gaming and resilience indicated that adolesceith low scores on the escapism
motivation for gaming subscale tended to also tmagie scores on the individual,
relationships, and community resilience subscdlbs.positive aspects of VOIPing,
particularly with increased motivation to play vidgames, can be effectively used in

coaching adolescents in social skills and relatignbuilding.



Voice Over Internet Protocol (VOIP), Video Gamawsj she Adolescent’s Perceived
Experience
by

Geoffrey J. Nugent

John F. Kennedy University, 2007

Brigham Young University, 2004

Dissertation Submitted in Partial Fulfillment
of the Requirements for the Degree of
Doctor of Philosophy

Health Psychology

Walden University

January 2015



Dedication
This work is dedicated to my wife, who has suppbrtee through the challenging
process of earning a doctoral degree. It is alskiicdéed to my parents, in-laws, and
friends. My parents and in-laws instilled in meoad of education and dedication to work
hard. Also, my circle of friends offered constaatipnce and encouragement. Thank you

one and all.



Acknowledgments
| wish to acknowledge my committee chair, Dr. Theraebold, and my
committee member, Dr. Martha Giles, for their suppad guidance with my

dissertation and my entrance into the doctoral camty.



Table of Contents

LISt OFf TADIES ..o e e e e e e e e Y
S o ) TP Vil
Chapter 1: Introduction to the StUdY.......ccccoovviiiiiiiiiii e 1
2 7101 (o [ £ 11 T 1
Problem Statement ....... ... e 2
PUrPOSE Of the STUAY ....cvvvviiiiiii e e e e e e e e e e e e e e ee e eeenann s 3
NatUre Of the STUAY .....eveeieiiiei e 3
RESEAICH QUESTIONS .. .. ciiiiiiii et i et e e e e e e e e e e et e e e e e s eeennnsa e eeeeersaans 4
Model 1: Quality of Life and VOIPING........ccoeeeieeeiieiieeeeeine e 4
Model 2: Motivation for Gaming and VOIPING ...cccccveeiiieeiiieeieeeee e 5
Model 3: Resilience and VOIPING ........iiiieeeeeeiiiiis e 5
Model 4: Motivation for Gaming and Quality of Life.............cccceeeeiiiiiiiiiiiiiiinnns 5
Model 5: Motivation for Gaming and ReSIlIENCE o cvvvvvvvvviiiiiiiiiiiee e, 5
THEOTIEtICAl BASE.......eiiiiiiiiiiiiiei it ecce ettt e e 5
DefiNItioN OF TEIMIS.....oiiiiiiiii ittt e e e e e e e 6
TS 1 0] o] 1 1 1 7
LIMITATIONS ...t ettt e e s m e e e e e e e e e 7
DEIMITALIONS ...ttt ettt e e e 8
Significance of the StUAY .......ccoooo oo 9
Summary and TranSItiON ..........cooiiiiiiiiicceeemre e e e e e es 10
Chapter 2: Literature REVIEW........cccoieiieieeeeee et e e e e e e e e e e e e eeaeeeeeeeeeeeesennnne 12



Brief History of Video Gaming ..........ooooei e e e e eee e e e e e e aeaeeeeae e 12

Literature Search Strategy...........oevviiiceeeemmiriiiiiiise e ee e 13
Theoretical FOUNAtION ...........vviiiiii e 14
WO PlayS NOW ...t ettt s s s s e e e e e e e e e e eeesaeeeneneeeeensnnnnes 14
VIAEO GAME GENIES ....cciiiiiiiiiie et eeme ettt e e e e e e e eas 15
Rating of VIde0 GamES.........covvviiiiiiiiieeiiiirs s e e e e e e e s 20
Type of Gaming COMMUNICALION ..........cevviiiieiiiiiiiiie e e e e e e e e e e e s 21
Visual and Auditory SYSIEMIS.........vuuiiiiiceiee e e e e e e e e e e e e eeeeeeeeeeees 22
Effects 0N the Brain .........oooiiiiiiieis e e 23
IMMEISION FACIOIS ...ttt e e e e e e 25
Benefits Of VIdE0 GaMES .......ooviiiiiii et 28
Negative Effects of VIde0 GamES.............oommmmmerennniiiieeseeeeeseesseeeeeesssinnnnnnnnnnees 32
AQQression and VIOIENCE ..........oovvviiiiieeeeeee e e e e e e e eee e e e e 34
SOCIANIZALION ....ceii it 37
Satisfaction IN GaMING........ccoieiiiiiii e ceeeee e e e e e e e et e e e e eee e ennnneaeeanennnnn 39
R0t o] K] 1 o P UOURRR 39
TS | 1= o YU 41
Life SAtISTACTION ... 42
Virtual Social INtEraCtioN ...........ooiiiiceeee e 43
SUMIMIAIY <ttt errrme et e e et e e et e e e et e e e et e e e et e e aeesa e e eenn e eeenns 44
Chapter 3: Research MethOd............... e oo e e eeeeeeeeeeer s eee e e e e e e e e eaaes 46
Research AppProach ... 46



Setting and SAMPIE ......oooviieee e e a7

Data COIECHION ... emmmmme et e e e e e e e e e e 49

Variables and MEASUIES ..........cuuiiiiii et 50
Time Spent Gaming and VOIPING ...........uum s eeeeeeeeeeeeeeeeeeessnsnnnn s 50
(@ U= 111V 0 ) | = 51
\V/Te] 1)YZ=Y o] o I {0 g € T= T o1 T [0S 52

Models, Research Questions, and Data Analysis.Rlan............cccccceeiiiiiiiiiininnnns 59
Model 1: Quality of Life and VOIPING.........cceeeeiiiiiiieeeeeceiee e 59
Models 2a-2e: Motivation for Gaming and VOIPING.ee...ccooeevvvvevieiiiiiiiinnn, 59
Model 3: Resilience and VOIPING .......oiiiiieeeeeeiiieie e 60
Model 4: Motivation for Gaming and Quality of Life.............cccccoeeviviviviiiiinnnnns 60
Model 5: Motivation for Gaming and ReSIlIE€NCE mmmm.vvvvevevviiiiiiiiiiiieeeeeeeeee 61

Informed Consent and Ethical Considerations we.ccoveeeeeeeeieeeiiieeeieeienennnn..81

(@ gF=T o] (=] g Sl TS U] £ 63
aLigoTo (U Lol 1 o] o F P PP TPPPPPPP 63
Data COIECHION ... emmmmme ettt e e e e e e e e 65
DT ol ] 01NV SIS = 1] 1] o 66
RESUIES .. et e e 69

Model 1: Quality of Life and VOIPING.........cceeeiiiiiiiieeeeeceiese e 70
Model 2: Motivation for Gaming and VOIPING ...cccccevvieiieieeeiieeeeeeinn 72
Model 3: Resilience and VOIPING ......oviiiieeeeeiiiie e 76
Model 4: Motivation for Gaming and Quality of Life.............ccccceevviivvniiiiinnnnns 77



Model 5: Motivation for Gaming and ReSIlIE€NCE wmmmm.evvvvvvrriiiiiiiiiiieeeeeeeeeee 81

SUMIMIAIY .ttt errrme ettt e e et e e et e e et e e e et e e e et e naeeaa e e eenn e eeenns 85
Chapter 5: Discussion, Conclusions, and Recomm@Emdat................ccoevvvvvvvnniiineneennn. 88
OVEIVIBW ...ttt et e e e e et e e e e e e et e e e s et e e e e e nnreeeees 88
Interpretation of FINAINGS ......ccoooiiiii e e 90
Model 2: VOIPing and Motivation for Gaming’s Achiement Scale................. 92
Model 2: VOIPing and Motivation for Gaming’s Socmtion Scale................. 94
Model 4: Motivation for Gaming Relative to Qualy Life ...............ccccceeeennn. 96
Model 5: Motivation for Gaming’s Correlation witheRilience......................... 99
Implications for Social Change............uuceeeeeieeiiiiiiie e ereeee e 99
Recommendations fOr ACHON ...........ooiiieereeeiiieice e eeeeeas 103
Recommendations for Further Study ..., 105
Y 10 [0 |V IR 1 = o 1R 106
CONCIUSION ...ttt et e et e e e e et e e e e n e e e e s s e e e e e eans 108
RETEIENCES ... e ettt e e e e e e e e 110
APPENAIX A: SUIVEYS .. .cciiiieeeeeeeieeteee s o e a s s e e e e e eeaaeeeeeesessessnsssn s aanaansaaaaeaaaeaaeees 122
Appendix B: Permission for Use of Peds@lPediatric Quality of Life Inventory......141
Appendix C: Permission for Motivation for Gamingr&ey by Yee (2007).................. 143
Appendix D: Permission for Child and Youth ResiterMeasure ............cccceevvvvvvnnnnnns 144
CUITICUIUM VITAIE ...t es 149



List of Tables
Table 1. Sample Characteristi®d£ 103) ......cccooeeiiiieeiiiiiiieeeeeeeimmmmme e e e e e e e eeeeaaaeees 66
Table 2. Descriptive Statistics for Hours per W¥@keo Gaming and VOIPing, and
Pseudo-Percentage of VOIP Gaming TitNe=(103)........ccceeeeiiiiiiiiiiiiiniiiininas 68
Table 3. Scales and Subscale Descriptive Stati€igality of Life, Motivation for
Gaming, ResSIlieNCYN = 103) ....cccooiiiiiiieeeeeiiiee s e e e e e e e e e e e e 69

Table 4. Intercorrelations Among VOIP Pseudo-% @Qudlity of Life Subscaled\(=

Table 6. Intercorrelations Among VOIP Pseudo-% iadivation for Gaming Major
SUDSCAIESN = 103) .iieiieeiiiiiiiiiies s e e e e e e e e e e e s vemmeera s e e e e e e e e e e e e e e e e e aa i —— 73

Table 7. VOIP Pseudo-% Regressed on Motivatioriaming Major Subscalesl (=

Table 8. Intercorrelations Among VOIP Pseudo-% iadivation for Gaming Minor
SUDSCAIESN = 103) iiiieeeeiiiiiiiiies s e e e e e e e e e e e s vemmeera e e e e e e e e e e e e e e e e e e aaaa e —— 74

Table 9. VOIP Pseudo-% Regressed on Motivatioriaming Minor Subscaledl(=

Table 10. Intercorrelations Among VOIP Pseudo-% Rediliency Subscales

(NS 103) ottt eememee ettt ettt ettt er e s et en e, 76
Table 11. VOIP Pseudo-% Regressed on Resiliencgcaldgs = 103) ........ccccceeennnn.. 76
Table 12. Intercorrelations Among Quality of Lif@QL) and Motivation for Gaming

(MOT) SUDSCAIESN = 103) ..uuiiieeeeeeeeeeeee et e e e e e e e e e aees 78



Table 13. Canonical Correlation Results for Quadity.ife (QOL) and Motivation for
Gaming (MOT) SubscCale®l(= 103) .....ccovviiiiiiiiiiiie e e eeeeem e e e e e e e e e 79

Table 14. Intercorrelations Among Resilience (R&S) Motivation for Gaming (MOT)
SUDSCAIESN = 103) .iiieeeeeiiiiiiiiias s e e e et e e e e e e e s vemmeera s s e e e e e e e e e e e e e e e e e aaa e ———— 82

Table 15. Canonical Correlation Results for Resdie(RES) and Motivation for Gaming

(MOT) SUDSCAIESIN = 103) ...ueuuuuiiiieeeeeeeeeeeeeeeeeeeeettmrmmms e e e e e e e e e e e eeeeeaaaennna e eeeas 83

Vi



List of Figures
Figure 1. Canonical coefficients for Quality of €ifQOL) and Motivation for Gaming
(MOT) SUBSCAIES .....cvveiiiieiie et e e e e e e ee e e e eeeeeeeaenees 80
Figure 2. Canonical coefficients for Resiliency &E&nd Motivation for Gaming (MOT)

SUDSCAIES ...t et ettt 84

Vii



Chapter 1: Introduction to the Study
Background

Adolescent life has changed since the advent @ovghmes. Prior to video
games, individuals played games outdoors with thieinds, socialized face to face, and
were more involved in family activities. Howevedakescents are now spending more
time playing video games than they did befataiger Family Foundation, 2010)

An important aspect of video gaming is that of abgaming, which is the fastest
growing section of the video game industry. ThéeEainment Software Association
(ESA; 2012) definedocial gamingas pertaining to games that enable and fostealsoci
interaction inside and outside of the gaming exgmee. Over 40% of United States
gamers play on social gaming sites (ESA, 2012)iigjodd (2000) commented that
online game communities present an opportunityrfdividuals to make new friends,
interact, and build a social community. ESA detedithat the majority of parents
accept video gaming as a positive social experi@ga8é\, 2012).

Nevertheless, researchers have also expressedc@bmit online communities,
indicating that social interaction online is nowvays beneficial and, in fact, may be
harmful to the individual by replacing face-to-fasrecial interactions (Kraut et al., 1998).
Wang, Chen, Lin, and Wang (2008) expressed tha éngaged in online activities
negatively impacts individuals’ perceived life sédiction, school grades, interpersonal
relationships, and physical health. A detailed ussoon of these and other studies is

provided in Chapter 2.



Most researchers have looked at the interactiondividuals playing video
games without Voice Over Internet Protocol or V@UdRiGamers who VOIP use a
microphone and earphones to talk over the Intemtatfellow gamers. The
communication occurs through the video game setugng the course of in-game play
and also in waiting rooms, where more relaxed csat®ns occur. Halloran (2011)
suggested that the current trend of VOIPing magiSaantly impact not only the way
individuals play video games, but also how theyame, who they socialize with, and
how they mentally and physically feel about thews®l Even with all the research that
has been done on video games, no researchers sk about the impact that VOIPing
may have on adolescents’ quality of life, their ivation for gaming (e.g., escapism or
socialization), and their resilience in life’'s gjgles. This study was conducted to help fill
the current gap in understanding the effects of RId on adolescents.

Problem Statement

Video games impact the lives of individuals whoyplaem in many positive and
negative ways. Some of the positives include edpdrvisual attention, increased
processing speed, improved cognitive function, emtanced spatial cognition (Green &
Bavelier, 2006; Spence & Feng, 2010). On the adthed, some of the negatives of video
gaming encompass detrimental impacts on friendshgdsol, work, the individual's
physical and emotional health, and the individuabdity to function on a daily basis
(Chappell, Eatough, Davies, & Griffiths, 2006; Meoni et al., 2011). However, it is not
known if video game VOIPing positively or negativ@hpacts adolescents’ quality of

life, motivation for gaming, and life resiliency.



Purpose of the Study

The purpose of this quantitative study was to deitee the relationship of
adolescent video game VOIPing on adolescents’ tyuaflilife, motivation for gaming,
and life resiliency. Video games continue to be@mphant force in adolescent lives, and
the research focus in this area has been primamithe negative aspects of gaming (Ha
et al., 2007). Positive aspects of video gamingstading to be addressed in research, but
information is still limited. VOIPing has been memed as one of the influences that
may help improve adolescent lives (Halloran, 20Thjs study examined the
relationship on a continuum between those who V&ié those who do not VOIP with
regard to three factors: quality of life, motivatitor gaming, and life resiliency.

Nature of the Study

This research study was quantitative in natureveasla single-stage design of a
one-time capture approach. Participants in theystesibonded to surveys provided to
them through an electronic format. This selecti@thmadology offered ease of use,
flexibility for participants, and participants’ cdant with electronic surveys. This
research study used a combination of preestablistie@ys that had shown validity and
reliability in previous research studies. The Valesa in the study included VOIPing
(independent variable), quality of life (dependentdtivation for gaming (dependent),
and resilience (dependent). The multivariate esfettquality of life, motivation for
gaming, and resilience were examined after comigfor the independent variable.

VOIPing was measured on a continuous scale detedig how participants

responded to two questions. Quality of life was sueed using the Peds®f Short-
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Form 15 Generic Core Scales© (ProQollid, 2012).ilvditon for gaming was measured
using a 39-item survey on motivation for gamingatee by Yee (2007). Resilience was
measured from the quantitative portion of the resdy survey of The Child and Youth
Resilience Measure (CYRM) 28 (Resilience Reseasti@, 2009). These measures are
discussed in further detail in Chapter 3.

Participants for this study were selected from seteol district within California
near a major metropolis. All participants from dgges of 13 to 18 had an opportunity to
participate after informed consent was given byw@pt or legal guardian. Assent of the
adolescent was required.

Research Questions

A series of constructed analytic models were usezkémine explanatory
relationships between quality of life, motivatiar §aming, and resilience with the
proportion of gaming time that included VOIPingmdarly, multivariate relationship
models between (a) motivation for gaming and gyalitlife and (b) motivation for
gaming and resilience were examined. The explapatodels were associated with the
research questions listed below. More detaileorin&tion on each model and associated
analysis plan is provided in Chapter 3.

Model 1: Quality of Life and VOIPing

What are the combined and relative relationshige®fphysical, emotional,

social, and school quality of life subscale scavéh proportion of VOIPing gaming

time?



Model 2: Motivation for Gaming and VOIPing

What are the combined and relative relationshipges’s (2007) three
motivation for gaming scales and 10 subscales pyibportion of VOIPing gaming time?
Model 3: Resilience and VOIPing

What are the combined and relative relationshigh@individual, family and
peer relationships, community, and culture resiyesubscale scores with proportion of
VOIPing gaming time?
Model 4: Motivation for Gaming and Quality of Life

Along how many dimensions are the 10 motivationgaming subscales related
to the four quality of life subscales, and whattheevariable patterns that define a
dimension?
Model 5: Motivation for Gaming and Resilience

Along how many dimensions are the 10 motivationgaming subscales related
to the four resilience subscales, and what argdhiable patterns that define a
dimension?

Theoretical Base

The conceptual framework used to create this stvalyygenerated from multiple
sources: entertainment theory (ET) and motivatitmabry (MT) by Klimmt, Hefner,
Vorderer, and Roth (2008) and psychological disttesory (PDT) proposed by Leonard
Perlin and used by Hart et al. (2009) when loolahgroblem video game playing. Other
researchers have used these theories to deterrhnedividuals play video games. ET

is based on the assumption that video games ayeplzecause individuals see some
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value in playing (Klimmt et al., 2008). The valueMOIPing during game play is that
players have greater control of their gaming emment and can communicate with
other players in order to obtain game objectivédss Teature can have increased
importance if players believe that they don't hewetrol in other areas of their lives.

MT and PDT suggest that playing is done for a jpe@ason, such as avoidance
of problems, escapism, or, conversely, increaselsconnection (Hart et al., 2009;
Klimmt et al., 2008). The specific reasons for V@IPmight be to allow individuals to
immerse themselves in a video game to escape @@ nsablems or, on the other hand,
to improve social contacts through planning strategving feedback as the game
progresses, or simply chatting. Adolescents cand@n what they are saying about the
objectives of the game and how to attain themtagam rather than doing homework or
dealing with difficult peers or situations faceféce.

This study focused on aspects of VOIPing and iteq@al impact on adolescent
quality of life, motivations for playing, and rasihce. Previous studies and research on
video games summarized here in Chapter 1 are egolan further detail in Chapter 2.

Definition of Terms

This study used terms that the reader may be uhéimith, which are defined
here.

VOIP or VOIPIng Refers tovoice Over Internet Protocoh transmission
technique and delivery system of a voice over titerhet. More specifically, VOIP
involves communication with a microphone and speakehat individuals can talk with

and hear other players (Halloran, 2011).
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Life satisfaction The ability to be successful in whatever an irdlial has hoped
for compared to what he or she has achieved (Wiaalg, 2008).

Motivation for gamingCharacteristics that encourage individuals ty pideo
games and are correlated with gaming behavior aadeupatterngree, 2007).

Quality of life Adolescents’ satisfaction or dissatisfaction wité in multiple
areas such as physical well-being, emotional hesdttial connections and interaction,
and ability to succeed in school over the past m@AtoQollid, 2012).

Resiliency or resiliencelhe ability of a person to use positive patterhs
adaptation to work through historic, current, otgmtial adversity (Evans, Marsh, &
Weigel, 2010).

Assumptions

The assumptions for this study included the folloyvi

Assumption 1Adolescents responded truthfully to the survegsfions presented.

Assumption 2VOIPing impacts quality of life and resilience fadolescents who
play video games positively.

Assumption 3VOIPing motivates adolescents to spend more filaging video
games, which may have a negative impact in otleasanf school and home life.

Assumption 4Adolescents VOIP more when playing certain acboented
video game genres than when playing slower-paaebvgjames.

Limitations
Limitations to this study were the potential ina@y of self-report data

collection in an electronic format and the posgipthat the data collected would only
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apply to this specific population. The survey wasmpilation of three previously used
surveys that had been shown to be valid and reliabd that reduced the potential
general limitation of self-reported data. Howe\hbeg issues of accuracy remain. Prior to
use in the study, the data were analyzed for in¢et@gurveys and outliers. These items
were removed so as to gather a cleaner data seemmye potential statistical issues.

Delimitations

This study does not necessarily pertain to aliMialdials who VOIP because the
sample population is specific to a high-tech aaeal, that particular culture may be
different from the cultures of other areas whosédents are not as computer oriented
and technologically savvy. Because the sample @dipulin this specific area of the
United States is, on average, wealthier, adolesaealy have more free time to play
video games, and the majority of adolescents ireeraffluent community have at least
one video game console in their home. This geograpka also boasts some of the
fastest Internet speeds, which provide ample baditivior online video gamingnd
VOIPing, an asset other populations may lack.

This study did not address individuals older tHandge of 18 because those
individuals may engage less in video gamwith VOIPing communication simply due to
the their stage of life and additional respondileti requiring more of their time and
energy. Furthermore, this study did not addreswihglals younger than 13 due to the
potential for age-inappropriate content in most FiQy games and the limited number of

video games that have VOIPing capability with agprapriate ratings. Additionally, this
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study did not address potential issues of bullyingarassment through VOIPing, which
can impact an adolescent’s quality of life, motieatfor gaming, and resilience.

Significance of the Study

The digital age has expanded so fast in video gaaethat it is hard for parents
and other professionals to keep up. This studyhedmin highlighting pitfalls of video
game VOIPing as well as any advantages that migleiployed to augment quality of
life, motivation for gaming, and resiliency of adstents. Studies have shown that video
games do have negative effects on adolescentst@a 2007). Negative effects of
VOIPIng include teasing, unhealthy sense of coripatilessening of self-esteem
because of negative social interactions, exclusfgrlayers from a team, and escaping
from real world problems. On the other hand, VO¢Peould provide improved
teamwork skills, increased attention span due ttakmteraction, lessening of social
anxieties, and a positive self-perception of beiagperative, dependable, and fun.

This study may support adolescents, parents, theatidnal system, social
service providers, and game developers by providimgreness of potential problems
and assets in VOIPing. Action plans can be develdipat may affect adolescents in a
positive way. Adolescents can potentially obtaisipee skills through increased positive
VOIPIng interaction during game play. The abilityihcrease adolescents’ quality of life
and resiliency through the use of these preferctigliges, video games and VOIPing,
could be beneficial in the lives of not only adalests, but also those who interact with
adolescents. The impact on adolescents’ overaflesehself, self-esteem, and sense of

belonging may increase due to VOIPing. At the siime, there may be a decrease in
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adolescent depression, detachment from friendsisahation. On the other hand, if the
findings are negative, providing that informatioenaidolescents is important so they can
make informed choices regarding their online irctoas.

Parents and some youth mentors may find value itPif@ with adolescents in
home or educational settings and in teaching propkme social communication. This
type of interaction could produce healthier soegjulation, provide social and emotional
mental health support groups, and offer healtl@silience skills to support adolescents
when needed. Being able to determine ways to efgfigsitive support while using a
high-interest activity such as video games is aereid ideal for helping adolescents
(Halloran, 2011). VOIPing may be one of thoseuefices.

Summary and Transition

Adolescents enjoy a plethora of activities thatstome their time, and video
gaming is one dominant activity. Video games hasenbshown to have negative effects
on those who play because players may experiessddee-to-face socialization, issues
with mental health, and poor physical health (Wanhagl., 2008).

Since the mid-2000s, researchers have exploreddositive and negative
aspects of video gaming to the point that theeedensiderable base knowledge of its
impact on adolescents. The relatively recent intotidn of VOIPIng in video games has
amplified the gaming experience; however, reseascii@ just starting to understand its
potential impact. Questions for this study havenbg®uped into three areas of interest:
quality of life, motivation for gaming, and resiiee in adolescent life. The study

incorporated questionnaires from ProQollid (20¥2e (2007), and Resilience Research
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Centre (2009). The study was a one-time electrsaepling comparing a continuum of
adolescents who VOIP with those who do not. Thgetaage range was 15 to 18 years
old, with a target sample size of 198 participants.

Chapter 1 has provided an overview and an intrediitd this research. Chapter
2 details the history of video games and previaudiss done regarding both positive
and negative effects of video games on adolescEntpter 3 sets forth the research
design, methodology, process for data collectiod, selected data analysis techniques
for this study. Chapter 4 presents the findingsrasdlts of the study. Chapter 5 provides
the summary, conclusions, recommendations for éutesearch, and implications for

social change based on the study.
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Chapter 2: Literature Review
Brief History of Video Gaming

Visual and auditory applications for computers wiast produced in the late
1940s and early 1950s. Charley Adama has beertedadlith the creation of a program
calledBouncing Ball in which series of lights on a screen change@déng on the
control settings; this was a precursor to modedewigames (Computer Graphic
Timeline, 2008). The creation of this earliest comap game inspired many individuals at
the time to contemplate the potential for compgtenes.

A video game console call€idysseypy Magnavox, introduced to the public in
1972, enabled individuals to play video games @rthomes (Moore & Novak, 2010).
Because in-home gaming was becoming popular, ircduese game producers created
different genres of games. By the 1980s, consaleosgames were organized into
categories such as action-adventure, fightingfqiat, racing, and scrolling shooters
(Wolf, 2008). The 1990s continued to support theleion of video games and their
expansion into the homes of individuals. Games sis&uper Mario Worldreleased in
1990, were the first directly geared to younger ganand became hugely successful,
according to IGN, a well-established entertainmmagazine (IGN, 2012).

Video games likewise evolved in playability and ep@mnce. In the 2000s, video
games shifted to a three-dimensional or 3D worlam@s such as Bungie Studiblalo:
Combat Evolveadr Activision’sCall of Dutyhave transported individuals from their
homes into unique virtual worlds. Video games cw@d to expand with the

introduction of communication during game play.fBiént communication styles from
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bubble talk over the character’s head to chatroanasfinally the introduction of
simultaneous verbal communication via Voice-Oveéernet Protocol (VOIP) improved
game interaction (Halloran, 2011).

Literature Search Strategy

The study involved research through academic seargimes, topic-related
Internet pages, and published books; however, #jerity of research for this study was
taken from peer-reviewed research studies founacademic search engines. The
literature search was conducted using the folloviloigry databases: EBSCO’s
Academic Search Premier, PSYCarticles, PSYCinfoMad, ProQuest, ProQuest
Dissertation and Theses, and SAGE.

Key search terms used in the literature searcteglydor this study included but
were not limited tovideo gameselectronic video gameslectronic mediadigital games
cyber gamingonline gamesadolescent Internet usadolescent video game ysaternet
addiction video games and the bralmotion and game experienpéayer experience
assessmensocial experiengesocial presence/OIPing and gamingmultiple
simultaneous playeraggressionandvideo games

Violent video games and aggression have been widsBarched, whereas
research on the impact of video games and VOIRihgss prevalent in the literature.
The scope of the literature review included mudtifacets of video gaming in order to
have enough information pertaining to the areaofi$. Due to the limited amount of
knowledge in this particular area of research,dditenal time period of 10 years was

used to gather adequate amounts of peer-revievgedneh.
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Theoretical Foundation

As mentioned in Chapter 1, in developing the thicakframework for this
study, | drew on three theories: ET, MT (Klimmtagt 2008), and PDT (Hart et al.,
2009). ET posits that individuals play video garbhesause they find some value in doing
so. One value is increased control. Players matiegecharacter’s actions, interactions
with other players and the virtual environment, amdn the specific appearance of the
virtual environment. MT and PDT indicate that vidgames are played for specific
purposes such as avoiding issues, escapism, tlieather hand, increasing social
interactions and connections with friends (Hamlet2009; Klimmt et al., 2008). MT and
PDT may explain why connecting with other gamersugh VOIPing (the way people
might in a face-to-face interaction) provides apgemore immersive experience for the
gamer.

Who Plays Now

Griffiths, Davies, and Chappell (2004) created msary of who plays video
games in an online atmosphere. The chosen gantieefaollection of data were
Everquesproduced by Sony Online Entertainment and at the tvas considered very
popular (Griffiths et al., 2004). It is a Massiy@lultiplayer Online Role Playing Game,
which allows for many thousands of individuals taypat the same time. From 1999 to
2002, Griffiths et al. used questionnaires to gatlta¢a from fan sites such as basic
demographic information, how often individuals plashat type of games they play, and
what the players liked and did not like about taeng. They found that 93.2% of

adolescent players and 79.6% of adult players wele, and 84% of players were above
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19 years of age (Griffiths et al., 2004). They aksported that 16% of those playing
Everquestvere middle and high school students, with a speitentage coming from
elementary school (Griffiths et al., 2004). Theyrid that adolescents averaged longer
playing times than adults, possibly because adeféstad more available time and
fewer responsibilities (Griffiths et al., 2004).

In 2010, the Entertainment Software AssociationAEathered information
about gamers. The ESA reported that 60% of all gamvere male and that the average
age of gamers had increased to 34. In 2012, theréfdyted that the average age of
gamers had dropped by 4 years to age 30, with 328 gamers under the age of 18.
The gender makeup of gamers had shifted to 53% amalel7% female (ESA, 2012).
The ESA (2012) reported that, additionally, 70%mofiseholds in the United States at
that time had a dedicated game console, and 629amérs played with others online or
in person.

Video Game Genres

Today’s video games can be categorized into manygegeeducational, puzzle,
party, racing, fighting, sports, platformer, reiahé strategy, third-person shooter, first-
person shooter, role playing, and massively malsiet online role-playing. Each one of
these genres has unique features that attractehtfgamers.

Educationalvideo games teach basic skills such as readingreatid. Examples
of educational games adampstart: Advanced Kindergart@mdScholastic: Dragon
Tales: Learn and Fly With Dragons which the basics of thinking skills and matk a

taught.
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Puzzlegames encourage the gamer to think logically depto solve random
problems that are continuously presented (AchtrGaeen, & Bavelier, 2008 etrisor
Bejeweledare popular examples. Puzzle games are usuadlsionple design with no
particular theme and provide many levels of playey provide the gamer with a high
level of immediate interaction in a short spacérak.

Party games provide fun and simple experiences for gpdagp. They contain
multiple minigames and allow many gamers to plathatsame time. These games are
often competitive, and gamers collect points or peta for the best time within each
game. Examples aMario Partyby Nintendo offusion Frenzyoy Microsoft.

Racinggames create the experience of driving. The gaarebe the driver
looking out through a windshield or have a camengpective from just behind the car.
Realistic images and sounds of high-performance @alnance the gaming experience.
Gamers can use the cars either in stock format arcustom format created by the
gamer. The gamers compete against their own preWest times, other racers who are
computer generated, or other gamers. The graptea®alistic and use natural physical
properties such as gravity or weather conditiormvéler, defying natural law, cars that
crash reset after a short time, and no charactejuied. Examples afdeed for Speeby
Electronic Arts andBurn Outby Acclaim Entertainment.

Fighting games capitalize on one-to-one combat. They alestieally oriented in
graphic design, but the characters perform movasaite impossible in the real world.
Fighting games use matrtial arts as the primarntifighforms. The characters may be

unarmed, may use handheld weapons to defeat amepip.g., ice thrown from the
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fingertips at the opponent), or may disappear tmchan attack. Examples akéortal
Combatby Nether Realm Studios aidreet Fightetby Capcom.

There are two types @portsvideo games: realistic and fantasy. Realistictspor
games simulate live sports through lifelike graplesign and realistic play. Players can
be hurt, and physical laws of nature such as gragply. Additionally, realistic sports
games provide coaching experiences, encouragingeamers to improve their teams
through trading or benching players. Examples\it8 Baseball NBABasketball and
MaddenFootball. In contrast, fantasy sports games do not fotleevlaws of nature. A
cartoon-like character might launch his snowboatd the air for 2 minutes, all the while
gathering points for performance, and never beihuwbllisions. Examples ai®SX
SnowboardingandWii Sports Both reality and fantasy sports games providegtmaer
with opportunities to compete against other gamaatsto play exhibition games as well
as an entire season.

Platformergames entail moving a character from Point A toPBiwhile
overcoming obstacles and jumping from platformlaifprm (Wolf, 2000). They follow
a simple storyline such as rescuing a princesppstg an evildoer, or preventing aliens
from taking over a space station. Examplesd\aeio Brothersby Nintendo Sonic the
Hedgehodyy Sega, antMetroid by Nintendo. The characters are all very cartoke-in
appearance, and the violence is not realistic,ngano blood or graphic scenes. This type
of violence includes jumping on the head of a thegwing fireballs, or shooting the
enemy, who then disappears with a poof.

Real-time strateggames are based on creating or developing songethich as a
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city or an army over a period of time. Gamers,ifgtance, may compete to gain
resources for their city or defeat the opponentsies. The game is played
simultaneously against opponents, without takimggWolf, 2000). The gamers’
perspective is called God view and involves selange areas of the game from above.
Competitors may build bases or control army umitddminate opponents. While they
are building and creating, their opponent is ofitacking. The victor is the last person
alive. Recently, the game has expanded to includal@player online version that lets
gamers face off against each other instead of agdia computer. An example of a real-
time strategy game Sommand and Conquea,series created by Electronic Arts.

Third-persongames place the character in a three-dimensiettag or virtual
world with which the player interacts. The gameaws the hero from behind and over
the shoulder, and the hero is more realistic amdamilike. The goal is to stay alive while
going from Point A to Point B. Possible tasks imd@wsolving difficult puzzles such as
unlocking doors, working through mazes, and defigdibes. Third-person games
usually entail mature or extreme violence suchratabdeaths, squirting blood, and
mutilation. Graphics are very realistic; howeveg games usually include fictional
characters and situations, such as monstrous onesg out of the ground. Examples are
Gears of War 3y Epic Games antiom Clancy's Ghost Recon: Future Soldgr
Ubisoft.

First-person shooter§~PS) are games suchhalo by Microsoft Corp. an€all
of Dutyby Activision. The gamer is the ultimate hero aeés everything through the

hero’s eyes (Wolf, 2000). The graphics are highnitgdn and intricately detailed. As the
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hero progresses through the storyline, gamerstiaekad either by other computer-
controlled enemies or by characters controlledthgiogamers. The goal is to use a
variety of weapons, vehicles, or armor to annikiklie enemy and save the country or
the world. The hero is also able to advance im&ing system similar to that of a
military order, which is built into the game. Gamare able to get medals and other
rewards as they advance in the game. Such gamdssigned for mature audiences due
to violence, gore, and sexual themes.

Role playinggameqRPGs) were originally designed for individual,
noncompetitive play and progress through a stoeylithese games feature a huge variety
of characters, such as humans, orcs, dwarves,laes @&ho can be either good or evil.
These characters may interact with the environnmegteat detail by casting spells,
going in and out of structures, battling computengrated foes, solving complex
puzzles, and gaining abilities or skills. Gamensally spend a longer time in the story
modes of this type of game than in any other dubdovast variety of options provided
them. Several fixed endings are determined by liogces the gamer makes (Wolf,
2000). Recently, RPGs have become online multilalggp instead of individual games.
Examples of RPGs afeble Il by LionHead Studios anthe Elder Scrolls V: Skyrim
by Bethesda Softworks.

The last game type, which is enormously successftihemassively multiplayer
online role playing gam@MORPG). According to many researchers, MMORP &sw
in many thousands of players at one time and areaviworlds unto themselves (Cole &

Griffiths, 2007). MMORPGs do not have specific gtimres or a fixed ending (Cole &
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Griffiths, 2007). Players can play as individuals,teams, or in clans. These clans form
social hierarchies within which gamers gain resp@ct power. Players can go on a large
variety of quests, or they can hang out and chakeffing aspect of MMORPGs is a
large number of in-game tasks to accomplish eitiadividually or cooperatively. Gamers
are challenged in many ways through puzzles andraments, battles against computer-
generated characters or other gamers, or diffexaial settings and interactions. This
was the first type of game to use bubble chat &atigoms to help gamers strategize and
socialize (Cole & Griffiths, 2007). One of thedast games in sheer numbers of players
is World of Warcraftoy Blizzard (2010), which boasts over 12 millicangers (Blizzard,
2010). Other games aBporeby Electronic Arts an®iablo by Blizzard.
Rating of Video Games

The Entertainment Software Rating Board (ESRB) evaated in 1994 to
regulate video games and to inform consumers (Tlsom@g Haninger, 2001). Ratings
range from “Early Childhood” (EC) to “Adults Onl{AO), with games in the
development stages receiving a Rating Pending (R#)the board has a chance to fully
review them. These ratings are based on a catedjoaking process, with games having
to meet certain criteria to be placed in a category

The EC category refers to games that have conemnged for gamers 3 years
and older and have no objectionable content aslseparents (Thompson & Haninger,
2001). E is the rating given f@veryone Content is intended for gamers 6 years and
older and may contain some nongraphic violencg@ssitzk humor, or objectionable

language as defined by the ESRB (Thompson & Hanjia®1). E +10, created in 2005,
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is the rating category for everyone 10 years addrokhe violence and graphic content
are mild, and the themes may be minimally suggeg®85RB, 2012). T stands for Teen
and is for gamers 13 years and older. AccordintecESRB, these games are more
graphic and violent, showing more blood and “crbdenor” (ESRB, 2012). They also
have stronger suggestive language and themes (Bon&Haninger, 2001). M is the
rating for Mature, geared for gamers 17 years @erohnd containing severe language,
violence, and sexual themes (Thompson & Haning#1® The AO rating, for adults 18
years and older, is reserved for select gamesatkabo sexual or violent for an M rating
(Thompson & Haninger, 2001). The ESRB rating isneguired; however, many video
game companies opt to get an ESRB rating to helgohsumer know which games are
appropriate for various age groups (ESRB, 2012).

Type of Gaming Communication

Since the 1990s, communication has become a lang@fthe gaming
experience, and game developers employ differemtrmanication formats for players to
interact (Halloran, 2011). Text communication, oh¢he early forms, utilized a Unix-
based computer system to support either chatroomafts or cartoon bubble-speech
(Halloran, 2011). This type of communication helgganers identify which player was
speaking.

In the mid-2000s, video game designers introducadls&aneous voice
communication to game play. This was achieved tjindieadphones and a microphone

using an approach called Voice Over Internet PadtocVOIP. Halloran (2011) pointed
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out that VOIP helps gamers coach each other, gtzateand work together on similar
tasks.

Visual and Auditory Systems

Video game developers create virtual worlds thatairencompassing. They
intentionally use colorful cinematic detail andstilating soundtracks with entertaining
sound effects to captivate gamers, who lose theres@h the game (Zyda, 2005).
According to a study by Ravaja, Saari, Salminemrhg and Kallinen (2006), what the
gamer hears and sees engages the sympathetic sspstam. Thirty-six gamers, from
20 to 30 years old, playetliper Monkey Ball.2Ravaja et al. (2006) video recorded the
audio and visual events of four different gamingenences for each gamer. Using
electrodes, Ravaja et al. assessed the playetsihasd auditory responses to events in
the game for sympathetic nervous system activatim as changes in skin conductance
and facial and eye muscle movement. They then cadphe physiological response
data to the video recordings (Ravaja et al., 2006¢. results indicated changes in the
gamers’ physiological responses, based on the gpevients (Ravaja et al., 2006).

He bert, Be'land, Dionne-Fournelle, Cre"te, andieng2005) reported that
video games have multiple physiological impactgamers such as changes in heart
rate, increase in breathing rate, and increastodipressure. He bert et al. (2005) stated
that even video game soundtracks alone appeamthtge the sympathetic nervous
system in gamers. Ravaja et al. (2006) pointediaitviolent video games appear to
influence the stress responses of the sympathetions system to a greater degree than

the nonviolent video games.
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Effects on the Brain

Video game play has been shown to create certainggs in the brain.
Specifically, studies have shown that gamers haveaease of two chemicals,
dopamine (Koepp et al., 1998) and cortisol (He bedl., 2005). Pinel (2011) stated that
dopamine, produced by the brain, is a neurotratsnihat affected both gross and fine
motor control, memory, and cognitive ability (Ar@arrion & Poppel, 2007). Lack of
dopamine caused motor tremors in Parkinson patardsvas associated with disorders
such as schizophrenia and attention deficit hypisrgcdisorder [ADHD], (Arias -
Carrion & Poppel, 2007). According to Arias-Carriamd Poppel (2007), dopamine
appeared to affect how the working memory and etkexfunction respond in
processing time, ability to make decisions, ancgptatality to a changing environment.
They are doing more research to identify the conmecenore fully. Dopamine was also
connected with a person’s ability to learn andititgvidual’s motivation or, in other
words, reward-seeking behavior (Arias-Carrion & pelp2007).

Koepp et al. (1998) studied the interaction of dopee on behavioral learning,
reinforcement of behavior, attention, and sensooyemintegration. They asked eight
male gamers to play a specific game for 50 minatesalso at some point watch a blank
screen for the same length of time as a controgfifcet al., 1998). The participants
maneuvered an in-game tank over a virtual terissthe tank moved, the participants
were challenged to collect in-game flags, destrmgney tanks, and avoid being killed.
After collecting all flags, players advanced to tfext level. PET scans assessed

dopamine levels in the players’ cerebellwantral striatum, and dorsal striatum during
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game play. According to Koepp et al., the dopanenels of gamers increased in the
ventral striatum and dorsal striatum at levels ksinto those found in individuals who
were injected with amphetamines. Playing video gaowerelated with reinforcement of
the particular behavior because of the sustaine@ase of dopamine (Koepp et al.,
1998). According to Arias-Carrion and Poppel (20@ifgh levels of dopamine were also
found in persons with addictions (drugs and alcphnt addicting behaviors (gambling
and sex).

Playing video games also affected cortisol levitzording to Pinel (2011), the
adrenal gland produced cortisol in response tagatnee stressor. Cortisol suppresses
secondary functions such as the immune systemnanelaises glucose levels, providing
more energy for immediate response to the str¢Bsoel, 2011). He bert et al. (2005)
noted that cortisol caused the heart rate to iseread blood pressure to elevate. De
Quervain, Roozendaal, and McGaugh (1998) condwcstddy on rats and found that
cortisol impacted memory retrieval, stopping thefram navigating on the correct path
through a maze. They suggested that cortisol &fielstmans in similar ways. Long-term
exposure to high levels of cortisol were associatid several health issues such as
depression, osteoporosis, and hypertension (Brofarghese, & McEwen, 2004).

He bert et al. (2005) showed that music in videmes heightened the stress
response, stimulating cortisol production. Theyeask?2 men to play a game called
Quake llIfor 10 minutes Half of the participants played the game with sband the
other half without.The gamers who experienced in-game music for 1Qtashad

larger amounts of cortisol in their saliva for @p30 minutes after they had stopped
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playing the game than the control group. He beal.gf2005) concluded that video game
music stimulates the stress response, which aeswartisol levels.

Wolf, Schommer, Hellhammer, McEwen, and Krischbg@601), explained the
impact of increased cortisol on the brain. Theyestdhat cortisol can either improve or
decrease the ability to remember, depending om#raory task (Wolf, Schommer,
Hellhammer, McEwen, & Krischbaum, 2001). Buchanad kovallo (2001) highlighted
that increased cortisol levels supported long-teremory recall of events that were
emotionally stimulated. Conversely, high levelzoftisol negatively affected short-term
memory retrieval (Buchanan & Lovallo, 2001). Waifa¢. (2001) also mentioned that
learning deficits correlated with elevated cortisnlels.

Immersion Factors

When gamers experience high levels of enjoymemitral and proficiency, they
become immersed in the game. Lin (2010) commetigdfdér some gamers, violence
contributed to the pleasure of the video game. |égt®nt males were more likely to
experience enjoyment from violent video games tidolescent females (Lin, 2010).

Using social cognitive theory proposed by AlberhBara, Lin (2010) pointed out
that in general the extremely violent behaviorthimgame were against individuals’
morals and values, causing guilt and other comflicemotions. However, gamers used
justification such as “This is only a video game’hielp reduce or eliminate those
negative feelings (Lin, 2010), thereby creating@erpleasurable experience. Lin
reported that the better the justification, the enpleasurable the experience. Moreover,

males appeared better able to manage and possjidyade themselves from the virtual
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world’s moral dilemmas than females, and in turmenable to enjoy the experience more
often (Lin, 2010). Lin also commented that femaapyed nonviolent video games
more and were not as likely as males to identifhwillains and violent characters.

Additionally, researchers noted that the gamer#ditalbo assume different roles,
such as heroes or villains, provided enjoyment (M&010). Gaming provided
opportunities to test different identities and testindaries (Marin, 2010). Shieh and
Cheng (2007) also commented that gamers could sxpinemselves in a greater variety
of ways while gaming, both positively and negatyyé¢han they would in the real world.

While character connection and separation of realdrand virtual world morals
can help gamers enjoy their time playing, intekaigtican also lead to enjoyment.
Klimmt, Hartmann, and Frey (2007) stated that iaxtévity can be explained by
effectanceandcontrol. According to Klimmt et al. (2007), effectancdhg concept that
the avatar (player’s character) in video gamespwasd[s] to player inputs immediately
and constantly” (p. 845). This immediate and camstesponse provided the player with
instant gratification of desired avatar actionsntta implies that the player is
knowledgeable of the video game’s environment aedhanics to play successfully and
achieve the game objective (Klimmt et al., 200%)e Btudy used three phases of the
same game to determine whether effectance or dam&ated higher levels of
enjoyment. Klimmt et al. asked study participaotplay the game at a normal or non-
manipulated state, which was followed by a questine. Following this process,
participants were put into one of three groups. @moeip played the same game with no

changes; the second group played the game thata$sat effectance; and the last group
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played the game that decreased control. As the gmatality to manipulate the avatar
diminished in effectance, the gamer’s perceivedwngnt also decreased. They noted
that this pattern was not true when the environmest changed decreasing control. The
study therefore showed that effectance has straggarciation with enjoyment than
control. Klimmt et al. concluded that a reduced ant@f control of the environment did
not necessarily bring less enjoyment because aonimatled environment was perceived
as a challenge that could be viewed as enjoyabim(it et al., 2007).

Game technologies have created virtual worlds ircivgamers can immerse
themselves with little perception of time spenictlations in their real-world
environment, and at times even their own physiealds (Griffith, 2012). Flow is a key
element for individuals to be enveloped in a game experience that sense of enjoyment
(Limperos, Schmierbach, Kegerise, & Dardis, 20Rtrording to Limperos et al.

(2011), total immersion in a video game happeneenitthe gamer achieved equilibrium
between their peak performance and the difficultiethe game. They reported that when
gamers were in their state of flow, they felt aghé&y were in control, lost all sense of
time orientation, and were wholly absorbed in tlggime. The stronger the flow, the
more the gamer stated that he enjoyed the gamihe Istudy, Limperos et al. utilized a
video game calletMadden Football, whiclerossed multiple platforms (consoles). This
game was played on the Nintendo Wii and Sony Paéigst. The Wii, using motion-
based sensors, required the gamer to physicalljgelactions of the game. Playstation
utilized a multi-buttoned controller in order to nigulate the game avatar. Limperos et

al. found that individuals were able to flow whdaypng Maddenon the Playstation as
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opposed to on the Wii. They pointed out that if gasrexperienced the video game as too
difficult or challenging, their sense of flow waskened and they seemed to enjoy the
game less. Game technology had a large impacbwarstrong the flow was for this
particular game. In their study, Limperos et adoatommented that the aspect of control
seemed to be the dominating factor within the cphoéflow. They proposed that one of
the reasons for this was that the traditional adletr was more familiar to gamers and
that there may have been a learning curve to thektcess. They suggested that
technology advances might have a larger impachemamer’s experience.

Benefits of Video Games

The current culture does not focus on the posésfects of video games because
the negative effects are emphasized more oftetudies (Spence & Feng, 2010). The
benefits of video game play include improved visat&ntion, processing speed,
cognitive function, and spatial cognition becaus#al’s games require greater focus,
utilize strong eye-hand coordination, and are fgsaeed.

In a meta-analysis of spatial cognition, Spencefamy (2010) reported that
studies showed that femaledtentional visual fieldvas less developed than males’.
Attentional visual field means the ability to dibtrte attention over a wide visual field.
However, after training with First-Person ShooteP§) games, females’ scores
improved, closing the gap. Conversely, Spence. @ @009 found that training with
puzzle-oriented games suchTarisdid not improve visual field attention (Spencalet
2010). Spence et al. (2010) found that specificegmgenres, such as FPS, appear to

positively affect cognitive functions.
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Another benefit of video gaming is improved vispebcessing. Raymond,
Shapiro, and Arnell (1992) asked study participémtsbserve a stream of black letters
presented rapidly. The individuals were asked ¢émiifly a single white letter and then
notice a black X presented shortly thereafter.i@pents who played video games were
more successful at noticing the X sooner than raeovgame players. Achtman et al.
(2008), who reviewed Raymond et al., stated thd¢wigame players who played action-
oriented video games had faster visual processimgstthan the nonvideo game players.

Another potential benefit is the ability to givesual attention to multiple objects,
or multiple-object tracking (Green & Bavelier, 20065reen and Bavelier (2006) stated
that individuals who play video games noticed moseial stimuli and tracked more
objects when compared to nongamers. Green andiBagehducted a study that
included three experiments to show this point. fiils¢ experiment measured the
resources of visual attention available in gamemmared to nongamers. Sixteen
participants, all male, were divided into two gredgased on gaming experience. The
participants in the gaming group played action @igames. Those in the control group
were not gamers. Green and Bavelier noted thadragtdeo games were specified
because of the fast-paced play and constant \asteadtion required. They tested the
participants using a monitor that displayed cardb & centered fixed focus point for one
second. Each card had circles in similar locatisitls other geometric shapes presented
inside. The participants were to notice eitherwasg or diamond within the circles with

speed and precision. In the first experiment, vigame players noticed the target shapes
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faster and with more precision regardless of thershapes presented. Green and
Bavelier determined that video game players’ resssifor visual attention were greater.

In the second experiment, Green and Bavelier (2@@K&ed at the useful field of
view (UFOV). A new group of 16 participants wesparated into two groups, video
game players and nonvideo game players. The stwesssess UFOV was divided into
24 different parts. Each part was labeled with miper and the participants used the
number to identify where the stimulus had appedPadticipants were asked to focus on
a central fixed point for the duration of the expant. The participants were tested in
three ways, with no distracting stimuli, with 23wlacting stimuli, and with 47
distracting stimuli presented within 10, 20, andd8@rees of the visual field. The results
showed that video gamers correctly identified tim@awli at all angles with a higher
degree of accuracy when compared to nonvideo gai@eeen and Bavelier pointed out
that video gamers’ UFOV is larger and better dgwetbthan nonvideo gamers.

The final experiment involved 32 men and women wieoe nongamers. Green
and Bavelier (2006) used a video game trainingmedgb determine if video games,
specificallyactionvideo games, could improve visual attention. Qroaip played an
action video game callddnreal Tournament 2004hile the other group played a puzzle
game called'etris, both for 30 hours over a month’s time. They meadihe UFOV of
all participants on the first day of the study amdthe last. The results showed that non-
gamers trained on action video games were ablepanel their visual field and utilize
their visual resources better than nongamers tlanepuzzle games (Green & Bavelier,

2006). According to Green and Bavelier, video gaheg been shown to help
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individuals increase their focus on visual targetd limit distracter influence. It was
proposed by Green and Bavelier that video gamelsl gmientially help individuals
improve visual spatial attention and also potelytiagain lost spatial attention as they
age.

Guerrero (2011) discussed the positive aspectyitiad games can have in
educational settings. Students appear to retaimnrdtion longer when using a multi-
dimensional approach than with traditional instimet Squire, Giovanetto, Devane, and
Durga (2005) used a strategy video game ca&lliedization 11l by Sid Meier to
demonstrate the educational value of video gamas.game is turn-based and uses
historical concepts and vocabulary in the procésseating a civilization. Over the
course of a year 11 regular participants with dieezducational backgrounds played
Civilization Il for two two-hour sessions a week. Video recorgjmgterviews, and
surveys were used for data collection. The reshitsved that students were better able
to use and understand vocabulary and identify hestacts relating to the civilizations in
the game (Squire et al., 2005). They noted thatesiiy games provide alternative ways
of thinking, problem solving, and flexibility in eating solutions (Squire et al., 2005).
Guerrero (2011) concluded that video games candtetfents’ ability to pay attention
and create the scaffolding to improve their leagnin

Sun, Ma, Bao, Chen, and Zhang (2008) showed that, though in the short
term the negative effects of video gaming werergfeo than the positive effects, positive
effects of video games appeared to be long terrair Btudy used the theory of Excessive

Computer Game Playing or ECGP to determine thetivegand positive effects of video
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gaming. They stated that ECGP is correlated withulse control, depression, and other
negative emotions. Sixty gamers filled out questares to determine their ECGP score
and three groups were created. The first groupeptgsmanifested high levels of ECGP;
the second group reported ECGP in the past; andtaot group scored low on ECGP.
They were then tested using multiple object tragkMOT) tasks. The gamers had to
identify target stimuli (red balls versus greend)abn a screen. Sun et al. (2008) found
that the current ECGP group did not perform as aglihe past ECGP group, but both
performed better than the control group. The resotlicated that as the gamers reduced
the amount of time playing video games, the negatifects subsided and the positive
effects became more dominant (Sun et al., 2008).

Negative Effects of Video Games

According to Li, Jackson, and Trees (2008), vidamgs can negatively affect
gamers’ friendships, school and work, physical amibtional health, and the ability to
function on a daily basis. Sharer (2012) suggetstatigamers can get caught up in the
virtual world and allow their real world relationph to drift and falter. As gamers started
to articulate the domination of the game in theed, the term “Everquest Widow” arose
to describe the loss of familial relationships (Gell et al., 2006). Sharer (2012) noted
that South Korea and China have gone so far aart@tlolescent playing of video games
between certain hours due to the loss of produgtiVihere have been multiple reports in
recent years of video gamers dying from excessawmeigg (Griffith, 2012). In one case
noted by Naughton in 2005, an individual who plagedtinuously for 50 hours died

from heart failure due to exhaustion.
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Funk, Baldacci, Pasold, and Baumgardner (2004)rebdeghat gamers who play
violent video games tended to have psychologictititke Mentzoni et al. (2011)
summarized studies that revealed that gamerseadified psychological issues such as
“sleep problems, depression, suicidal ideationjetgxobsessions, and compulsions as
well as alcohol and substance abuse”( Mentzoni,e2@l11, p. 591)

Adolescent behavioral problems have been linkeddeo game play (Holtz &
Appel, 2011). Holtz and Appel (2011) focused onititeraction of Internet use, video
game playing, and behavioral problems. 205 pa#ditip between the ages of 10 and 14
answered questionnaires that assessed basic dgrhimgrdnternet and video game
usage, and behavior problems. In the results, HoltzAppel noted that gamers who
played first person shooter (FPS) games were athigsk of externalizing behavior
such as acting out, getting into fights, and gdheb&ing more aggressive compared
with nonFPS gamers. Gamers who played role playitgp games tended to have
higher levels of internalized behavior problemshsas being withdrawn, somatic
complaints, and depression when compared to noptaigng gamers (Holtz & Appel,
2011). They pointed out that there was no notateetation between any other genre of
game and behavioral problems. Holtz and Appel etsomented that adolescents
appeared to be more susceptible to the negatiuéised video game playing than any
other age group.

Violent video games have been shown to increasegamevels of aggression
(Greitemeyer & Osswald, 2010). In a 2001 meta-aisyyAnderson and Bushman found

that violent game play increased aggressive thaygmotions, and actions, and



34
decreased prosocial conduct (Gentile, Lynch, Lin8éWalsh, 2004). The meta-study
involved 4262 participants in 54 independent testgolent video games and aggression.
Gentile et al. (2004) observed that students whgea violent video games had a higher
probability of being in a physical fight and beiagyumentative with instructors.

Polman, de Castro, and van Aken (2008) found thategs who played violent video
games became more aggressive than those who watictexdt video games. They also
found that violent video games impacted malesdceater degree than females (Polman,
de Castro, & van Aken, 2008).
Aggression and Violence

Some researchers found that violent video gamesased gamers’ level of
aggression; however, other researchers disagreegu$on, 2008; Funk et al., 2004).
Ferguson (2008) pointed out that violence in vigames appeared to dominate the
adolescent culture. In order to attempt to quartigyamount of violence that is
experienced in video games, Haninger, Ryan, ananpson (2004) conducted a study of
Teen-rated games. They showed that of 81 diffaneleio games played by teens, 51
games showed portrayals of human deaths, and &1888n deaths took place within 95
hours of game playing (Haninger et al., 2004). Adow to Engelhardt, Bartholow, Kerr,
and Bushman (2011), gamers who played violent vgdeoes demonstrated an increase
in aggressive responses as shown by a battergtaigenethods. Engelhardt et al. were
careful to point out that this change in aggressias not yet been thoroughly studied and

no causation could be shown.
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Some games provide opportunities for gamers to seekxtreme violence such
asUnreal Tournamenby GT Interactive (Funk et al., 2004). Griffithsagt (2004) stated
that most of the violent video games portrayedesrer death (heads being severed) and
ultra carnage (blood squirting on the screen) sicimMortal Combatby Midway. Funk
et al. (2004) stated that because gamers havd doetrol over the characters’ violent
behavior, the gamers’ aggression appeared to iser&éolent games that have intense
game soundtracks have been linked to gamers beang aggressive in behavior and
having stronger negative thoughts when compardgetaontrol group with no music
soundtrack or sound effects (He bert et al., 2005)

However, according to Ferguson (2007), the linkvMeein violent video games
and aggression may have been magnified beyondtialple truth. Ferguson (2007)
stated that other researchers have proposed thas@re to media violence can have
positive effects and could potentially lead to duetion in aggression through a cathartic
experience. Sherry (as cited in Ferguson, 2007¢ladad that other researchers have not
found any correlation between violence in video gamand increased aggression.
Ferguson (2007) added that violent video games mdsgct, provide many positives that
have not been explored. An example is a game peatlog HopelLab calleRe-Mission
This game is a violent third person shooter thasgaside a virtual patient and attacks
cancer. According to Kato, Cole, Bradlyn, and &kl (2008), this game provided
cancer patients with information on cancer anditneat and resulted in improved
treatment compliance, quality of life, resilieneyd self-efficacy meaning the game-

players’ confidence in their own abilities. The elgames gave cancer patients an
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interactive venue for “vicarious practice of targkils, complex problem-solving,
contingency-based learning of targeted informati@géto et al., 2008, p.e306). The
effects were increased adherence to treatmentecaelated knowledge, and increased
positive outcomes (Kato et al., 2008). Fergus@®{2 summarized that further studies
need to be done due to the discrepancies thatiexitdrature.

Polman et al. (2008) additionally suggested thateimight be a correlation
between the individual’'s schema and the type afwigames selected for play: the more
aggressive the schema, the more violent the chaden game. However, Polman et al.
(2008) pointed out that there has not been mudkarek in that area and drawing
conclusions is premature. Gentile et al. (2004¢eagdithat more studies need to be done.
Furthermore, they suggested that the effects distieaviolence be compared to cartoon
violence.

Another negative effect of video games is the syt of addiction. Many
gamers appear unaware of their gaming addictioroétite impact that gaming is having
on their lives (Mentzoni et al., 2011). In the Mamti et al. (2011) study, gamers scored
lower on overall health when compared to nonganzerd,“problem” gamers were the
ones that demonstrated higher levels of psychadbggsues such as depression and
anxiety.

Gamers who have lower levels of dopamine have @grelesire to play video
games to boost levels of the neurotransmitter. Y&m, Yen, Lin, and Yang (2007)
stated that a lack of dopamine in the brain can leisd to negative thoughts and

behaviors which in turn can lead to low self-esteregative family functioning, abuse



37
of substances, isolation, unwillingness to do taaksd lack of motivation. Ko et al. also
pointed out that video game addiction correlateith Wigher levels of depression in
gamers.

Durkin (2010) demonstrated through a literatureawvhat attention deficit
hyperactivity disorder (ADHD) is another mental lieaisorder that is affected by video
games. It has been shown that attention and imgolseol are associated with dopamine
levels; the less dopamine, the more likely ADHDI piesent itself (Durkin, 2010).
According to Durkin, one reason that ADHD individkiplayed video games was to
increase dopamine levels and fulfill a psychololgieged for prompt reinforcements.

Parental involvement has been shown to decreasestiaive effects of violent
video games (Gentile et al., 2004). Parents caniamrate some of the negative effects by
showing interest in video games and implementing@gmriate limits and rules, so that
their adolescent children might become more s@eidlengage in less physical conflict
(Gentile et al., 2004).

Socialization

Seay (2006) expressed that social groups are aoriamp resource for dealing
with issues that arise in an individual’s life car@ positively correlated with a person’s
sense of well-being. Social group size is an imgrdraspect to consider when examining
social groups (Seay, 2006). For example, socialgeize is a direct expression of
number of individuals in their social group, andemtdealing with gamers it is
represented by the number of individuals withinrthéends contact list. The friends list

shows instantly which friends are playing, whicimgs they have played in the past, and
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what their achievements are, and thus allows theegato connect and create a social
world. While it has been shown that social suppetps individuals in other areas of
their lives, video game social support and befriegds an area that needs further
research.

Marin (2010) commented that individuals have begnihg to online gaming as
an avenue to explore new social roles and to createidentities. The online gaming
environment can be a testing ground for individualexplore an alternative self
(Griffiths et al., 2004). Griffiths et al. (2004pted that gamers, while playing an
MMORPG calledEverquestappeared to use online social interaction tortest
identities. The creation of avatars and their expis governed by the gamer. Gamers
can choose to be female or male, human or nonhugoad, or evil. They found that
adolescents preferred an avatar that was the sanueg(54.5%), while adults appeared
to swap genders more often (61.8%) (Griffith et2004). Only 11.5% of the adolescent
males had gender swapped compared to 52.5% ofradids. Griffith et al., commented
that adolescents might gender swap only when theegecure enough with their real
world identity.

Tasdemir (2011) proposed that there is an in-groupariegroup aspect to
identity formation. Individuals identify with thogkey consider similar and differentiate
from those they see as not part of their groupdé@mir, 2011). Stryker and Statham
(1985) pointed out that social identities play@déapart in the individual’s motivation to

connect with others who are like them, thus reicifeg their social identities.
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Satisfaction in Gaming

Shieh and Cheng (2007) explored the concept faation for gamers who play
online. Gamers engaged in situations and scenduwabshey could not experience in the
real world and experienced an increase in seleestShieh & Cheng, 2007). Shieh and
Cheng used the terexperiential valuewhich originally was a concept used for Internet
shopping. Specifically, the online shopper hasxgeetation that retailers know who
they are, what they have bought in the past, atidb@ipresented with new options.
Moreover, shoppers valued the recreational aspetcvigual appeal of the website, and
experienced a certain amount of escapism (Shielné&n@, 2007). Similarly, in the world
of video games, gamers expect to play with a grekip knows who they are, to have the
amazing visual elements, and to be presented wetieped options on the home screen.
For example, Xbox by Microsoft has applied thisaapt in theiKinectsensor. When
gamers turn on their console, timectsensor scans them and recognizes their specific
profile. It then posts on the screen that the paldr gamer has signed in. This personal
recognition heightens the satisfaction of the ganexperience (Shieh & Cheng, 2007).

Escapism

Escapism is a concept that has been addressedbylzer of researchers as a
reason for playing video games (Douglas et al.820Douglas et al. (2008) expressed
that gamers utilized video games to escape theymesthat they faced in their current
life. Gamers escaped their real world problemshghsss, personal hardships, emotional
problems, and inability to achieve (Douglas et2008). Engaging in online gaming

allowed these gamers to live in a virtual worldttwas not hindered by their current
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problems. It also allowed them to avoid situatitveg could cause emotional distress
such as loneliness, embarrassment, isolation, mger dDouglas et al., 2008). They were
able to gain experiences that helped fulfill thengds desire to achieve, gain control, and
experience challenges that are conquerable andierpe the excitement of victory
(Wan & Chiou, 200%

Summarizing other studies, Cummings and Vandewa@f7) showed that time
spent in gaming has increased from 26 minutes @eird1999 to 32 minutes per day in
2004. The Entertainment Software Association nthetlithe amount of time playing
video games continues to increase, which redueeartiount of time engaged in other
activities such as playing board games, going teiesp or watching television (ESA,
2012). MoreoverCummings and Vandewater expressed that time spenhg video
games decreased the amount of time these gametsvafie parents or friends. Third,
they showed that as the video game time withowgrgarncreased, the amount of time
doing other activities with parents decreased. ddwease in time spent with parents
was most noticeable for girls who played video gamben compared to boys by about
20% or 32 minutes per week (Cummings & Vandew&@0,7). Conversely, the more
female gamers played video gamath their parents, the higher the likelihood of
participation together in other activities (Cumnsrgy Vandewater, 2007Cummings
and Vandewater stated that gaming with parentdramts tended to increase time spent
together doing other nongaming activities.

As for interaction with friends, Cummings and Vawdger (2007) stated that the

more time gamers played video games without thieindls, the less time they interacted
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with their friends in other activities. Likewisthie more they played video games with
friends, the more they interacted together in o#tadivities (Cummings & Vandewater,
2007). Cummings and Vandewater also pointed otfplaging video games on
weekdays reduced the average amount of time giestsengaged in homework by 34%
or 13 minutes per day, for boys sports was redbge2% or eight minutes, and other
leisure activities such as reading for boys a rednof 30% or two minutes.

Resiliency

Resiliency is defined as the ability of a persohewfaced with historic, current,
or potential adversity, to create or utilize pastpatterns of adaption (Evans et al.,
2010). Evans et al. (2010) commented that in céully understand resiliency,
different factors needed to be clarified. Theyesdahat Wright and Matsen listed some
measurable risk factors for individuals and grosysh as economic status and parental
marital problems. Protective factors such as fiahmélationship and positive peer
relations help reinforce a person’s resilienéggles & Gootman, 200Evans et al.,
2010.

Salami (2010) agreed that social support providesm of protection against risk
factors. According to Salami, social support mamean multiple forms such as
“emotional, informational or tangible support frangnificant others, family members
and friends,” (p. 102) providing a key elementifatividuals to be psychologically and
physically well (Salami, 2010). Evans et al. (20h@hlighted that meaningful social
support helped individuals cope with risk factoestér than individuals with less social

support.
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Stott (2010) commented that the military used th@ad aspects of video games
to increase resiliency in its soldiers. Playinglistic-immersive video games provided
soldiers with experiences in battlefield tacticd &miliarity with advancement in
rankings as well as building connections and cadatra through meeting in-game
challenges. Stott reported that the military fourdkeo games to be a meaningful way to
reduce risk factors and increase individual’s resdy.

Life Satisfaction

Wang et al. (2008) stated that life satisfactioansarea that needs to be
considered for adolescents. Life satisfaction caddfined for individuals as their ability
to be successful in what they have hoped for coetpr what they have achieved
(Wang et al., 2008). For many adolescents beaasfusge and knowledge, any
significant success may not have been realizeisstage of life. Therefore, life
satisfaction for many adolescents appeared to ¢mnetheir leisure activities, physical
health, and work. According to other researchect st Riddick (1986), life satisfaction
might only come from leisure activities and notnfrother areas of life. Through gaming,
adolescents may have found a leisure activitypghaduced positive life satisfaction
ratings. Wang et al. expressed that for many adelds video games appeared to hold
some positives which raised life satisfaction ss@@ch as winning games and the
resulting increase in self-esteem, social commtimicaand skill building (Wang et al.,
2008). On the other hand, the results of theirysgibwed that the more adolescents
played online, the more negative were their realldvexperiences such as deterioration

of grades, relationships, and avoidance of realgibblems (Wang et al., 2008). Real
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world evidence to the contrary, the majority of edaents continued to express positive
life satisfaction because of online gaming (Wanglgt2008).

Virtual Social Interaction

Valkenburg and Peter (2007) talked about curreatai®nline communication
and mentioned that there was very little researcthe effects of online communication
on adolescents. They expressed that online comtisricwas not so much for gaining
new friends but to help them maintain their curgnoiup of friends. They indicated that
communicating online while gaming could augmentdbeelopment of interpersonal
skills transitioning from loneliness to sociabilityikewise, adolescents could be
influenced positively in another way such as byeasing social connections and more
friends through their online relationships.

Valkenburg and Peter (2007) hypothesized thatmsteessaging and chatting
augmented friendships. In particular, those whoewenely or socially anxious utilized
the Internet to feel more connected. They survéi@dadolescents, with almost a 50/50
gender split, measuring loneliness, social anxigbseness to friends, method of
communication (instant messaging or chatting),rirdecommunication with strangers,
and a concept called “perceived breadth and d&pdhline communication”
(Valkenburg & Peter, 2007, p. 269). The findinggewhat individuals who
communicated with their real-world friends onlinecbme closer. Furthermore, 36% of
individuals who scored high on the social anxietgl doneliness measures found that
their online communication was more effective tfeae-to-face communication.

Valkenburg and Peter showed that adolescents tiypicse online communication to
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maintain their connection with their existing pgeoups, and that online communication
are more of a supplement to current offline comroation. A positive relation was not
manifested for communication with strangers.

On the other hand, Pea et al. (2012) found that &v@ugh some researchers
reported positive effects, face-to-face and ontioemunication were neither equal nor
interchangeable. Online communication, whetherai wositive or negative, was not as
positive as face-to-face communication for theipguants of their study, who were girls
between 8 and 12 years of age (Pea et al., 20b2)y §howed more numerous negative
interactions with online connection when comparethte-to-face communication (Pea
et al., 2012). Pea et al. stressed that becausee@dmmunication is mushrooming, it is
important to understand the potential impact thean have on rising generations.

Summary

There are positive and negative effects on ind@islwho play video games.
Adolescents are spending more time playing videnagaand perceiving that it is
positive. Researchers have found numerous negatpects of video games such as
addiction and aggression issues. Other researbbeespointed out positives such as
improved visual tracking and stress relief. Thefpasclaims of the gaming population
and the negative findings of many researchers arlls/apart. The question that still
remains is whether there are benefits to the adefgpopulation when looking at online
communication, or more specifically VOIPing, ande® games. The aim of this study

was to investigate the potential effects of vidamg VOIPing on adolescent life
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satisfaction ratings, their reasons for playingl reir ability to show resiliency in
different situations such as school and home.

Chapter 2 is an overview of the history of videongag, ratings, who plays video
games, the implementation of simultaneous commtioitavith game play, positives
and negatives of playing, and potential gamer fsation, resiliency, and life
satisfaction. Chapter 3 describes the researcigeasiethodology, process for data
collection, and the chosen data analysis technitprehis study. Chapter 4 presents the
findings, analysis, and results of the data cadléctChapter 5 provides a detailed
summary, conclusions, recommendations regardingduresearch, potential

implications for adolescents, and suggestions dagaisocial change based on the study.
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Chapter 3: Research Method

Video gaming has been shown to have many positidenagative effects in
adolescent lives, as noted in Chapter 2. This shagdiyessed the potential impact that
video game VOIPing has on the adolescent populafibe introduction of VOIPing into
video games enhances the gaming experience bydprg\dommunication among
participants (Ekman et al., 2012). Gamers can loottate regarding the game and can
chat about other aspects of their lives (Ekman.e2@12). However, there are unknown
side effects from the gaming experience, and mpeeifically VOIPing.

This chapter contains information about the regeapproach, population
characteristics and sampling strategy, data cadleqrocess, instruments that were used,
variables measured, statistical models, researektigms, analysis plan, and potential
ethical considerations.

Research Approach

This study was guided by quantitative models asdaech questions. The
advantage of using a quantitative research modgltha it appeared more rigorous and
less subjective in its methodology (Rudestam & NewR007) and that it involved the
use of pre-established surveys that had been w&tid&ihe impact of video game
VOIPiIng on adolescent life is not well understoang using pre-established protocols
might help fill the gap in the research.

Quantitative data were obtained through the udekafrt-type item response
scales from multiple instruments: The Ped8®Bhort-Form 15 Generic Core Scales®©

(ProQollid, 2012), the Motivations of Play in Ordiisames Scale created by Yee (2007),
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and the Child and Youth Resilience Measure (CYRMg&l et al., 2008). Each of these
instruments is detailed in the Variables and Meassection of the chapter.

Setting and Sample

This research assessed an adolescent populatmarttimages of 13 to 18 years.
The adolescents were male and female and inclutiethaicities who desired to
participate. The requirement was that participgfdy video games on consoles such as
Mac, PC, Nintendo Wii, Microsoft Xbox, or Sony P&gtion that could access VOIP.
Individuals who played games solely on handhelda#gsvsuch as iPods, iPads, Nintendo
Gameboy, or Sony PSP were not included. The sefeptiocess for this study was based
on previous research within the field done by Halz Appel (2011), who gathered
information on gamers through interval questiorgarding amount of time played, from
“no gaming” to “4 h[ours] or more.” Other researchesquired that their participants
played a minimum of once a month (Ravaja et aD62@r that individuals had played 3
to 4 days a week over the last 6 months (Green geldzr, 2006). However, this study
used a selection process similar to that of Haltz Appel. Target sample size was based
on a power analysis of the 10-predictor regresslmmost stringent of the analyses
described in the Models, Research Questions, atal Aralysis Plan section of the
chapter. Power analysis was conducted using G*P8wes (Faul, Erdfelder, Buchner,
& Lang, 2009) and was based on standard conventibakpha = .05 and power = .80.
The goal of the analysis was not to just achiesigaificant multipleR?, but a significant
individual predictor semipartiaf (sr’) while controlling for other predictors. Analysis

was based on a conservative expectation of a mesizedR’ of .13 and &r” of .035



48
(midway between a small .01 and medium .06 effieef) swhich indicated a target
sample size of 198.

The method for sampling the population was oneoafzenience sampling, in that
the sample was drawn from three middle schoolshandigh schools within local
school districts in a surrounding area of San Joge Access to the adolescent
population was gained by addressing the schoaidstnd getting permission to
distribute a flyer with a sealable stamped selfradgsked envelope to 13- to 18-year-old
students and their parents. The flyer containearmétion about the study, participation
requirements for students, informed consent infélienaand a copy of the informed
consent for the family to keep Also included in flyer was Walden University’s
Internal Review Boards approval number for thigigtwhich is 01-31-14-0276732. The
families were asked in the flyer to sign the fomejude their email address on it, and
seal it in the envelope. The flyer was returnech®through the United States postal mail
system. After the students returned the informetsent with a parent’s signature and an
email address, adolescents received an emailrintation to SurveyMonkey (see
Appendix E). The email contained instructions angleblink for the online
guestionnaire located at SurveyMonkey. After cinckthe link, the participant saw the
informed assent page. The adolescent had to alickeagreebutton to move forward
with the survey or decline by clickirdjsagree The page contained instructions on the
survey, researcher contact information, and arsiaté that participation in the survey
was voluntary. The adolescent could stop at ang tiuring the survey by clicking a link

on the page or closing the web browser.
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According to Bonner and Sprinkle (2002), incentitiase been encouraged in
research in order to have highly motivated paréinis. At the same time, Bonner and
Sprinkle showed that there is evidence that ingestare not usually sufficient to affect
the performance of participants. Singer and Co(@@08) stated that it is harder to get
participants for a survey if an incentive is ndeoéd. They commented on a theory
calledleverage-saliency theoryhich indicates that in survey participation,iinduals
with high interest in the topic will participatega&rdless of the incentive. On the other
hand, individuals with low interest will requireré¢ge incentives (Singer & Couper, 2008).

The value of the incentive that was provided by an$5.00 iTunes gift card, was
not significant. After approval from the IRB, thecentive was changed to $10.00. The
first 300 participants who returned the informedsent page were to be given an iTunes
gift card number redeemable at the iTunes onliaeedor their time as a thank you. The
redeemable codes were sent via Bcc email to allishaals after participants took the
survey. For individuals that participated, thissvean acceptable incentive for their
participation. The fact that | offered an incebtsorresponds with the leverage-saliency
theory of offering a monetary incentive to compéadar potential lack of interest in the
survey.

Data Collection

The data were collected over 4 months in early 20B4a collection protocols
were both identified and followed according to ipecific measure being used.
Participants were able to go online to accessuhey through a website called

SurveyMonkey. The collection of data were anonyspeuth minimal demographic
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information gathered, such as age, gender, andacéthriParticipants were instructed to
follow onscreen prompts for filling out the surviayan estimated time of 20 to 25
minutes. The survey (see Appendix A) was structwigid items on demographics, game
genre, and VOIPIng first, followed by the Qualitylafe Scale, the Motivation Scale
created by Yee (2007), and the CYRM (ResilienceeReh Centre, 2009). Data were
collected through SurveyMonkey and imported intMIBPSS. SurveyMonkey uses up-
to-date security measures to ensure that all irdtion is protected. The survey was
protected using a username and password that grdglfrand my committee chair had
access to. Each session of use was provided wgplecific one-time use authentication
key to unencrypt the information gathered. All @sges to the survey were encrypted
using Secure Sockets Layer (SSL) technology, pmogid secure and encrypted process
to ensure privacy and anonymity for the respondéhisveyMonkey, 2013). All data
were stored on servers in the United States, atleclblaup daily, and use current software
programs to provide the best quality of protec(®arveyMonkey, 2013).

Variables and Measures
Participants were asked their age, gender, andcéthiThey were also asked
about time spent gaming and VOIPing and were agkeespond to items from the
quality of life, motivation for gaming, and resiliee measures.
Time Spent Gaming and VOIPing
Key to the research was measuring the extent tohwarticipants engaged in
VOIPing when gaming. Therefore, two questions vasieed in order to calculate the

percentage of gaming time that was VOIPing time.
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First, a definition of gaming was presented, antigpants were asked to
indicate how many hours per week they spent gandihgn, a definition of VOIPing was
presented, and participants were asked how matheofgaming hours per week
involved VOIPIng.
Quiality of Life

The survey questions for quality of life were pdifeom the PedsQ™ Short-
Form 15 Generic Core Scales© (ProQollid, 2012d¢ens 13 to 18 years old
(permission for use is in Appendix B). The Peds@bi&Form 15 is published in
Canada and has been translated and used in 2lagegy(ProQollid, 2012). The
instrument is scored on a 5-point scale froewerto almost alwaysThe teen-self-report
measure has an internal consistency reliability ¢aeeds 0.70 (Chen, Origasa, Ichida,
Kamibeppu, & Varni, 2007). This survey comes urttiertheoretical framework of ET in
that video games provide players with a greateseseihcontrol, the ability to
communicate, and an objective to complete. It alsets the framework of PDT in that
adolescents do things for specific reasons to ingtbeir social connections and avoid
perceived negatives. The survey includes four delgoaies—physical, emotional, social,
and school—and is an assessment over the past month

The first subcategory concerns teens’ ability tenact with their environment
through physical activities and has five stateme®#snple statements are “It is hard for
me to walk more than one block,” “It is hard for teerun,” and “ It is hard for me to do

sports activity or exercise.” This subcategoryaied on whether the teen has problems
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with the activity using the following scale—fgve), 1 @lmost never 2 (sometimes 3
(often, 4 @most alwayk which is the same for all subcategories.

The second category deals with the emotional isthatteens face and contains
four items. Sample statements are “| feel afraidaared,” “| feel sad or blue,” and “ |
feel angry.”

The third subcategory involves teen social issumelshas three items. The
statements are “l have trouble getting along witteoteens,” “Other teens do not want
to be my friend,” and “Other teens tease me.”

The fourth and last subcategory is about schoddlpros and contains three
statements. The statements are “It is hard to pagtaon in class,” “I forget things,” and
“I have trouble keeping up with my schoolwork.” &higher the score, the more issues
the teen perceives with that item or subcategory.

Motivation for Gaming

The 39-item survey on motivation for gaming wasadrdrom previous research
that helped to establish three main areas of mativdor playing video games:
achievement, socialization, and immersion (Yee,72@@rmission for use is in Appendix
C). The theoretical framework of MT was a goodditthis survey due to the conceptual
construction of allowing individuals to immerse itieelves in a video game and feel
motivated through the achievement and socializadgpects of it. The questionnaire is
useable with online gamers of any age range, deapbgr, and ethnicity. The
participants’ information was gathered online frepecific sites for gamers who play

MMORPGs. Three thousand gamers participated wheeglgames such &verQuest,
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Dark Age ofCamelot, Ultima OnlineandStar Wars GalaxiesThe questions were
answered on &-point, fully labeled, construct-specific scaleach one of the three main
areas has subcategories, which are discussed below.

Achievement.The first main category is achievement, which thasfollowing
subcategoriesadvancemenn the gamemechanic®f game play, andompetition
within the game (Yee, 2007Advancementhe first subcategory under achievement,
contains six questions and detects how importantkfaracter’s advancement is within a
game. Sample questions are “How important is ityfmr to level up your character as
fast as possible?” “How important is it for youlte well-known in the game?” and “How
important is it for you to become powerful?” Cronha alpha = .79. The one question
that needed to be altered was a question conceangugd. This question was modified
from its original form—*How much do you enjoy beipart of a serious, raid/loot-
oriented guild?"—to “How much do you enjoy beingtpaf a seriousideo gaming
experienc@”

Mechanicsthe second subcategory under achievement, hagjdestions and
assesses the individual’s interest in how the gampéayed. Sample questions are “How
interested are you in the precise numbers and piages underlying the game
mechanics?” “How important is it to you that younacacter is as optimized as possible
for their profession/role?” and “How important idor you to know as much about the
game mechanics and rules as possible?” Cronbalgitia & .68. All questions are

considered applicable for the majority of games.
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Competition the final subcategory under achievement, confamsquestions on
the competitive nature of the playing style. Santplestions are “How much do you
enjoy competing with other players?” “How oftenytm purposefully try to provoke or
irritate other players?” and “How much do you engmminating/killing other players?”
Cronbach’s alpha = .75. All questions were congdeapplicable for this study.

Socialization. Socialization, the second main category, has thubeategories:
socializingduring game playelationship buildingwhen playing, anteamwork(Yee,
2007). Socializing during game play has four questithat assess the player’s social
skills. Sample questions are “How much do you egelying to know other players?”
“How much do you enjoy chatting with other playerafid “How much do you enjoy
helping other players?” Cronbach’s alpha = .74. dihe question that needed to be
altered was a question about a guild. The questammodified from its original form—
“How much do you enjoy being part of a friendlysaal guild?”—to “How much do you
enjoy being part of a friendly, casuatleo gaming groupy

The second subcategorg]ationship building has three questions about the
depth of connection that individuals feel that theye with others. Sample questions are
“How often do you find yourself having meaningfalnversations with other players?”
“How often do you talk to your online friends abyaiur personal issues?” and “How
often have your online friends offered you suppdien you had a real life problem?”
Cronbach’s alpha = .80. All questions were appleab the study.

The third and final subcategory for socializatitsgmwork contains four

guestions in an effort to capture the individuaksire to socialize while playing video
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games. Sample questions are “Would you rather tnagpgd or soloing?” “How important
is it to you that your character can solo well?d &How much do you enjoy working
with others in a group?” Cronbach’s alpha = .71.qilestions were considered
appropriate for the study.

Immersion. The final main category is immersion, which igided into four
subcategoriegdiscoveryof information or items that are within the gamae-playingor
the ability to create and be something etssstomizatiorof the character’'s appearance,
andescapisnor gaming to forget about current problems (Y&$) 7). Discoveryof
information, the first subcategory of immersions i@ur questions concerning the
importance of exploration for the player. Samplegiions are “How much do you enjoy
exploring the world just for the sake of explorit®y “How much do you enjoy
collecting distinctive objects or clothing that leavo functional value in the game?” and
“Exploring every map or zone in the world?” Cronbacalpha = .73. All parts of this
subcategory were applicable.

Role-playing the second subcategory of immersion, containsdaastions to
uncover the individual's desire to be someone aretbing else. Sample questions are
“How much do you enjoy trying out new roles andgoeralities with your characters?”
“How much do you enjoy being immersed in a fantasyld?” and “How often do you
role-play your character?” Cronbach’s alpha = .81.questions in this subcategory
were useable.

Customizationthe third subcategory of immersion, has three tipres and

captures the enjoyment and immersive aspects nflale to manipulate the character’s
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appearance and skills. Sample questions are “Hoghrtine do you spend customizing
your character during character creation?” “How amt@nt is it to you that your
character’s armor/outfit matches in color and &yknd “How important is it to you that
your character looks different from other charag?&iCronbach alpha = .74. All
guestions of the subcategory were applicable togtdy.

Escapismis the final subcategory of immersion, has thneestjons, and attempts
to identify the avoidance of real world problemsotigh game play. Questions are “How
often do you play so you can avoid thinking abamse of your real-life problems or
worries?,” “ How often do you play to relax fronetday’s work?,” and “ How important
is it to you that the game allows you to escapmftioe real world?” Cronbach alpha =
.65. All measures of the subcategory were applecabl

Only two questions were modified from their oridimarsion to make them more
applicable for the prescribed population (see 26€,7). The first question under
advancement was changed from 8) How much do yaydiging part of a serious,
raid/loot-oriented guild? to 8) How much do youanbeing part of a serious video
gaming experience. The second question that wa#igtbd/as undesocializingduring
game play. It was changed from 7) “How much do gojoy being part of a friendly,
casual guild?” to 7) “How much do you enjoy beiragtpof a friendly, casualideo
gaming grou@” These questions were modified to make them rbayvad-based,
generalizable, and applicable to more gaming geiiites questions were answered on a
five-point, fully-labeled, construct-specific scale

Resilience.The quantitative portion of the resilience survéylee Child and
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Youth Resilience Measure (CYRM) 28 has one pattilzs used (permission for use is
in Appendix D). It contained 28 questions on a Hpscale ranging from In6t at all), 2
(A Little), 3 (Some What 4 Quite a Bi}, and 5 & lot). This measure was originally used
on adolescents ages 12 to 23 years old to explereesources available to support or
increase their resilience. ET, MT, and PDT theosiggport the understanding of
adolescent resilience in dealing with personal lemols, issues with peers, and desire to
complete objectives. Eleven countries and 14 diffecommunities combined with
International Resilience Project (IRP) to creats thol (Resource Center on Child
Protection and Child Rights Governance, 2012).

In the survey, participants were asked to choogeresponse per statement that
best fits them or their beliefs (Resilience Rede&entre, 2009). The subcategories were
individual, relationships, community, and culture.

The first subcategory isdividual and contains eight statements that help
determine what individuals believe about themsel@&smple statements are “I|
cooperate with people around me,” “I try to finishat | start,” and “People think that |
am fun to be with.” This category is built on thenstruct of an individual's sense of self
worth.

The second subcategorglationships has six statements that explore the beliefs
that individuals have about their personal inteoast with others. The sample
statements are “l| have people | look up to,” “I knleow to behave in different social
situations,” and “My parents(s)/caregivers(s) kreolot about me.” This subcategory is

created around the concept that social connecfitemaly, peers, and/or friends have
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resiliency determinants affecting the individuaksilience ability as noted by the
Resilience Research Center CYRM 28 Manuel on p8ge 2

The third subcategory sommunityand contains eight statements that look at the
teens’ connections to their local community. Sangbééements are “Getting an education
is important to me,” “ If | am hungry, there is emgh to eat,” and “I feel | belong at my
school.” This subcategory helps identify individgsiddeliefs about security in and
connections with their community.

The fourth and final category csilture,which has six statements and assesses the
individual's cultural identity. Sample statements &piritual beliefs are a source of
strength for me,” * I am proud of my ethnic backgnd,” and “I enjoy my
family’s/caregiver’s traditions.” This subcategdrglps detail the individual’s cultural
beliefs and identity.

The CYRM has been used with adolescents to youulgsaoetween the ages 12-
23 years old. The original version had 58 statemeith a Cronbach alpha for each
subcategory of .84 for individual, .66 for relat&n.79 for community, and .71 for
cultural. According to the Resilience Research @ef#009), the shorter version with 28
statements still fulfills the goal of identifyinge aspects of resiliency for adolescents.
However, they do clarify that more research needsetdone in order to validate the
claim. A previous study has shown an internal =tescy of the CYRM 28 to be
Cronbach’s alpha = 0.89 (Salami, 2010). Cronbaalpka for each individual subscale
of the 28 item short version has not been repoRednission for use of the CYRM 28 is

in Appendix B.
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Models, Research Questions, and Data Analysis Plan

Rather than testing specific hypotheses, the perpbthis research was to
construct a series of analytic models to examinpagatory relationships between
quality of life, motivation for gaming, and resiiee with the proportion of gaming time
that includes VOIPing. Similarly, multivariate ratanship models between (a)
motivation for gaming and quality of life, and (ptivation for gaming and resilience
was examined.

In addition to the specified models, analyses weralucted to examine
differences on VOIPing, quality of life, motivatidar gaming, and resilience with
respect to age, gender, or ethnicity.

Model 1: Quality of Life and VOIPing

This model addressed the research question: Whabharcombined and relative
relationships of the physical, emotional, social] achool quality of life subscale scores
with proportion of VOIPing gaming time?

A standard linear regression was conducted withipielR? indexing the
combined effect and the squared semi-partial caticgls indexing the relative effects of
statistically significant (alpha = .05) quality lde variables.

Models 2a-2e: Motivation for Gaming and VOIPing

This model addressed the research question: Whabharcombined and relative

relationships of the three motivation for gamingles and 10 subscales with proportion

of VOIPing gaming time?
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Five standard linear regressions were conducteel fifdt, Model 2a, regressed
VOIPing gaming proportion on achievement, sociaiorg and immersion scale scores.
Model 2b examined achievement’s three subscaladwncement, mechanics, and
competition. Model 2c examined socialization’s fsubscales of socializing,
relationship building, and teamwork. Model 2d exaea immersion’s four subscales of
discovery, role-playing, customization, and esaapisinally, Model 2e examined all 10
subscales together.

For each model, multiple? indexed the combined effect and the squared semi-
partial correlations indexed the relative effedtstatistically significant (alpha = .05)
motivation for gaming variables.

Model 3: Resilience and VOIPing

This model addressed the research question: Whabharcombined and relative
relationships of the individual, peer and famillatenships, community, and culture
resiliency subscale scores with proportion of V@gPgaming time?

A standard linear regression was conducted withipielR? indexing the
combined effect and the squared semi-partial caticgls indexing the relative effects of
statistically significant (alpha = .05) resiliencariables.

Model 4: Motivation for Gaming and Quality of Life

This model addressed the multivariate researchtigne\long how many

dimensions are the 10 motivation for gaming sulescedlated to the four quality of life

subscales, and what are the variable patternsléfize a dimension?
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A multivariate canonical correlation was conductéth canonicaR? indexing
the omnibus effect of a statistically significamheénsion and canonical function,
structure, and cross load coefficients indexingrétative effects of individual variables
from the motivation for gaming set and the quabtyife set.
Model 5: Motivation for Gaming and Resilience

This model addressed the multivariate researchtigne®\long how many
dimensions are the 10 motivation for gaming sulescedlated to the four resilience
subscales, and what are the variable patternsiéi@ie a dimension?

A multivariate canonical correlation was conductéth canonicaR? indexing
the omnibus effect of a statistically significamheénsion and canonical function,
structure, and cross load coefficients indexingréiative effects of individual variables
from the motivation for gaming set and the resitieset.

Informed Consent and Ethical Considerations

Appropriate informed consent forms were provideth®participating
individuals in both paper and electronic formatresion to conduct research was also
secured from Walden University’s Internal ReviewaBbprior to beginning the research.
Due to the fact that the study was anonymous, neesavere connected with the data.
Participant responses were downloaded from Surveeglpand stored on a password
protected computer and the paper consent formstared in a locked filing cabinet.
Only myself and my faculty chair have access tgodugicipant responses on
SurveyMonkey and only the researcher has accdhe fmaper consents forms. Parental

consent confidentiality and email addresses westepted through password-protected



digital records and through locks. The protectibparticipant information was a
primary concern for me. Minimal incentives weredi®y myself to encourage

participation in the survey as standard practicacademic research.
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Chapter 4: Results
Introduction

Myself examined the relationship of video game Vid¢Ro adolescents’ quality
of life, motivation for gaming, and life resiliencyOIP or Voice Over Internet Protocol
is defined as a transmission technique and delisgstem of a voice over the Internet.
More specifically, it involves communication witmacrophone and speaker so that the
individuals can talk with and hear other playeral(étan, 2011).The grounding
hypothesis for the study was that social interactioough VOIPing can influence how
adolescents perceive their quality of life, thesiience to problems that they face, and
their motivation to play video games.

A dominant force in adolescent lives is video gamésch have been identified
by some researchers as a negative influence (Bla @007). Limited research exists
regarding video games as a positive influence. Ri@ is identified as a potential
positive influence for adolescents (Halloran, 201 Therefore, determining whether
VOIPing positively influences adolescents in areach as quality of life and resiliency
could impact how video games are perceived or evesated.

According to entertainment theory (ET), adolescénts entertainment value in
playing video games (Klimmt et al., 2008). Moreq\as specified by motivational theory
(MT) and psychological distress theory (PDT), adoénts use video games to gain
social connection as well as to avoid problem#$@irtreal lives (Hart et al., 2009;
Klimmt et al., 2008). VOIPing may increase adolessesocial availability, social

competency, and general feeling of being more mirobof their own lives.
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Additionally, gaming may provide adolescents maea time, which helps to reduce
stress and to regain emotional control. On therdtland, VOIPing may sustain
adolescents’ immersion in the game, thereby engimgdeens to avoid or escape the
problems they face in daily life.

Social change can occur if adolescents, adultsfanidies use video game
VOIPIng to increase positive attributes such asathibty to socialize, to solve problems
together, and to demonstrate empathy. Furthermgren individuals feel connected
(which VOIPing can facilitate), they might be maesilient in dealing with everyday
problems, impacting their quality of life positiyel Also, social change could occur as
video game companies use the positive potentilQPing to create games that allow
prosocial characteristics to be learned and prxdttic the lives of adolescents.

The research surveys were developed to examineuwgaspects of adolescent
life. | used the survey results to create five gin@imodels. Analytic Model 1 concerns
the relationship between the amount of time VOIRIng the adolescents’ perception,
positive or negative, of their quality of life. Alytic Model 2 is a comparison of the
three motivation for gaming scales along with ti€irsubscales with the amount of time
VOIPing. Analytic Model 3 compares the combined aglative relationships of
resilience subscales with the amount of time VOgPiAnalytic Model 4 is an
examination of the multivariate dimensions andgyat of motivation for gaming and
quality of life. Analytic Model 5 focuses on thiglet motivation for gaming subscales
and the four resilience subscales along multivamitensions to determine if there is a

pattern.
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In this chapter, the procedures used to gatheddteeand the information gleaned
from the surveys are summarized. The findings efdata collected are reviewed for
each of the analytic models, and then a summargiedes Chapter 4.

Data Collection

The method for sampling the population was oneoalzenience sampling. The
sample of teens ages 13 to 18 was drawn from thréeéle schools and two high schools
within local school districts in the surroundingarof San Jose, California. Access to the
adolescent population was granted by the middledamd high school district
designees, along with permission to distributeitifi@med consent page with a sealable,
self-addressed, and stamped envelope. The studektthe consent form home to their
parents. The consent page contained informationtghe study, participation
requirements for students, informed consent inféionaand a copy of the informed
consent for the family to keep. The families séetsigned form, with their preferred
email address on the consent form, to me dirediiyguthe United States Postal System. |
then sent an electronic initiation with a weblirding Survey Monkey to the email
address. Those who clicked the link were direabeithé informed assent page. After
agreeing, the participants answered the survetignes At the end of the survey,
participants put in their preferred email addressrder to receive the $10.00 iTunes
incentive. Typically, the incentive electronic gitird was sent to the preferred email
within 2 days. All the survey data remained anonysy@nd the email addresses were not

linked to the individual surveys.
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Descriptive Statistics
Descriptive statistics outline general participdata in the study. The frequency
distribution table below (Table 1) illustrates thender, age, ethnicity, and preferred
game genre. This information was gathered to utal®ighe sample population and
characteristics.
Table 1

Sample CharacteristicN(= 103)

Variable n %
Sex
Male 72 69.9
Female 31 30.1
Age®
13 44 42.7
14 32 31.1
15 7 6.8
16 7 6.8
17 6 5.8
18 7 6.8
Race/Ethnicity
White or European 63 63.6
All others combined 40 36.4
Preferred video game genre
Puzzle 9 8.7
Party 4 3.9
Racing 9 8.7
Fighting 3 2.9
Sports 10 9.7
Platformer 3 2.9
Real-time strategy 9 8.7
3"_person shooter 4 3.9
1*-person shooter 23 22.3
Role playing 17 16.5
Massively multiplayer role playing 12 11.7

®Age M = 14.22, Median = 146D = 1.53).
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The frequency distribution shows that more tharcévas many males as females
participated in the survey, nearly three-quartérsanticipants were 13 or 14 years of
age, about two-thirds were White, and first-persibooter was the most-preferred video
game genre. Of the 116 initial surveys, 103 wetained for data analysis following
standard data cleaning. One survey had substamBalng data (24 items) and was
excluded. Three surveys had missing data on gammes ikey computation of primary
IVV), and nine participants reported that they did play video games and were excluded.
Not VOIPing was permitted, but participants werguieed to play video games. Three
cases reported more hours VOIPing than total haideo gaming. Their VOIPing
response was changed to equal the total hours gamssponse. Where participants had
missing data on an item that was part of a scalgosite, the participant’s mean of the
other items that made up the specific scale wad.use

Participants’ gaming hours per week were reported secale of 01( hour or less
a weelto 4 6 hours or more a weekee Table 2). Results showed that 20.4% of
participants played 1 hour or less a week, 23.3¢adicipants played 1 to 3 hours a
week, 19.4% of participants played 3 to 5 hourseakyand 36.9% of participants played
5 or more hours a week. Participants’ VOIPing tiwees indicated on a scale from O
(nong to 4 G or more hours a wegkOf the participants, 48.5% used VOIP none of the
time, 16.5% used VOIP 1 hour of less, 18.4% usedPvDDto 3 hours, 4.9% used VOIP 3

to 5 hours, and 11.7% used VOIP 5 or more hours.
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Due to the creation of the question around videuigg and VOIPing, pseudo-
proportion was calculated to help understand tlaioaship between gaming and VOIP
gaming (see Table 2).
Table 2
Descriptive Statistics for Hours Per Week Video @agnand VOIPing, and Pseudo-

Percentage of VOIP gaming Ting¢ € 103)

Variable Mean SD n %
Hours video gaming per week 2.73 1.16
1 hour or less 21 20.4
1to 3 hours 24 23.3
3to 5 hours 20 19.4
5 or more hours 38 36.9
Hours VOIPing per week 1.15 1.38
None 50 48.5
1 hour or less 17 16.5
1 to 3 hours 19 18.4
3to 5 hours 5 4.9
5 or more hours 12 11.7
Pseudo-% VOIP 35.60 39.87
0.00 50 48.5
25.00 6 5.8
33.33 2 1.9
50.00 15 14.6
66.67 6 5.8
75.00 4 3.9
100.00 20 19.4

3\Measured on a 1 to 4 ordinal scaMeasured on a 0 to 4 ordinal scale.
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The Pediatric Quality of Life Inventory: Versiond4Short Form (SF15)
TEEN REPORT (ages 13-18), Motivation for Gaming] #me Child and Youth
Resilience Measure were taken by all participaitsvever, as noted earlier, some
participants did not respond to all questions. $2guiently, wherever a participant had
missing data that were part of a composite scladéeparticipant’'s mean of the other items
that made up the specific scale was used.
Results
A series of analytic models was used to examinéaegpory relationships

between quality of life, motivation for gaming, arasilience with the proportion of
gaming time that included VOIPing. Similarly, mublriate relationship models were
used to examine (a) motivation for gaming and dyaii life, and (b) motivation for
gaming and resilience. The scales and subscaleiplese statistics are listed in Table 3.
The teamwork scale was unreliable (Cronbach’s alpl#6) and not used in further
analysis. As well, the teamwork items did not wawddl with the overall socialization
scale, so those items were not used in its corigiruc he role play scale was also
unreliable (Cronbach’s alpha = .56), but its itetitsimprove the overall immersion

scale and were retained in its construction.
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Table 3
Scales and Subscale Descriptive Statistics: Quafityife, Motivation for Gaming,

Resiliency Nl = 103)

Inter-Iltem Correlations

Scale Items Mean SD Min Max Min Max a
Quality of Life
Physical 5 0.46 0.49 0.00 2.20 .07 77 .64
Emotional 4 1.02 0.72 0.00 3.25 .38 .70 .80
Social 3 0.82 0.70 0.00 3.00 .40 71 77
School 3 1.24 0.74 0.00 3.33 .30 .50 .67
Resilience 28
Individual 8 2.96 0.63 0.75 4.00 A1 .67 .80
Relationships 6 2.69 0.70 0.67 4.00 .16 .54 .72
Community 8 3.08 0.70 0.63 4.00 .25 .61 .84
Culture 6 2.45 0.83 0.33 4.00 14 .68 .76
Motivation for
Gaming
Achievement 14 1.97 0.75 0.00 3.71 .02 .78 .89
Advancement 6 2.14 0.89 0.00 4.00 .32 .73 .86
Mechanics 4 1.87 0.86 0.00 3.50 .35 .54 .75
Competition 4 1.81 0.99 0.00 4.00 .31 .78 .78
Socialization® 7 1.82 0.80 0.00 3.57 17 .82 .83
Socializing 4 2.34 0.92 0.00 4.00 27 .82 .81
Relationships 3 1.12 0.94 0.00 3.33 .49 .66 .78
Teamwork 4 1.93 0.71 0.00 4.00 -.07 47 .46
Immersion 13 1.83 0.68 0.00 3.54 -.02 .70 .82
Discovery 3 2.46 0.96 0.00 4.00 .38 .54 .74
Role Play 4 1.53 0.77 0.00 3.50 .07 .49 .56
Customization 3 1.84 1.04 0.00 4.00 .40 .55 .75
Escapism 3 1.58 0.91 0.00 4.00 31 A7 .65

®Socialization excludes the four Teamwork items heeaof low internal consistency with other
items in the scale.

Model 1: Quality of Life and VOIPing
This model addressed the research question: Whabharcombined and relative
relationships of the physical, emotional, social] achool quality of life subscale scores

with proportion of VOIP gaming time?
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A standard linear regression was conducted withipielR? indexing the
combined effect and the squared semi-partial caticgls indexing the relative effects of
statistically significant (alpha = .05) quality Ide variables to determine if there was a
relationship between physical, emotional, sociadl school quality of life subscale
scores with proportion of VOIP gaming time (seel&aband Table 5). The combined
effect was not significanE(4, 98) = 0.724p = .577,R% = .029, and none of the
individual predictors were significant in theivhriate relationship with VOIP gaming
time or their partial relationship while controlljrior the other predictors.
Table 4

Intercorrelations Among VOIP Pseudo-% and Qualityiee Subscales (N = 103)

Variable 1 2 3 4 5
1. VOIP Pseudo-% -.030 .051 -.046 112
2. Physical .380 225 .106 377
3. Emotional .304 .011 .584 .398
4. Social 321 .143 <.001 .251
5. School 131 <.001 <.001 .005

Note.Upper diagonal contains correlations. Lower diaj@ontaing values.
Table 5

VOIP Pseudo-% Regressed on Quality of Life Subsddle 103)

Quality of Life Subscale B 95%CI B p sr
Physical -7.31 [-24.61, 10.00] -.09 404 .007
Emotional 4.79 [-9.48, 19.05] .09 .507 .004
Social -7.03 [-20.97, 6.90] -12 319 .010
School 7.66 [-4.60, 19.92] .14 .218 .015
Constant 30.40 [13.32,47.47]

Note.F(4, 98) = 0.724p = .577,R = .029.sr” = squared semipartial correlation.
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Model 2: Motivation for Gaming and VOIPing

This model addressed the research question: Whabharcombined and relative
relationships of the three motivation for gamingles and 8 subscales with proportion of
VOIP gaming time?

Five standard linear regressions were conducteel fifdt, Model 2a, regressed
VOIP gaming proportion on achievement, socializatend immersion major scale
scores (see Table 6 and Table 7). The combinedtefizs statistically significanE(3,

99) = 12.814p < .001,R? = .280, accounting for 28.0% of the variance inlF@aming
time. All three predictors were bivariately sigognt with VOIP gaming time, but only
the socialization subscale, uniquely accountinglfh0% of the variance, and the
achievement subscale, uniquely accounting for &6%ariance, were significant in the
regression.

Model 2b used the achievement measure’s three raufzscales of advancement,
mechanics, and competition. The combined effectstatsstically significantf=(3, 99) =
10.41,p < .001,R? = .240, accounting for 24.0% of the variance inlR@aming time.

All three predictors were bivariately significanitkvVOIP gaming time, but only the
mechanics subscale, uniquely accounting for 11.68eovariance was significant in the
regression (see Table 9).

Model 2c examined socialization’s two minor subssaif socializing and
relationship building. The combined effect wasistaally significant,F(2, 100) = 12.55,
p < .001,R? = .201, accounting for 20.1% of the variance inlR@aming time. Both

predictors were bivariately significant with VOIRrging time, and both the socializing
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subscale, uniquely accounting for 3.2% of the vanéa and the relationships subscale,
uniquely accounting for 7.2% of variance, were gigant in the regression (see Table
9).

Model 2d examined immersion’s three minor subscaleiscovery,
customization, and escapism. The combined effestnea statistically significank(3,
99) = 2.04p = .114,R? = .058. Only the escapism subscale was bivayiatghificant
with VOIP gaming time, but it only approached sfgraince p = .086) in the regression.

Finally, Model 2e examined all 8 motivation for gagnminor subscales together
(see Table 8 and Table 9). The combined effectstatsstically significantF(8, 94) =
5.44,p < .001,R? = .316, accounting for 31.6% of the variance inlf@aming time.
Only the mechanics minor subscale, uniquely aceogtior 5.5% of the variance was
significant in the regression. The relationshipsanisubscalep(= .069,sr* = .025) and
the socializing minor subscale € .087,sr* = .022) approached statistical significance.
Table 6

Intercorrelations Among VOIP Pseudo-% and Motivatior Gaming Major Subscales

(N = 103)

Motivation for Gaming 1 2 3 4
1. VOIP Pseudo-% 440 223 424
2. Socialization <.001 473 .386
3. Immersion .012 <.001 .507
4. Achievement <.001 <.001 <.001

Note.Upper diagonal contains correlations. Lower diaj@ontaing values.
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VOIP Pseudo-% Regressed on Motivation for GamingpMaubscalesN = 103)

Quality of Life Subscale B

95%Cl

2

B p sr
Socialization 18.10 [8.40, 27.80] .37 <.001 .100
Immersion -7.33 [-19.59, 4.93] -.13 .238 .010
Achievement 18.31 [7.73, 28.89] .35 .001 .086
Constant -20.01 [-42.43, 2.40]

Note.F(3, 99) = 12.814p < .001,R° = .280.sr* = squared semipartial correlation.

Table 8

Intercorrelations Among VOIP Pseudo-% and Motivatior Gaming Minor Subscales

(N =103)

Motivation for Gaming 1 2 3 4 5 6 7 8 9
1. VOIP Pseudo-% .348 480 .246 .359 411 .138 141 217
2. Advancement <.001 .560 .592 .194 .342 .270 323 275
3. Mechanics <.001 <.001 .379 .389 478 .395 .294 431
4. Competition .012 <.001 <.001 .125 237 173 112 .300
5. Socializing <.001 .049 <.001 .207 496 391 .063 241
6. Relationships <.001 <.001 <.001 .016 <.001 .392 .228 486
7. Discovery .166 .006 <.001 .081 <.001 <.001 .310 .369
8. Customization .156 .001 .003 .260 .525 .021 .001 .208
9. Escapism .028 .005 <.001 .002 .014 <.001 <.001 .035
Note.Upper diagonal contains correlations. Lower diaj@ontaing values.



Table 9

VOIP Pseudo-% Regressed on Motivation for GamingoMSubscalesN = 103)

Independent Minor Subscale Models Combined Minor Subscale Model

Motivation for Gaming B 95%Cl B p sr? B 95%ClI B p sr?

Socialization
Socializing 8.97 [0.08, 17.86] 21 .048 .032 7.84 [-1.16, 16.85] .18 .087 .022
Relationships 13.04 [4.40, 21.67] 31 .003 .072 8.84 [-0.70, 18.38] 21 .069 .025
Constant -0.08 [-19.50, 19.35]

Immersion
Discovery 1.76 [-7.14, 10.66] .04 .696 .001 -6.63 [-15.02, 1.76] -.16 .120 .018
Customization 3.43 [-4.42,11.28] .09 .388 .007 0.49 [-6.74, 7.72] .01 .893 <.001
Escapism 8.00 [-1.17, 17.16] .18 .086 .029 -2.09 [-11.16, 6.98] -.05 .648 .002
Constant 12.36  [-10.92, 35.64]

Achievement
Advancement 4.44 [-6.42, 15.30] .10 419 .005 4.01 [-6.93, 14.95] .09 469 .004
Mechanics 19.10 [9.35, 28.84] 41 <001 .116  15.05 [4.22, 25.88] 33 .007 .055
Competition 1.27 [-7.46, 10.01] .03 773 .001 1.56 [-7.14, 10.27] .04 722 .001
Constant -11.87  [-31.44,7.71] -13.54  [-40.03, 12.95]

Note.sr* = squared semipartial correlation. Independentetsogpresent three separate regressions. Sotilizaodel:F(2,
100) = 12.55p < .001,R? = .201. Immersion mode(3, 99) = 2.04p = .114,R* = .058. Achievement modd#(3, 99) = 10.41,
p < .001,R? = .240. Combined model includes all minor subsc&l€8, 94) = 5.44p < .001,R? = .316.
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Model 3: Resilience and VOIPing

This model addressed the research question: Whabharcombined and relative
relationships of the individual, peer and familiatenships, community, and culture
resiliency subscale scores with proportion of V@&éing time?

A standard linear regression was conducted withipielR? indexing the
combined effect and the squared semipartial cdroaksindexing the relative effects of
statistically significant (alpha < .05) resilienc&riables. The combined effect was not
statistically significantfF(4, 98) = 1.296p = .277,R* = .050. None of the four predictors
were bivariately significant with VOIP gaming tintepugh the culture subscaf€101)
=.158,p = .056, and the individual subscal€01) = .129p = .096, approached
bivariate statistical significance; however, norerevsignificant nor approached
statistical significance in the regression.

Table 10

Intercorrelations Among VOIP Pseudo-% and ResiljeBuabscaledN = 103)

Variable 1 2 3 4 5
1. VOIP Pseudo-% .129 .034 .024 .158
2. Individual .096 .730 .746 475
3. Relationships .368 <.001 .708 511
4. Community 404 <.001 <.001 1400
5. Culture .056 <.001 <.001 <.001

Note.Upper diagonal contains correlations. Lower diaj@ontaing values.
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Table 11

VOIP Pseudo-% Regressed on Resiliency Subsddles 03)

Quality of Life Subscale B 95%CI B p sr?
Individual 15.90 [-4.90, 36.71] .25 133 .022
Relationships -8.15 [-26.28, 9.98] -.14 .375 .008
Community -7.26 [-25.24, 10.71] -.13 424 .006
Culture 7.75 [-3.29, 18.80] .16 424 .019
Constant 13.76 [-25.51, 53.04]

Note.F(4, 98) = 1.296p = .277,R* = .050.sr* = squared semipartial correlation.
Model 4: Motivation for Gaming and Quality of Life

This model addressed the multivariate researchtigne®\long how many
dimensions are the 8 motivation for gaming subscadated to the four quality of life
subscales, and what are the variable patternsiéi@ie a dimension?

A multivariate canonical correlation was conductéth canonicaR? indexing
the omnibus effect of a statistically significamneénsion; and canonical function,
structure, and cross load coefficients indexingréiative effects of individual variables
from the motivation for gaming set and the quabtyife set. All pairwise correlations
among the 12 variables are shown in Table 12, lsaddnonical results are shown in
Table 13 and Figure 1

Although 3 functions were extracted, only the fussts statistically significant,
Wilks A(32, 337) = .55p = .005, squared canonical correlation = .31. Aslza
concluded from the size of the canonical coeffitsatetailed in Table 13 and graphically
depicted in Figure 1, those individuals with higloies on each of the relationships,
customization, and escapism motivation for gamungssales tended to also have high

scores on each of the emotional, social, and sapaalty of life subscales.



Table 12

Intercorrelations Among Quality of Life (QOL) andMation for Gaming (MOT) Subscaldsd € 103)

1 2 3 4 5 6 7 8 9 10 11 12

1. QOL_Physical 225 .106 377 -.138 .027 -.100 -.045 -.004 154 212 .155
2. QOL_Emotional .022 584 .398 .100 .162 .210 .081 .359 117 .288 .309
3. QOL_Social 286 <.001 251 .069 123 125 -.020 .302 .148 .195 326
4. QOL_School <.001 <.001 .010 .044 118 .149 .107 .260 271 .209 .307
5. MOT_Advancement .164 316 .489 .656 .560 .592 .194 .342 .270 323 .275
6. MOT_Mechanics 787 .101 217 234 <.001 379 .389 478 .395 .294 431
7. MOT_Competition 317 .033 .207 133 <001 <.001 .125 .237 173 112 .300
8. MOT_Socializing .655 418 .844 .281 .049 <.001 .207 496 391 .063 241
9. MOT_Relationships 969  <.001 .002 .008 <.001 <.001 .016 <.001 .392 .228 486
10. MOT_Discovery 120 .238 137 .006 .006 <.001 .081 <.001 <.001 310 .369
11. MOT_Customization .032 .003 .049 .034 .001 .003 .260 .525 .021 .001 .208
12. MOT_Escapism 117 .001 .001 .002 .005 <.001 .002 .014 <001 <.001 .035

Note.Upper diagonal contains correlation coefficiehtswer diagonal containg values.

8.
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Table 13
Canonical Correlation Results for Quality of Lil@QL) and Motivation for Gaming

(MOT) Subscaled\ = 103)

Canonical Coefficient

Subscale Standardized®  Correlation” Cross Load® VIF
QOL_Physical .080 .375 .209 1.33
QOL_Emotional 449 .856 A77 1.91
QOL_Social .389 .762 425 1.65
QOL_School 407 713 .398 1.45
MOT_Advancement -.446 141 .079 2.20
MOT_Mechanics -.119 .306 71 1.93
MOT_Competition 355 351 .196 1.72
MOT _Socializing -.249 123 .069 1.56
MOT_Relationships .587 .689 .384 1.99
MOT_Discovery .089 417 .233 1.52
MOT_Customization 453 .550 .307 1.37
MOT_Escapism 437 722 402 1.33

Note.Wilks A(32, 337) = .55p = .005, squared canonical correlation = .31.
Standardized coefficient represents relative cbation of a subscale within its own
variate set°Correlation represents correlation of a subscatl its own variate set.
°Cross Load represents correlation of a subscatetht other variate sétVIF =
variance inflation factor, and index of multicolarity (issues can arise if VIF is much
greater than 2.0).
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Model 5: Motivation for Gaming and Resilience

This model addressed the multivariate researchtigne®\long how many
dimensions are the 8 motivation for gaming subscadtated to the four resilience
subscales, and what are the variable patternsléfize a dimension?

A multivariate canonical correlation was conductéth canonicaR? indexing
the omnibus effect of a statistically significamheénsion and canonical function,
structure, and cross load coefficients indexingréiative effects of individual variables
from the motivation for gaming set and the restieset. All pairwise correlations among
the 12 variables are shown in Table 14, and thergaal results are shown in Table 15
and Figure 2.

Although 3 functions were extracted, only the fussts statistically significant,
Wilks A(32, 337) = .55p = .003, squared canonical correlation = .31. Aslza
concluded from the size of the canonical coeffitsatetailed in Table 15 and graphically
depicted in Figure 2, those individuals with lovoses on the escapism motivation for
gaming subscale tended to also have high scordseandividual, relationships,

community resilience subscales.



Table 14

Intercorrelations Among Resilience (RES) and Mairafor Gaming (MOT) Subscale € 103)

1 2 3 4 5 6 7 8 9 19 11 12

1. RES_Individual .730 .746 475 .073 .045 -.103 176 -.037 120 .040 -.330
2. RES_Relationships <.001 .708 511 .046 .004 -.113 136 -.056 132 -.027 -.281
3. RES_Community <.001 <.001 400 -.046 .021 -.110 118 -.192 .004 .046 -.428
4. RES_Culture <.001 <.001 <.001 .015 .005 -.110 151 .041 .062 142 -.182
5. MOT_Advancement 467 .642 .644 .878 .560 .592 .194 .342 .270 323 .275
6. MOT_Mechanics .655 .965 .831 957 <.001 379 .389 478 .395 .294 431
7. MOT_Competition 301 .255 .267 .267 <001 <.001 .125 .237 173 112 .300
8. MOT_Socializing .076 172 234 127 .049  <.001 .207 496 391 .063 241
9. MOT_Relationships .707 .576 .052 .681 .000 <.001 .016 <.001 .392 .228 486
10. MOT_Discovery 228 .185 .970 .535 .006 <.001 .081 <.001 <.001 .310 .369
11. MOT_Customization .688 .788 .646 152 .001 .003 .260 .525 .021 .001 .208
12. MOT_Escapism .001 .004 <001 .066 .005 <.001 .002 .014 <001 <.001 .035

Note.Upper diagonal contains correlation coefficiehtswer diagonal containg value.

¢8
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Canonical Correlation Results for Resiliency (REBB8J Motivation for Gaming (MOT)

SubscalesN = 103)

Canonical Coefficient

Subscale Standardized®  Correlation” Cross Load® VIF
RES_Individual 172 773 431 3.00
RES_Relationships -.301 .614 .343 2.88
RES_Community 994 976 .545 3.30
RES_Culture .166 492 275 1.49
MOT_Advancement -123 -.080 -.045 2.22
MOT_Mechanics .394 .051 .028 2.02
MOT_Competition -.023 -.200 -.112 1.68
MOT _Socializing 443 237 132 1.59
MOT_Relationships -.311 -.311 -.174 1.86
MOT_Discovery .077 -.009 -.005 1.53
MOT_Customization .292 151 .084 1.37
MOT_Escapism -.940 -.766 -.428 191

Wilks A(32, 337) = .55p = .003, squared canonical correlation = .3%tandardized
coefficient represents relative contribution oludscale within its own variate set.
PCorrelation represents correlation of a subscall it§ own variate sefCross Load

represents correlation of a subscale with the otagate set® VIF = variance inflation

factor, and index of multicollinearity (issues amse if VIF much greater than 2.0).



Standardized [OCorrelation ®&Cross Load

1.00 - _

90 -

80 4

70 -

60 - =

50 - Z —

40 % /

30 7‘ ,/‘ 7

= 17177

104 | Y % Z |_E ’_b‘

00 ZEERZnZ | s | B | | |
o S g /

7

-20 /
-30 3 — Z
0 - /
-50 -

-60 -

-70 -

-80 - —
-90 -
-1.00 -

AN X
E')\\.\\bo'b .Q‘:’(.\\Qs <°§§\ O>\,&& &@Q’Q &b&& Q§o° 0\\;\,\(\% -o*\{;o\Qfo c}’o\\@6 \"?}}00 c)@@"@
&7 @Q’,o r—)S’&Q &’ v&ﬁo o’\’e /\(/’O& o'\(?o %&&\ S 4 3}0& @o'\%
Qg(,"/ Qg' @O«/ J ®0 \} @O«/ N ®O«/

Figure 2 Canonical coefficients for Resiliency (RES) andtMation for Gaming (MOT) subscales. Subscales il three coefficients +
.30 are major contributors to the multivariate tielaship.

¥8



85
Summary

Using correlational, regression, and canonicalyamims| several models explored
the relationships between percent of VOIP gamimgtimotivation for gaming,
resilience, and quality of life. A Pseudo-% for NNOgaming index was calculated and
analyzed because the precise number of hours e @fe/OIPing and video game
playing were not known due to the structure ofghestions asked.

There was not a statistically significant multiplarelation between VOIPing and
the set of four quality of life subscales (Model d)nd there were not any statistically
significant bivariate correlations of any of thes#scales with VOIPing.

In the examinations of VOIPing and motivation fangng, there was a
statistically significant multiple correlation dig three major subscales (socialization,
immersion, and achievement) with VOIPing (Model 2eyvhich all three subscales had
significant bivariate correlations with VOIPing, tanly socialization and achievement
were significant in the regression. In followup e of achievement'’s three minor
subscales (advancement, mechanics, and competitiin}OIPing (Model 2b), there
was a statistically significant multiple correlativith advancement and competition
each contributing significant individual effectstire regression. In followup analysis of
socialization’s two minor subscales (socializingl aelationships) with VOIPing (Model
2c¢), the multiple correlation was statisticallyrsfgcant with both subscales contributing
significant effects in the regression. In the imsn@n minor subscale followup (Model
2d), the multiple correlation was not significamtit the escapism subscale approached

significance jp = .086) in the regression. The final motivationgaming model in which
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all 8 minor subscales were examined simultanedibdel 2e) with VOIPing, the
multiple correlation was statistically significabit only the mechanics minor subscale
was significant in the regression, with both theiglizing and relationships minor
subscales approaching significance. There wereehenystatistically significant
bivariate correlations with VOIPing for 6 of thex@nor subscales—advancement,
mechanics, competition, socializing, relationshgrg] escapism. Neither the discovery
nor customization minor subscales had significavdrate correlation with VOIPing.

There was not a statistically significant multiplarelation between VOIPing and
the set of four resiliency subscales (Model 3), gn@le were not any statistically
significant bivariate correlations of any of thesdscales with VOIPing, although the
culture subscale and the individual subscale agpezhsignificance.

The multivariate canonical correlation analysishaf four quality of life subscales
with the eight motivation for gaming minor subssa{®odel 4) yielded one statistically
significant function that indicated those indivitkiavith high scores on each of the
relationships, customization, and escapism motwaidr gaming subscales tended to
also have high scores on each of the emotionaklsaad school quality of life
subscales.

The multivariate canonical correlation analysishaf four resilience subscales
with the eight motivation for gaming minor subssal®odel 5) yielded one statistically
significant function that indicated those indivithiavith low scores on the escapism
motivation for gaming subscale tended to also tmagle scores on the individual,

relationships, and community resilience subscales.
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Interpretation and discussion of these findinghwéspect to prior research,
theory, and potential positive social change aviddal and societal levels is presented
in chapter 5 along with a understanding of thengfifes and limitations of this study and

recommendations for future research.
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Chapter 5: Discussion, Conclusions, and Recommigmsat
Overview

Video games impact the lives of individuals whoylaem in many positive and
negative ways. Even though electronic games giyeeguire the user to focus only on
the task at hand, these games teach additiont skihe process. Studies have shown
that electronic games can improve the user's abdifollow directions, problem solve,
multitask, and think quickly. Other positives indiexpanded visual attention, increased
processing speed, improved cognitive function, @muehnced spatial cognition.
Additionally, the Greitemeyer and Osswald (201@egech indicates that playing games
that model prosocial behaviors such as feeling @omand empathy for the welfare and
rights of others and acting in ways that benefieos can actually improve social skills in
everyday life.

On the other hand, the negatives of video gamiolgide detrimental impacts on
real-world friendships, school, work, the indivilaghysical and emotional health, and
the individual’s ability to function on a daily hasGentile et al. (2004) found that there
is a significant association between exposuredtert games and aggressive behavior.
Demonstrable negatives such as increased aggressioavoidance of problems can
pose a problem for individuals and society. Howgites not known whether video game
VOIPing—players communicating with each other awer Internet during game play—
positively or negatively impacts adolescent lives.

In order to determine the relationships betweenRi@j and adolescents’ lives,

three questions were posed to examine possiblgoredaips:
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1. Is there a relationship between the amount of 8pent VOIPing and an
adolescent’s physical, emotional, social, and schoality of life?

2. lIs there a relationship between the amount of ¥@é¢Ping and an
adolescent’s motivation to play video games?

3. Is there a relationship between VOIPing and anesdent’s relationship with
family, peers, community, and culture?

Two additional questions were posed to examinedlaionship among the three
models themselves—Motivation for Gaming, QualityLdé, and Resilience, along with
their attendant subscales—without including the Ri@¢ variable.

4. Along how many dimensions are the 10 Motivation@aming subscales
related to the four Quality of Life subscales, arthat are the variable patterns
that define a dimension?

5. Along how many dimensions are the 10 Motivation@aming subscales
related to the four Resilience subscales, and ateathe variable patterns that
define a dimension?

| conducted a survey of 116 adolescents ages 18.tBarent consent pages were
sent home with self-selected students from threfllaischools and two high schools in
the San Jose, California, metropolitan area. Thadovere returned to me through the
United States Postal Service. After the parentasent forms that indicated a preferred
email address had been received, 139 email invitativere sent from SurveyMonkey to

the students to finalize their participation. Threminder emails were sent out over a
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period of 4 months. In all, 116 individuals panpiaied in the survey, and each received a
$10.00 iTunes gift card as a participation acknagieent.

Upon closing the survey, the participant data veera@yzed for inconsistencies
and exclusions. Of the 116 individuals, only 163he participants’ surveys were used.
One response had substantial missing data andexeheded from analysis. Three
responses had missing data on “gaming hours,” wikiehkey to computing the primary
independent variable, VOIPing. Nine respondepsnted that they did not play video
games and were excluded. Answering “none” for M@dRvas allowed, but participants
in the study had to actualpfay video games. Also, of the 103 participants, theg®rted
VOIPing more time than the amount of time spenyiplgvideo games. Their time spent
VOIPing responses were changed to equal their gataling time responses. Other
responses had missing data on items that wer@parscale composite. Therefore, the
participant’s mean of the other items that madéhepspecific scale was used.

A guantitative standard linear regression analysis used to determine the
survey results for Questions 1 through 3. A mutiat@ canonical correlation was
conducted to determine the survey results for Ques# and 5.

Interpretation of Findings

In the data pertaining to respondents themseltiesiatio of males to females
who responded was 3 to 1. The greatest numbenrtipants was in the 13- and 14-
year-old category (73.8%). There was a larger peacee of White or European
participants (63.6%) than all other stated ethiisitombined (36.4%). The most popular

game genres played were first-person shooters¥@28llowed by role-playing games
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(16.5%), and massively multiplayer role-playing gsn(11.7%). With regard to playing
time, the largest portion of individuals playededidgames 5 or more hours a week
(36.9%). A slight majority of participants VOIPadhile playing video games (51.5%).

Three of the five models demonstrated statisticgtipificant effects. First,
Model 2 showed significance between VOIPing andiiiton for Gaming’s three
major subscales: achievement, socialization, amdarsion. Six of the 10 minor
subscales within Motivation for Gaming, vedvancement, mechanics, socializing,
relationships competitionandescapismalso demonstrated significance. However, even
thoughcompetitionandescapisnwere significant, they showed low correlation when
compared to VOIPing. The seventh minor subst¢asenwork was determined to be
unreliable and therefore was not tested furthesiigmificance. The eighth subscailele-
play, was also unreliable, but its items did improvedkerall immersion scale and were
retained in that scale’s construction. Finallytlod 10 subscales, the two that were not
significant with VOIPing wer@iscoveryandcustomizationThe four significant
subscales in Model 2 and their relationship to Vi@Rwill be discussed later in this
chapter.

The second model that had statistically significzffeécts, Model 4, demonstrated
that individuals with high scores in the Motivatifor Gaming subscales oflationships,
customizationandescapismended also to have high scores ingh®tiona) social and
schoolQuality of Life categories. The third model tihaid statistically significant effects
was Model 5, which showed that individuals who hagh scores in individual resilience,

relationship resilience, and community resiliencaversely tended to have low scores in
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escapism as a motivation for gaming. The findinigsath Model 4 and Model 5 are
discussed in greater detail later in this chaptére two models that did not show
significance were Model 1, VOIPing compared to Qualf Life, and Model 3, VOIPing
compared to Resilience.

Model 2: VOIPing and Motivation for Gaming’s Achievement Scale

The data for Model 2 comparing VOIPing and Motigatfor Gaming showed
significance in two main areas, achievement anébpation. The first area,
achievement, includes two subscadsancemerandmechanicsAdvancemenpertains
to the player moving through increasingly challegievels while collecting items,
advancement points, and awards. The ability to V&Iie thereby discuss pertinent
information such as game knowledge, tactics, aaddtations of items may positively
impact the player's advancemektechanicsthe second subscale of achievement,
assesses the individual’s concern Wwitdwthe game is played, that is knowledge of
underlying rules, levels of offensive and defenstrength, various options in weaponry,
and so onMechanicswas the only subscale that remained significaet délie regression
analysis of the combined eight Motivation for Gaghgubscales. VOIPing is relevant to
achievement because players can discuss a gréatf gef@rmation that their partner or
teammates may not otherwise know. Since one gbringary reasons for playing video
games is to advance through levels and score tisé pomts, it stands to reason that
players who VOIP will achieve more and thereforevimivated to play more.

Motivation Theory, which explains what inspiresiwiduals to extend their

abilities in order to perform according to expecdtatis likewise applicable to VOIPing
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and achievement during game play. Klimmt et alO@applied Motivation Theory to
game playing using the concepts of control andcedfece. Control involves three
elements: knowing the attributes of the situatlmeing able to anticipate the optimum
dynamics for play, and having influence in ordeathieve a goal. VOIPing can improve
the player’s capability in all three aspects. lltthwas the players to discuss the features of
their immediate situation such as hazards or agséte environment, location of items,
and become familiar with the virtual environmel¥ith that information voiced, the
partners or teams can discuss what dynamics vgibtheir advancement to the next
step, ultimately progressing together as a teamanwheir desired goal. It follows that
being able to talk with teammates enhances a ptagbility to achieve the three
elements of control. In turn, that increased adritirough VOIPing heightens a player’'s
motivation to play.

Effectance, the second part of Klimmt et al.’s @P@iscussion of Motivation
Theory, is defined as “experiencing competencededigame effectance is the ability to
respond immediately and constantly to a given 8anawhich establishes competence
and a sense of enjoyment. When people interacigivr®OIPing, they give immediate
feedback to other players that their actions dtaencing the events of the game. If the
feedback is positive, then players’ feelings of patence increase. If the feedback is
negative, other players through VOIPing can proundermation that improves their
teammate’s performance, likewise increasing conmgetever time. Halloran (2011)
confirmed that VOIPing allows experienced playersaach novices, helping them to

learn how to take appropriate actions. VOIPing algoports the rapid integration of new
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players, improving their competence more quickbnthvithout VOIPing. Halloran
summarized that VOIPing is very effective in coachplayers, discussing goals,
coordinating the play, communicating about needd,identifying problems. Ultimately,
through the lens of Motivation Theory, this stuaynfirmed that VOIPing can improve
both control and effectence during game play.

Finally, regarding motivation to play, Durkin (201found that dopamine release
is closely associated with reward-seeking behauite.stated that the more performance
improves, the more dopamine is released. As has &eplained, VOIPiIng improves
effectence and control, thereby helping player®anish more goals during game play.
Therefore, it stands to reason that as performanpeoves because of VOIPiIng's
positive effect, more dopamine is likely releasad the players are likely to experience
a stronger motivation to play video games.

Model 2: VOIPing and Motivation for Gaming’s Socialization Scale

The second Motivation for Gaming scale that coteslavith VOIPing was
socialization, which is sub-scaled irgocializing, relationshipsandteamwork (As
mentioned earlier thieamworkscale was determined at the beginning of analgdie
unreliable and was not used.) Tiesults for the minor subscalescializingand
relationshipswere significant with VOIPing. With regard socializing Tasdemir
(2011) proposed an in-group and out-group aspesbd@lization and its relationship to
identity formation. He concluded that the more wuidiials have in common with each
other, the more they socialize with them and cré@e particular in-group. Conversely,

the less individuals have in common with each qttier more they avoid interacting
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with them, creating the out-group. With video gartessame appears to be true. As
individual players participate in video game chadjes, they often have much in
common: they work on the same team, create simnatars, and work towards similar
advancements. Individuals identify with those tlegsider similar and differentiate
from those they see as not part of their gaminggrd he added aspect of VOIPIng, the
ability to talk, set goals, and plan strategies melp players develop a stronger in-group
commonality. Moreover, with regard socializing Stryker and Statham (1985) pointed
out that social identities play a large part inithdividual’'s motivation to connect with
others who are similar. With regard to game plgythe specific identity can be those
who VOIP while playing video games. Games thaivalbr require VOIPing are often
more socially interactive than those that don’heBignificant correlation between
VOIPing andsocializingdemonstrates that VOIPIng is a factor in creatingayer’s
social identity and is therefore correlated witbl@yer's motivation to play video games
more often.

The second subcategory of socializatietationships assesses the depth of
connection the individuals feel they have with oghige. meaningful conversation,
talking about personal issues, support offereddat life problems, etc.). As Seay (2006)
pointed out, social groups are an important restocdealing with issues that arise in
an individual’s life and are positively correlatetth a person’s sense of wellbeing.
VOIPing may help adolescents connect with otheesnmore in-depth way. Oft times
players chat with each other while waiting for gartstart or might even chat about life

situations or activities while simultaneously blogiup alien invaders. The results of the
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study showed that VOIPing during game play may Imedpviduals build stronger and
potentially closer friendships. This is in line WiErostling-Henningsson’s (2009) study,
which found that communication in an online envire@nt allowed gamers to connect
with others in unexpected ways such as befriengarmgers based on their gaming style
without regard for physical appearance, age, adakoeptitudes. Gamers who VOIP
can expand their relationships based on gaming,stiill, or conversation without fear
of being judged and ostracized because of thewanat limitations.

In the final analysis of Model 2, VOIPing demonstihsignificance with all eight
Motivation for Gaming minor subscales combined. a&mgmtly, players who can talk to
each other seem to be more deeply immersed inidee yame, experience the
satisfaction of more achievements, and feel mommected with other gamers. As they
feel more socially connected and are successtathmeving their gaming goals in the
aggregate, their motivation to play video gamesdaases. | believe that this is the
significant relevant element that can lead to a nay of creating therapeutic modalities
that can be very important in the lives of adolesse
Model 4: Motivation for Gaming Relative to Quality of Life

Regarding Model 4, the relationship between Motorafor Gaming and Quality
of Life is complex and significant. The canonicabbysis showed that there was one
dimensions on each variable set that showed ctimeéd cross loads: themotional
social,andschoolvariables on the Quality of Life scale and thiationships,
customization [of avatarsandescapism variablesn the Motivation for Gaming scale.

The pattern that became evident was that indivgdwith high scores on themotiona)
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social andschoolsubscales of the Quality of Life survey also haghlscores on the
relationships, customizatioandescapisnsubscales in the Motivation for Gaming
survey.

When looking at the results of the Quality of L&motiona) social andschool
subscale questions, between 60 and 80% of resptndgrorted that they were “not
afraid,” were “almost never sad” or “angry,” andrf@st never worried about what will
happen to them.” Additionally, up to 80% reportkdttthey had “no trouble getting
along with other teens,” that they felt “most tearant to be their friends,” and they
“almost never get teased.” Furthermore, approxiin&@% reported that they do not
“find it hard to pay attention in school” and almhogver “have trouble keeping up with
homework.” However, up to 50% reported that theypstimes or often “forget things.”
Based on the forgoing data, the study respondentstional, social, and school quality
of life appears to be positive. | then evaluateslrelationships segment of the
Motivation for Gaming scale. An analysis of theadftom individual questions revealed
that close relationships and communication aborgqmeal problems was apparently not
important to the respondents. Approximately 50%v&r” have meaningful
conversation, and up to 75% “seldom” or “neverktabout personal issues. Up to 60%
reported that their online friends “seldom” or “me¥offered support for their real life
problems. This population appears to have minireadrto communicate about personal
issues, perhaps because they view their qualiijegbositively as can be concluded by

the afore-mentioned Quality of Life statements.
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Regarding theustomizatiorof avatars and the Quality of Life correlation,
approximately 33% of the time, study respondenséauize their characters very little,
29% customize a little, and 34% customize a Idtatlevenly-distributed result seems to
indicate that the game players had no strong mreberfor avatar customization. It was
also found that 39% of respondents did not catfeeif avatars’ armor matched in style or
color; 25% cared somewhat, and 34% cared a lotrépmately 42% cared slightly or
not at all that their avatar looked different froammers, while 29% cared somewhat, 28%
cared a lot. In summary, there appears to betarpaif no strong preferences regarding
customization of avatars. Perhaps the positiveityuaf life assessments of the sample
population made the creation of a unique avatarifaportant. Could the opposite be
true—that a poor quality of life in the real worldght spur game players to make their
avatars unique and special, perhaps the creatiarpséudoself which has characteristics
that the player wishes he or she had? This istareisting question and perhaps a subject
for future research.

Concerning the Motivation for Gaming subscalesd¢apismand its negative
correlation with Quality of Life, according to thejuestionnaire responses up to 60% of
respondents did not use gaming to escape theilifieegroblems. They did, however, use
gaming up to 70% of the time to relax. An assumptian be made that as the
adolescents in the study perceived their qualityfeto be positive, they did not need to
use video games to escape their real-world prohlbotsused video game play more

often for relaxation purposes. This concept igradd with Entertainment Theory
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(Vorderer, 2003) in that video games provide somgtthat they are seeking, in this case
relaxation, to the individuals who play them.
Model 5: Motivation for Gaming’s Correlation With R esilience

Regarding Model 5, Resilience was correlated witly one Motivation for
Gaming subscale escapismand that was a negative correlation. The canoaitalysis
showed cross load correlation between Resilienbgaales oindividual, relationships
andcommunitywith the Motivation for Gaming subscale @dcapismThe pattern that
was evident between the two scales was that abrtbe Resiliency subscales went up,
the single Motivation for Gaming subscalecapisnwent down. Analyzing the
respondents’ answers to the Resilience questiatisefy | saw consistent patterns of
adolescent resilience in dealing with personal lamols, in being connected with family
friends and peers, and in feeling connected to twnmunity. For example, more than
70% of respondents answered “quite a lot” to “4totthese questions: “I know my own
strengths,” “I am supported by my friends,” “Famsiiands by me in difficult times,” and
“I am able to solve my own problems.” Such a stroggjlient nature in the survey
respondents may explain once again why they seltbmira need to escape their life
problems by playing video games. Because they aldieeto manage and work through
the struggles that they face, escaping their probleas not their motivation to play
video games.
Implications for Social Change
With electronic video games advancing at a rapmepemany parents,

professionals, and researchers are challengedierstand the impact that gaming has on
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adolescents and society. Many studies have shosvnebative effects video games have
on adolescents such as in-game teasing, unheaitisg ®f competition, lessening of self-
esteem, negative social interactions, exclusigniafers from a team, and escaping from
real-world problems (Ha et al., 2007). VOIPing,tba other hand, can contribute many
positives such as improved teamwork skills, incedasocial interaction, lessening of
social anxieties, and a positive self-perceptiobehg cooperative, dependable, and fun.

Considering that VOIPing itself is strongly coriteld with adolescents’
motivation to play video games, it follows thatatians can use VOIPing and video
games to help adolescents who aren’t socially aolegppropriate and also those youth
who would normally avoid social situations. Thsludes persons on the autism
spectrum, socially-avoidant young people, those hdnee difficulty regulating their
emotions, and youth who stutter or have other dpdgficulties. When handled
appropriately in a clinical setting, the motivatitanplay video games combined with the
speech and social aspects of VOIPing can be adamach youngsters in social
appropriateness, to teach social skills, and totjg@aspeech remediation exercises.

More specifically, clinicians can use VOIPing whillaying video games to treat
adolescents who are struggling with peer interastend social skills. For example, the
technology is currently available that will alloncknician and an adolescent to VOIP
privately with each other during actual game plasing this private communication,
clinicians can coach their clients in appropriateial skills and model how to deal with

negative peer interactions while a game is in msgr In like manner, for individuals
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who lack emotional control, clinician and client YRing sessions can provide practice in
building the needed skills and coping stratagenfadiitate stronger emotional control.

Greitermeyer and Osswald (2010) demonstrated thging prosocial video
games is positively related to increases in realdvorosocial behavior. For example, a
game called Mass Effect by Electronic Arts useslehges that ask gamers to decide
between prosocial and antisocial options. The apnsagces of the choices results in
positive or negative reputation points and addéllynshow in the avatars’ actual
appearance. Moreover, the technology currentistexhat punishes gamers who are
verbally abusive such as teasing, name callintaunting. Therefore, it follows that
games can be created to reward positive verbakictien. In such ways, video games
can employ VOIPIng to teach productive problem-sw\skills using supportive
language and encouraging prosocial verbal beha&sGreitermeyer and Osswald
affirmed, practicing in the gaming environment gaoduce prosocial behaviors and
language in the adolescents’ real world environm@atme developers can use this
concept along with VOIPIng, to provide games thatfacused on working through
adolescents’ everyday problems.

Moreover, adolescents who are socially inhibited tenefit from VOIP
coaching sessions that teach ways that shy youtlexdgnd themselves in a social
situation. By using the high-interest activity ¢aying video games and VOIPing,
support personnel can potentially provide positiupport to teach, model social
relationships skills, and ameliorate relationshipbtems. The private VOIPing

technology is presently available. What is neeu®al is to educate professionals that
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there is a strong correlation between VOIPing dredsbcializing and relationship aspects
of young people’s motivation to play video gamé&$ese study results seem to indicate
that when therapy includes playing video games\&dtPing, adolescents will be more
motivated to participate in their therapy.

Speech and language development is another arednichn VOIPing can
contribute to social change. The remediation of mamication disorders such as
stuttering, phonological disorders, or expressargliage disorder can be a long and
tedious process. Speech therapy requires conspgetice in saying words correctly,
improving language skills in daily conversationproving speech sound awareness and
other such activities to improve their individualsderstanding of language. Currently,
speech therapists or pathologists use an assorttherércises designed to break
previous speech patterns, establish new onesyetatenew articulation in pitch and
tone. Audiovisual tools are also used to help imtligls in the therapy setting as well as
with assigned homework. However, these tools at@ften intrinsically interesting.
Video games on the other hand include compellingnation, music, and progressive
challenges that can be perfectly fitted to theréipguractice sessions. Currently video
games “respond” to one- or multi-word commandst éxample, when the player says,
“Open,” a door opens. It stands to reason tladwigames can be created which
emphasizes the phonemes and words that are mora@agntroublesome for people
with speech problems. Levels of difficulty and redsashould be incorporated so that
clients can experience immediate success as wiikasrill of advancement. As this

study has shown, advancement because of VOIPinyaied the young person to play
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more. It follows, then, that advancements thatocas a reward for speaking the
challenging word or phrase will likewise be a mator to play the instructional game
more often and for longer periods of time.

Vasic and Wijnen (2005) conducted a three-partystadievelop an alternative
treatment for individuals who stutter. They demaaisd that doing two tasks, one of
which is related to speech such as storytelling,tae other one unrelated to speech,
such as a task on the computer, which in theirystvas playing a video game called
Pong, may help decrease speech issues such asisguttvideo gaming includes many
tasks that are unrelated to speech, which cangedirie appropriate distraction from the
speech task. As has been shown in this study, \"@IRipositively correlated with an
individuals’ desire to play video games. Hence, w@®IPing is paired with video
games that have been created for speech therapgsas; children and adolescents will
likely be more motivated to participate in the spgretherapy treatment plan.

Sheh-Tse et al. (2008) pointed out that the mojayable the activity is, the more
stress is released. Stress reduction in speeddpthes also a goal. Moreover, the
serotonin that is produced when players reach gaiing goals is a reward for
participating in speech therapy. For all of thesgsons, using an enjoyable activity such
as video game VOIPIng to practice speech skillslagfically motivate speech clients to
be more compliant in their speech training.

Recommendations for Action
Video games are an ever-present and powerful farttee lives of many

adolescents. This study showed that the ability@P during game play positively
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correlated with adolescents’ motivation to play mof he risks and potential advantages
of video game VOIPing are important to recognizelpithg adolescents understand the
impact of video games and VOIPing can help themamatormed decisions regarding
their personally-invested time and money. In additmany parents have an intrinsic fear
of video games without having a basis of facts Wisigpport their concerns. Few parents
know where or how to search out the facts abowosghming that validate or disprove
their apprehensions.

My principal recommendation for action is to aptilg premise that using high-

interest activities is one of the best learnindfptans. If the information in this study
can be presented in an exciting, media-friendly vsyng animation and lively music,
adolescents and parents will be more motivatedatchvand thereby learn specifically
the positive and negative ways that video gamesv@iéing impact their lives. The
details of this research can provide importantettinatter for high school and college
animation class projects.

However, if the animation proposal doesn’'t comé&udion, informing parents

and students can still be accomplished in thefotlg less-engaging ways:

1. Contact local parenting groups to provide a summétite study findings.

2. Present the information to school principals, pdowy a copy of the
dissertation, a brief power point presentation, asthgle-page handout with
key highlights of the results for disseminatiorthie student body.

3. Submit an article regarding the findings to schdotgublication in their

monthly newsletters.
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4. Submit an article to local newspapers.

5. Submit an article to a psychological journal fobfication.

6. Submit conference papers and presentations to dochstate organizations
such as California Marriage and Family TherapiAMET) to facilitate
better understanding regarding video games, VOIRInd their potential
relationship to the adolescent’s life.

7. Send a summary of the dissertation to gaming corapamd game
developers such as Electronic Arts and Ubisoft.

8. Connect with national Internet parenting groups wao disseminate the
study information to their members.

Recommendations for Further Study
A study focusing on VOIPing while playing video gesnand its potential impact
on adolescent quality of life, motivation for gamjrand resiliency is relatively new to
the field. Therefore, this study of VOIPing provedgeveral indications for additional
research such as the following:

1. This study looked at all major genres of video gaméether or not VOIPIng
was intrinsic to the game. Future studies couldavathe focus to the specific
game genres that employ VOIPing such as First Reé8booter, Role Playing,
and Massively Multiplayer Role Playing games taedeiine the specific
positive or negative impacts of VOIPing itself.

2. This study sample was primarily of adolescentsuwiean descent and was

conducted in a fairly affluent area. By gatherinfprmation from a broader
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sample population, particularly from a less-affluarea, the data may provide
a clearer understanding of a possible relationsbtpreen VOIPing and
guality of life and resilience.

3. Positive online social skills are becoming more am@nt in this digital age.
As shown in the results of this study, VOIPIing laastrong relationship with
the Motivation for Gaming subscale r@ationships A study into video game
VOIPing and social skills learning in a therapesttting could be conducted.
Understanding the relationship between VOIPing thedability to learn
social skills while gaming could provide the needegkntive for adolescents
to incorporate healthier social skills, which imrtumay be beneficial for the
individual and for society.

4. VOIPing and quality of life across different econornevels is another area of
study. The majority of participants in this studyre from a relatively
affluent area, allowing them to game and VOIP mae stress-free
atmosphere. Is there a difference in the way adelgts VOIP during game
play if they are more economically challenged aadstthat difference
influence their Quality of Life scores?

Study Limitations
One limitation to this study was the incentive usBuk initial incentive was a
$5.00 gift card from iTunes. After a minimal resperwas received, with approval of the
IRB the incentive was changed to a $10.00 gift ¢eooh iTunes. This incentive was

somewhat more appealing to the adolescent popnojdimvever, not all potential
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participants wanted an iTunes gift card, possil@gduse they do not use iTunes. Using a
different incentive and thereby getting a largedgtpopulation may have changed the
results for Models 1 and 3.

Another limitation to this study was the in-clas#f-selection process. This
process primarily attracted the individuals who everlling to speak up in their classes
to ask for a survey. That consideration possiltydet individuals who play video games
and VOIP, but were reticent to identify themseluasreasing the study population of
gamers who possibly don’t see their quality of iifehe same positive ways as the
gamers who volunteered might change the resultslémtels 1 and 3.

A primary purpose of this research was to exantieestfect of the proportion of
time gaming that is spent VOIPIng. The study sulsjeere asked to indicateange of
VOIPing and gaming hours per week instead ofsghecificnumber of each. The actual
number of hours per week VOIPing and the total b@ar week gaming (including
VOIPing) was not known; consequently, a proportbgaming time that included
VOIPing could not be calculated. As a result, testhway to compute the relative VOIP
response was with an ordinal value of the resptmbeurs VOIPing (possible range
from O to 4) divided by the ordinal value of thepense to hours gaming (possible range
from 1 to 4) to yield a pseudoproportion of VOIRgag. The pseudo calculation
regarding game time and VOIPIng created a mordearigihg process of calculation to

determine relevance.
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Conclusion

Since the inception of video games in the 1940s1&%@s, they have become a
dominant force in many adolescents’ lives todayded games are constantly changing
and becoming more immersive (Zyda, 2005). Video@designers purposefully provide
a great playing experience which captures a lasigare of the video game market and
generates more revenue for their company. VOIRrane of the aspects that enhances
the experience of playing video games. Prior te ¢hidy, | believed that VOIPing while
playing video games provided a unigue and potdynfalsitive social experience for
those who VOIP. | also believed that in spite ahsf the potential negatives that exist
with video games, video game VOIPing could suppddlescents in improved self-
esteem, development of problem-solving skills tigftouerbal communication, and
stronger relationships with current friends.

This study supports previous research that hasshioat those who play video
games can benefit from positive social connectiohdditionally, the current study
demonstrated a positive relationship between VQjRaimd the Motivation for Gaming
subscale ofelationshipswhich confirms that VOIPing augments gamers’ social
connections.

The more significant result of this study pertam®OIPing and motivation to
play video games. | determined that as VOIPingaases, so does motivation for
gaming. This finding supports the premise that i@gRcan be useful in many
therapeutic modalities such as working with indiaats who suffer from language

disorders or social impairments. Interest in theivation for gaming aspect of video
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game VOIPIng is heightened by the potential appboa—that adolescents may be
drawn to do their therapy more often and for a érgeriod of time when the therapy
includes an intrinsically interesting activity suat gaming. Supporting the compliance
aspect of therapy and the desire of adolescemisgage in the therapeutic process is a
meaningful and potentially compelling applicatidrttze information garnered from this

study.
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Appendix A: Surveys
Demographics:

What is your gender?
L Male
‘' Female

What is your age?
115
16
117
118

Which race/ethnicity best describes you? (Pleases#only one
'/ Aboriginal or Native
'_! South Asian (e.g., East Indian, Pakistani, Punf@bil.ankan
'_/ South East Asian (e.g., Cambodian, Indonesian j&moVietnamest
' West Asian to Middle Eastern (¢, Armenian, Egyptian, Iranian, Lebane
'/ Asian (e.g., Korean, Chinese, Japar
' Black (e.g., African or Caribbean desc:
'/ White or European
/! Filipino
' Latin American (e.g., Mexican, South American, CalhAmerican)
' Other
' Prefer not to state

Video gaming is defined as playing a video gamarmelectronic device such a
computer or onsole including Mac, PC, Nintendo Wii, Microsofbx, or Sony
PlayStation. Moreover, this definition does notlude handheld devices such as P«
iPads, Nintendo Gameboy, or Sony F

How many hours of video games do you play each ¢

VOIPing is defined as communicating over the intemiét other individuals using
microphone and speaker so that the individualgarwith and hear other playe



How many hours do you VOIP while playing video gamoger a week

What is yourmpreferred genre of video game? (Please selectamd'
'/ Educational Games
' Puzzle Games
' Party Games
' Racing Games
' Fighting Games
! Sports Games (fantasy and/or reali
' Platformer Games
' Realtime Strategy Gam
'_/ Third-Person Shooter Gan
' FirstPerson Shooter Gan
' Role Playing Games
' Massively Multiplayer Online Role Playing Gar

PedsQL " Pediatrt Quality of Life Inventory: Version 4.0 Short Fo@F15

TEEN REPORT (ages 13-18)

DIRECTIONS

On the following page is a list of things that might be a
problem for you.

Please tell us how much of a problem each one has been
for you

during the past ONE month by circling:

O if it is never a problem

1if itis almost never a problem
2 if itis sometimes a problem

3 if it is often a problem

4 if it is almost always a problem

There are no right or wrong answers.

In the past ONE month, how much of a problem has this been for you ...

123
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About My Health and Activitie$PROBLEMS WITH..) Never Almost Never Some-times Often Almost
Always

1. Itis hard for me to walk more than one block 0 1 2 4

2. Itis hard for me to run 0 1 2 4

3. Itis hard for me to do sports activity or 0 1 2 4

exercise

4. ltis hard for me to lift something heavy 0 1 2 4

5. Itis hard for me to do chores around the house | 0 1 2 4

About My FeelinggPROBLEMS WITH..) Never Almost Never Some-times Often Almost
Always

1. |feel afraid or scared 0 1 2 4

2. |feel sad or blue 0 1 2 4

3. Ifeel angry 0 1 2 4

4. | worry about what will happen to me 0 1 2 4

How | Get Along with Other§PROBLEMS WITH..) Never Almost Never Some-times Often Almost
Always

1. | have trouble getting along with other teens 0 1 2 4

2. Other teens do not want to be my friend 0 1 2 4

3. Other teens tease me 0 1 2 4

About SchoO(PROBLEMS WITH..) Never Almost Never Some-times Often Almost
Always

1. Itis hard to pay attention in class 0 1 2 4

2. | forget things 0 1 2 4

3. | have trouble keeping up with my schoolwork | O 1 2 4
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Motivation for Gaming (Yee, 2007)
The following questions focus on your general gar-play preferences,(13 questions)
1) How interested are you in the precise numbers anpercentages underlying the
game mechanics?i.e, chance of dodging an attack, the math compgatua-wield to

two-hanad weapons, et
' Not Interested At All
! Slightly Interested
' Somewhat Interested
"Very Interested

' Extremely Interested
2) How important is it to you that your character is as optimized as possible fc

their profession / role?
" Not Important At All
' Slightly Important
' Somewhat Important
"Very Important

! Extremely Important
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3) How often do you use a character builder or a taplate to plan out your

character's advancement at an early leve
' Never
' Seldom
' Sometimes
' Often

" Always

4) Would you rather be grouped or soloing”
" Much Rather Group
' Rather Group
" In-Between
' Rather Solo

 Much Rather Solo

5) How important is it to you that ycur character can solo well?
'Not Important At All
' Slightly Important
' Somewhat Important
"Very Important

! Extremely Important
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6) How much do you enjoy working with others in a gpup?
'/ Not At All
L A Little
' Some
‘. A Lot

L' A Great Deal

7) How important is it to you to be wel-known in the game?
" Not Important At All
' Slightly Important
' Somewhat Important

‘' Very Important

' Extremely Important
8) How much time do you spend customizing your chacter during character

creation?
''Not At All
‘! A Little
' Some
‘A Lot

_! A Great Deal
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9) How important is it to you that your character's armor / outfit matches in color

and style?
" Not Important At All
' Slightly Important
' Somewhat Important
"Very Important

' Extremely Important
10) How important is it to you that your characterlooks different from other

characters?
" Not Important At All
' Slightly Important
' Somewhat Important
"Very Important

! Extremely Important

11) How much do you enjoy exploring the world jusfor the sake of exploring it"
'/ Not At All
‘! A Little

L/ Some
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A Lot

‘' A Great Deal
12) How much do you enjoy finding quests, NPCs ootations that most people d

not know about?
'/ Not At All
L A Little
' Some
‘. A Lot

‘! A Great Deal
13) How much do you enjoy collecting distinctive gbcts or clothing that have no

functional value in the game’
'/ Not At All
L A Little
' Some
‘A Lot

‘' A Great Deal
How important are the following things to you in the game’ (8 Questions

1) Leveling up your character as ast as possible.
'/ Not Important At All

'/ Slightly Important
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' Moderately Importat
'/ Very Important

_/ Tremendously Importa

2) Acquiring rare items that most players will neve have.
" Not Important At All
' Slightly Important
' Moderately Importat

‘. Very Important

' Tremendously Importa

3) Becoming powerful.
' Not Important At All
' Slightly Important

' Moderately Importat
' Very Important

_/ Tremendously Importa

4) Accumulating resources, items or mone
'/ Not Important At All
'/ Slightly Important

'/ Moderately Importat
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'/ Very Important

_/ Tremendously Importa

5) Knowing as much about the game mechanics and rd as possibl
' Not Important At All

' Slightly Important

' Moderately Importat
'/ Very Important

‘! Tremendously Importa

6) Having a selfsufficient character.
" Not Important At All
' Slightly Important
' Moderately Importat

‘' Very Important

_/ Tremendously Importa

7) Being immersed in a fantasy worlc
' Not Important At All
'/ Slightly Important

' Moderately Importat
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'/ Very Important

_/ Tremendously Importa

8) Escaping from the real world
' Not Important At All

/! Slightly Important

' Moderately Importat

'/ Very Important

' Tremendously Importa

How much do you enjoy doing the following things irthe game’ (10 Question:

1) Helping other players

‘' Not Enjoyable At Al

! Slightly Enjoyable

‘' Moderately Enjoyabl

‘' Very Enjoyable

_/ Tremendously Enjoyak

2) Getting to know other players
'/ Not Enjoyable At Al
'/ Slightly Enjoyable

'/ Moderately Enjoyabl
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‘! Very Enjoyable

‘! Tremendously Enjoyakt

3) Chatting with other players.
'/ Not Enjoyable At Al

./ Slightly Enjoyable

' Moderately Enjoyabl

‘! Very Enjoyable

‘! Tremendously Enjoyak

4) Competing with other players
‘' Not Enjoyable At Al

. Slightly Enjoyable

‘' Moderately Enjoyabl

‘' Very Enjoyable

_/ Tremendously Enjoyak

5) Dominating/killing other players.
'/ Not Enjoyable At Al
./ Slightly Enjoyable

'/ Moderately Enjoyabl
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‘! Very Enjoyable

‘! Tremendously Enjoyakt

6) Exploring every map or zone in the worlc
'/ Not Enjoyable At Al

./ Slightly Enjoyable

' Moderately Enjoyabl

‘! Very Enjoyable

‘! Tremendously Enjoyak

7) Being part of a friendly, casual video gaming
‘' Not Enjoyable At Al

. Slightly Enjoyable

‘' Moderately Enjoyabl

‘' Very Enjoyable

'/ Tremendously Hoyable

8) Being part of serious video gaming experienc
'/ Not Enjoyable At Al
./ Slightly Enjoyable

'/ Moderately Enjoyabl
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‘! Very Enjoyable

‘! Tremendously Enjoyakt

9) Trying out new roles and personalities with yourcharacters
'/ Not Enjoyable At Al
./ Slightly Enjoyable
' Moderately Ejoyable
‘! Very Enjoyable

‘! Tremendously Enjoyak

10) Doing things that ainoy other players.
‘' Not Enjoyable At Al

. Slightly Enjoyable

‘' Moderately Enjoyabl

‘' Very Enjoyable

_/ Tremendously Enjoyak

How often do you do the following things in the gam®? (8 Questions)

1) How often do you find yourself having meaningfutonversations with other
players?

‘' Never

. Seldom
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L Sometimes
L/ Often

L Always

2) How diten do you talk to your online friends about yourpersonal issues
' Never
' Seldom
' Sometimes
' Often

L Always
3) How often have your online friends offered youtlgpport when you had a real life

problem?
' Never
' Seldom
' Sometimes
' Often

L Always

4) How often do you make up stories and historie®f your characters?
‘! Never

L Seldom
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L Sometimes
L/ Often

L Always

5) How oftendo you role-play your character?
‘' Never

'/ Seldom

L/ Sometimes

‘' Often

L Always
6) How often do you play so you can avoid thinkingbout some of your ree-life

problems or worries?
‘' Never

‘' Seldom

! Sometimes

./ Often

L Always

7) How often do you play to relax from the day's wik?
‘! Never

L Seldom
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L Sometimes
L/ Often

L Always

8) How often do you purposefully try to provoke orirritate other players?
' Never

'/ Seldom

L/ Sometimes

‘' Often

_' Always
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To what extent do the statements below DESCRIBE YORCircle oneanswer for

eachstatement.
Not at A Little Some- | Quite A Lot
All what a lot

B

i

t
1. I have people | look up to 1 2 3 5
2. | cooperate with people around me 1 2 b
3. Getting an education is important to me 1 4 5
4. | know how to behave in different social sitoat 1 2 3 4 5
5. My parent(s)/caregiver(s) watch me closely 1 2 4 5
6. My parent(s)/caregiver(s) know a lot about me 1 2 3 4 5
7. If  am hungry, there is enough to eat 1 2 b
8. I try to finish what | start 1 2 3 5
9. Spiritual beliefs are a source of strength fer m 1 2 3 4 5
10. I am proud of my ethnic background 1 2]
11. People think that | am fun to be with 1 2
12. I talk to my family/caregiver(s) about how é&fe 3 4 5
13. I am able to solve problems 3 4 5
14. | feel supported by my friends 1 2 3 5
15. I know where to go in my community to get help 1 2 3 4 5
16. | feel | belong at my school 1 2 3 5
17. My family stands by me during difficult times 1 2 3 4 5
18. My friends stand by me during difficult times 1 2 3 4 5
19. | am treated fairly in my community 1 2 3 5
20. I have opportunities to show others that | 1 2 3 4 5

am becoming an adult and can act
responsibly

21. | am aware of my own strengths 1 2
22. | participate in organized religious activities 1 2 3 4 5
23. | think it is important to serve my community 1 2 3 4 5
24. | feel safe when | am with my family/caregiwggr( 1 2 3 4 5
25. | have opportunities to develop skills thatl \é
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useful later in life (like job skills and skills tare 1 2 3 4 5
for others)
26. | enjoy myfamily's/caregivers cultural and faily 1 2 3 4 5
traditions
27. | enjoy my community's traditions 1 2 3 4 5
28. 1 am proud to be (Nationality: )? 1 2 3 4 5

Citation: The International Resilience Project (200Me Child and Youth Resilience Measure
(CYRM) - 28 Retrieved
[date], from http://www.resilienceresearch.org

The
International
Resilience Project
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Appendix B: Permission for Use of Peds®LPediatric Quality of Life Inventory

Dear Geoff,
Thank you for your message.
You have only to send me your completed and sighed User Agreement.

I hope this is clear for you. Please do not hesitate to contact me should you need any
additional information or may have any other questions.

| look forward to hearing from you.
Best regards,

Farah MEBARKI
Project Assistant - PRO Information Support

MAPI Research Trust

27 rue de la Villette | 69003 Lyon | France

Tel.: +33 (0)4 72 1365 75 Fax: +33 (0)4 72 13 55 73 E-mail:
fmebarki@mapigroup.com<mailto:fmebarki@mapigroup.com>

Please visit our websites | www.mapigroup.com<http://www.mapigroup.com/> |
www.mapi-trust.org<http://www.mapi-trust.org> |
www.proqolid.org<http://www.proqolid.org/> | www.mapi-prolabels.org<http://www.mapi-
prolabels.org/> | www.mapi-store.com<outbind://76-
000000002EC2163916895843AA6F8468E6FD62B907000881AB39F65BB848ACE2716
41F671CF100000002B13000000881AB39F65BB848ACE271641F671CF10000004EDF
FO0000/www.mapi-store.com> | www.mapi-pmr.org<http://www.mapi-pmr.org>

To contribute to the respect for environment, thank you for printing this electronic malil
only if necessary
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This transmission (including any attachment) is intended solely for the use of the
addressee(s) and may contain confidential information including trade secrets which are
privileged, confidential, exempt from disclosure under applicable law and/or subject to
copyright. If you are not an intended recipient, any use, disclosure, distribution,
reproduction, review or copying (either whole or partial) is unauthorized and may be
unlawful. E-mails are susceptible to alteration and their integrity cannot be guaranteed.
The MAPI GROUP shall not be liable for this e-mail if modified or falsified. If you are not
the intended recipient of this e-mail, please delete it immediately from your system and
notify the sender of the wrong delivery and the mail deletion.

kkkkkkkkkkkkkkkkkkkkkkkkkkkhkkkkkhkhkhkkkkhkhkkkkkkkhkkkkkkkkkkhkkkkkkhkhkkkkkhkhkkkkkkhkhkkkkkkkkkkkkkkkkkkkkk
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De : Geoff Nugent [mailto:Geoffnugent@yahoo.com]
Envoyé : mercredi 27 février 2013 18:09
A : Andrea MURISON

Objet : PedsQL short Form

Dear Andrea Murison

My name is Geoff Nugent. | am a student in a psychology Ph.D. Program at
Walden University. | am contacting you in regards to the PedsQL Short Form. |
would like to use it in my study of Adolescents and Video games. | have
downloaded the user agreement form, will fill it out, and send it in but was
wondering if there is anything else i need to do to get permission according to the
copyright.

You can respond to either geoffnugent@yahoo.cogeoff.nugent@waldenu.edu Thank
you Geoff Nugent, M.A., Walden University, Healteyehology Program.
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Appendix C: Permission for Motivation for Gamingr@ey by Yee (2007)
Hi Geoff,

You are most welcome to use the scale for yourarebe Also, there is a
newer (2012) version of the scale that uses 12sitenmeasure just the 3
high level factors:
http://nickyee.com/pubs/2012%20CHI%20-%20Motivas@?0Scale.pdf

You are welcome to use either scale for your reseall the best!
Nick

Dear Dr. Yee

My name is Geoff Nugent and | am in a PsychologypPprogram at
Walden University. | am contacting you becauseviehiaund you 40
item survey on motivation published in 2007. | wiblike to you this
instrument for my research on adolescents and \gdewe. This
instrument could help in excreting information froine dependent
variables within the study. Please let me know winaged to do in
order to gain permission for its use.

| can be reached at either geoffnugent@yahoo.com or
geoff.nugent@waldenu.edu

Thank for you time
Geoff Nugent. M.A.
Walden University, Health Psychology
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Appendix D: Permission for Child and Youth ResiterMeasure
Amber
Is this sufficient for the agreement or do | neeohsthing more. Is there a form that you
can send stating that | have permission to us€¥iRM.
Geoff
Hello,
Thank you so much for enquiring about the Child #odth Resilience Measure
(CYRM). We are happy to share the CYRM. For our dias, we do have a few

guestions regarding your work. If you could comgltte following and return it to us,
that would be most helpful.

Your Name: Geoffrey Nugent
Title of the Study: (Working Title) Voice Over Inteet Protocol (VOIP), Video Games,

and the Adolescent’s Perceived Experience)

Focus or goal of the study: Adolescents, video@&®IPing, and their

perceived quality of life, motivation, and resileen

Name of lead researcher, principal investigatomain coordinator: Geoffrey Nugent

What organization or institution will the study benducted through: Walden University

Which, if any, review board will the study be sulted through: The review board at
Walden University

Sample population of the study/ who will be askegarticipate: 13 to 18 years
adolescents.

Anticipated end date of the study: Between 6-2018%2013
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Your responses will be sent to Dr Linda Liebenb@&igector of Research here at the
Resilience Research Centre. She will then alscelterbable to answer any questions you
may have regarding the CYRM and its use.

Thank you,

Amber Raja,

Administrator,

Resilience Research Centre,
School of Social Work
Dalhousie University

6420 Coburg Road,

PO Box 15,000

Halifax, Nova Scotia

B3H 4R2

Phone: (902) 494-3050

Fax: (902) 494- 6709

Email: RRC@dal.ca
http://www.resilienceresearch.org/

On Feb 28, 2013, at 4:14 AM, Amber Raja <amber@dpL.CA> wrote:
Hello,

Thank you so much for enquiring about the Child #odth Resilience Measure
(CYRM). We are happy to share the CYRM. For our dias, we do have a few
guestions regarding your work. If you could comglite following and return it to us,
that would be most helpful.

Your Name:

Title of the Study:

Focus or goal of the study:

Name of lead researcher, principal investigatomam coordinator:

What organization or institution will the study benducted through:
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Which, if any, review board will the study be sulted through:

Sample population of the study/ who will be aske@articipate:

Anticipated end date of the study:

Your responses will be sent to Dr Linda Liebenb@&igector of Research here at the
Resilience Research Centre. She will then alsaeliertable to answer any questions you
may have regarding the CYRM and its use.

Thank you,

Amber Raja,

Administrator,

Resilience Research Centre,
School of Social Work
Dalhousie University

6420 Coburg Road,

PO Box 15,000

Halifax, Nova Scotia

B3H 4R2

Phone: (902) 494-3050

Fax: (902) 494- 6709

Email: RRC@dal.ca
http://www.resilienceresearch.org/

From: Michael Ungar [mailto:Michael.Ungar@dal.ca]
Sent: February-27-13 6:23 PM

To: Geoff Nugent

Cc: linda.liebenberg@dal.ca; Amber Raja

Subject: Re: The CYRM -28

Hi, great to hear from you. I've copied in here AamRaja, our administrator who can
arrange for you to get the measure.

Hope the research goes well,

Mike
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<image001.pngMichael Ungar, Ph.D.

Network Director, CYCC Network

Co-Director, Resilience Research Centre

Dalhousie University

6420 Coburg Road, PO Box 15000

Halifax, Canada, B3H 4R2

Ph: (902) 494-3445 (Office) | (902) 229-0434 (Cell)
www.cyccnetwork.org | www.michaelungar.com | wwsilienceresearch.org
@CYCCNetwork | @MichaelUngarPhD

From: Geoff Nugent <geoffnugent.Imft@gmail.com>
Date: Wednesday, February 27, 2013 1:17 PM

To: Michael Ungar <Michael.Ungar@Dal.Ca>

Cc: Linda Liebenberg <linda.liebenberg@dal.ca>
Subject: The CYRM -28

Dear Dr. Ungar

My name is Geoff Nugent and | am in a psychologyDPRProgram at Walden
University. | am contacting you because i wouleltk use theThe Child and Youth
Resilience Measure

(CYRM) - 28 that you created for my research. | am researchuilodescents and video
games. This scale has the potential to help in itiggaut information on key dependent
variables in the study. What is the protocol tha¢ed to fulfill in order to use this tool in
my research.

You can respond to me at either geoffnugent@yabooar geoff.nugent@waldenu.edu
Thank for you time and response.

Geoff Nugent, M.A.
Walden Univesity, Health Psychology
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Appendix E:SurveyMonkey e-mail Invite

To: [Email]
From: "gecff.nugent@waldenu.edu via surveymonkey.com” <member@surveymonkey.com>
Subject: Voice Over Internat Protocol (VOIR), Video Games, and the idea of social interaction for adolescents
Body: You are receiving this email because | received a parental consent form signed with this emall address attached. | am
conducting a survey on Vioice Over Internet Protocol (VOIP), Video Games, and the idea of social interaction for
adolescents, and your response would be appreciated.

Here is a link to the survey:
hitps:/fwww.surveymaonkey.com/s.aspx

This link is uniguely tied to this survey and your email address. Please do not forward this message.
Thank you for your participation!

Piease note: If you do not wish to receive further emails from us, please click the link below, and you will be automatically
remaved from our mailing list.
hitps:/fwww.surveymonkey.com/optout.aspx
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Geoffrey J. Nugent, Ph.D., LMFT, LPCC

CREDENTIALS

EDUCATION

PROFESSIONAL
EXPERIENCE

California Licensed Marriage Family Therapist FO®IC #47549
California Licensed Professional Clinical Counseld?C #221

Doctorate in Health Psychology2010 - 2015

Master of Arts: Counseling Psychology,
Registered Intern #IMF 53415
Graduated from John F. Kennedy University, Marc@720

Bachelor of Science Psychology
Graduated from Brigham Young University, April 2004

Private Practice intern/ licensed TherapisAug 07 to present
Psychotherapy with individuals, couples, families
Intern supervision by Linda Williams MFCC # 39074

On-Call Crisis Clinician July 09 to 2011
EMQ Families First, Mobile Crisis Unit

Safety Assessments for Children and Adolescent§; B105 (72
hour psychiatric holds), Safety contracts, workivith other
community supports.

Mental Health Clinician/Therapist Sept 06 tegent
Campbell union school District, Rolling Hills Mile School
Special Education program (ED)

Psychotherapy working one on one and Group

School based program- Trainee/counselor  Oct Qbine 06
John F. Kennedy University Counseling Center

Hyde Middle School Cupertino, CA

Psychotherapy working one on one

Family specialist May 04 to May 06
EMQ Child and Family Service, Los Gatos, CA

Work one on one with adolescent implementing theuéip
treatment plans

Nov 02 to Dec 03
Brigham Young University, Provo, Utah
Research assistant, head teacher assistant
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ORGANIZATIONS

PRESENTATIONS
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Data collection and analysis, supervision of fieadher assistants
Classroom instruction

American Psychological Association (APA)

Member of California Association of Marriage arahfily
Therapist (CAMFT)

Member of American Psychotherapist Association

- Board Certified Psychotherapist Counselor (BEP
Member of Association of Mormon Counselors and
Psychotherapist (AMCAP)

Training in Social Thinking Therapy

Training in Trauma-Focused Cognitive Behavioral relpg (TF-
CBT)

Training in Cognitive Behavioral Brief Therapy (CBB

Training in Solution Focused/ Client Informedt€ame Therapy.
Trainer for Pro-Act Restraint Certification prag 2013 to present

Psi Chi National Honor Society in PsychologyWalden University,
Golden Key National Honor Society Walden University,

Campbell Union Elementary School district
Presented mental health seminar to Campbell Uniemé&ntary School
Educators
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