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DUNGEONS AND DRAGONS™ (D&D) AS A BRIEF INTERVENTION FOR COLLEGE
STUDENTS
by
ALEXANDER PERALTA
(Under the Direction of Wendy Wolfe)

This quasi-experimental study investigated the effect of a table-top roleplaying game (TTRPG),
specifically Dungeons and Dragons™ (D&D), on increasing feelings of social connection,
decreasing perceived stress, increasing self-esteem and improving adjustment to college among
first semester, first year students. Participants signed up to either the D&D group or the
comparison group. D&D participants (n = 18) attended five one-hour weekly D&D sessiong ns,
meanwhile the comparison group (nz = 10) went through their first semester of college with no
intervention, but completed the study measures at the same points in time as the d&d
participants. All participants completed measures of social connection, adjustment to college,
college stress, and self-esteem within the first two months of their first semester of college and
again approximately six weeks later (after the d&d group met for five weeks). Participants in the
D&D group demonstrated a significantly greater change in college stress than the comparison
group, specifically a reduction in stress. Furthermore, the D&D group also demonstrated
significantly greater personal-emotional adjustment to college (subscale of the student adaptation
to college questionnaire). Given the substantial amount of anecdotal evidence on the benefits of
D&D, it is integral to continue to examine evidential support for a game with increasing
recreational popularity and potential therapeutic/interventional benefits.
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CHAPTER 1
INTRODUCTION
Purpose of the Study

Gary Gygax and Dave Arneson created Dungeons and Dragons™ (D&D) almost five
decades ago (1974), and during that time, their fantasy table-top role-playing game (TTRPG) has
undergone numerous revisions and has attracted millions of players. The developers worked
together with their community to build upon its foundation and expand on the tools available,
developing a more versatile, diverse, and inclusive D&D experience in which players could
approach and play D&D from a variety of play styles. D&D's focus moved from fighting
dragons and scavenging for loot in dungeons to a more narrative storytelling approach. The
Dungeon/Game Master (D/GM) guides the narrative by acting as the illustrator and co-author of
the story. They paint players' environments and fill the world with interactive non-playable
characters (NPCs), which facilitate the exploration of every player's narrative arc and guide them
through turn-based combat. In collaboration, players act as the first authors of the story,
ultimately deciding which strands of the narrative to pursue and their conclusions. Every action
or attack is in the hands of each person in the group. However, there is still a level of uncertainty;
specific dice rolls determine every outcome of an action.

Players create their characters' ambitions and goals, whether resembling their own,
deviating from their own, or reflecting the antithesis of their preferences and tendencies.
Depending on their character's race and class, players have unique skills or tools that may assist
them in whichever role they assign themselves. Players rely on each other's characters' actions to
protect (Fighter), fight (Barbarian), or heal (Cleric). Group cohesion determines the success of

individual and group goals, and as collective storytellers, players guide each other through



dilemmas and issues that may reflect players' intrapersonal and interpersonal issues. The fantasy
atmosphere allows players to overcome personal barriers that other socially-oriented groups
might not allow them to address sufficiently.

The game's accessibility makes it available for anyone, regardless of age, socio-economic
status, identity, or physical appearance. Dice, pen, paper, and imagination are all that is needed.
Everyone starts at the same level of power, removing any sense of superiority or inferiority
between its players. A campaign can be composed of a group of individuals who do not know
each other, friends and family, or a mixture of both. Through collaboration, communication, and
contribution, D&D can bolster social connection between its players and potentially impact the
relationships between others outside the D&D group.

During the COVID-19 pandemic, D&D's popularity increased significantly, perhaps as a
means of preserving that social connection with friends and family that COVID-19 tore down
(Hughes, 2021). Popular fantasy culture such as Lord of the Rings and He-Man heavily
influenced D&D during its development. It has, in turn, inspired a variety of fantasy and sci-fi
pop culture shows (e.g., Stranger Things and Legend of Vox Machina), with its movie coming
out in early 2023. However, contrary to the current acclaim toward D&D, a few years after its
initial release (1973), it became associated with the rise of the Satanic Panic (1980's).

This moral panic led to thousands of satanic ritual abuse cases, where many individuals
ended up falsely prosecuted. The paranoia that satanic cults were invading began spreading to
every community, and D&D was viewed as an instrument to lure children toward devil worship.
Fear reached mainstream media when Raffe (1981) and Dear (1984) published fiction and
nonfiction books based on the disappearance of James Dallas Egbert 11l who was a college

student who played D&D. Dear (1984) depicted role-playing games as promoting neurotic



behaviors and the cause that pushed Egbert to commit suicide. Both books garnered national
attention that ultimately shaped the perception of D&D. D&D was used as a scapegoat to explain
the apparent increase in mental health issues among young adults. From then on, much of the
D&D research focused on finding potential adverse effects. However, support for negative
correlates of D&D was inconsistent.

Studies by Simon (1987) and Carroll and Carolin (1989) found no significant relationship
between D&D and intelligence or emotional instability. Carter and Lester (1998), Rosenthal et al.
(1998), and Abyeta and Forest (1991) also found no difference between gamers and non-gamers
in depression, suicidal ideation, psychoticism, extraversion, or neuroticism. However, DeRenard
and Kline (1990) reported that players who spent more money and time on D&D demonstrated
higher rates of alienation and meaninglessness. Douse and McManus (1993) also found, using
Davis' (1983) empathy questionnaire, that players of fantasy role-playing games (FRPGs) and
Play-by-Mail games (PBMs) demonstrated significantly lower empathic concern than those who
did not play FRPGs and PBMs, concluding that players of FPRGs demonstrated less sympathy
and concern for others. Authors of "The Christian Response " (Grant & Leithart, 1988) recorded
accounts from past Dungeon Masters that characterized D&D as the cause for their own and
other players' disillusionment and violent tendencies. Nonetheless, most research pointed to no
emotional, personality, or psychological difference between players and non-players. In addition,
early research on D&D’s negative effects used ineffective methods. Many studies lacked a
control group and relied heavily on self-report data using a cross-sectional methodology.
Therefore, causality could not have been inferred since the methodology left the causal

relationships unknown.



Researchers would subsequently question the validity of prior studies due to their
methodological problems and limitations. However, to this day, there remains a level of
skepticism towards role-playing games such as D&D. As recently as 2018, Ben-Ezra et al. found
that 34% of social workers believed there was a connection between playing online and
in-person RPGs and psychopathology. Moreover, psychiatrists were administered a questionnaire
analyzing perceptions of D&D's contribution to mental health issues and found that about 22%
of them perceived a relationship between RPGs and psychopathology (Lis et al., 2015). For
decades the majority of D&D research navigated narrowly, with the sole focus on proving or
disproving stereotypes developed during the Satanic Panic, with little attention to the potential
benefits of D&D. However, there has been a rise of role-playing and play therapy research that
has demonstrated benefits in children's and adult’s social and emotional development.

Zayas and Lewis (1986) first examined the benefits of D&D on a group of diverse
children who demonstrated issues in interpersonal relations, mild to moderate levels of
hyperactivity, and behavioral problems. The researchers examined the group's development of
emotional and social skills. During their D&D sessions, they became more willing to rely on
each other to achieve goals and develop resolutions. The children became more aware of the
interpersonal relationships that they had developed with their group members, families, and their
community. Through play the children learned to rely on others in the group, which enhanced
their understanding of the interdependence of their social relationship, ultimately making them
comfortable enough to talk through real-life concerns and experiences.

Knowing about the positive, but sparse research on D&D there was also an effort to
incorporate D&D with pre-existing therapies. Rosselet and Stauffer (2013) integrated D&D into

an Adlerian play therapy intervention for gifted children and adolescents. They focused on



implementing encouragement, social interest, and belonging in every session. To develop a
framework that explains the interactions between D&D and its players, the researchers used
Goffman's (1961, 1974) frame analysis to guide their observations and feedback based on the
goals the researchers had established. After every session, researchers gave their participants
feedback on their social interactions, collaborations and other social skills. They observed that
players had the freedom to explore different identities at their own pace and were able to express
emotions that had been pent up. The authors felt that participants became more conscious of
different dimensions of themselves and developed strong interpersonal relationships.

In a case study, Blackmon (1994) incorporated D&D into a psychotherapeutic treatment
administered to a young adult man suffering from severe depression and schizoid personality
disorder. Blackmon described D&D as a regulated waking fantasy in which the participant could
enact feelings of frustration and anger in a safe, displaced way. The game guided the participant
to recognize his unconscious thoughts and allowed him to work toward developing more
effective social and emotional skills that eventually carried over into the real world.

More recently, Abbott et al. (2022) used D&D as a therapeutic intervention consisting of
seven participants with no experience playing TTRPGs and a mental health history of trauma,
anxiety, and depression. The campaign went on for a year, with 90-minute weekly sessions, and
no control group; they examined the effectiveness of the intervention by conducting qualitative
interviews and examining journal notes and discussions collected by the researchers. Their
analysis identified four overarching themes that frequently appeared throughout the one-year
campaign. Participants were able to practice and develop a more resilient self in terms of
confidence and being able to confront new situations or people. Participants felt that rumination

about their past and future decisions and errors decreased. The skills they learned transferred to
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the real world and improved their personal and social lives. In conclusion, D&D is an efficient
intervention for individuals struggling with social and emotional distress. However, these
particular D&D research studies still lacked a sufficient sample size, pre- post-test comparison,
and did not include a control or comparison group.

In an attempt to address limitations associated with low sample size and lack of a
comparison group, Rivers et al. (2016) examined the relationship between D&D and empathy
and how absorption in the game was related to empathy. The researchers predicted that higher
absorption levels among D&D players were most likely to correlate with empathic traits. The
researchers used the Davis Interpersonal Reactivity Index (IRI; 1983, 1994) to examine empathy
and the Tellegen Absorption Scale (TAS; Tellegen, 1982) to examine the level of absorption
displayed by role-playing gamers (Rivers et al. 2016), specifically, their openness and emotional
and cognitive adaptation towards different environments and experiences during D&D sessions.
Their data demonstrated that the D&D group had greater levels of empathy than the normative
sample from the original IRI measure development study (Davis, 1980). They also found a
significant positive correlation between empathy and absorption. Researchers also found that
D&D encouraged empathy-related skills such as perspective-taking, cooperation, diplomacy, and
communication.

Chung (2011) examined three types of participants: TTRPG players, Electronic
Role-Playing Games (ERPG) players, and non-players. The researchers randomly assigned
participants to three priming conditions, and the dependent variable was their performance on a
divergent thinking test. They hypothesized that TRPG players would perform better on the
divergent thinking test under every priming condition, and those with more gaming experience

would perform even better. Without the need for priming, TRPG players scored higher on the
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divergent thinking test, indicating that they were significantly more creative than players
involved in other forms of role-playing and non-players.

To examine the benefits of D&D without the influence of demand characteristics
impacting participants’ responses, Adams (2011) conducted a naturalistic observation
experiment and examined a D&D campaign through the lens of group communication using
Bormann's (1972) fantasy theme analysis (FTA). Researchers examined patterns found in the
group's social media communication. Researchers coded Facebook posts into four ongoing
themes throughout the campaign: democratic ideologies, friendship maintenance, extraordinary
experiences, and good versus evil. The campaign's healthy cycle of online discussion promoted
participation in group decisions, which developed a community built on communication, where
concerns and suggestions could be answered and implemented into future D&D sessions. The
players developed and maintained meaningful relationships through constant communication on
social media. They displayed warm and affectionate messages of encouragement, and the social
strands between them strengthened. Their Facebook posts expressed excitement toward their
fantasy experiences, and players could role-play identities and personalities different from their
own. Throughout the campaign, players developed a norm of supporting moral actions and
behaviors.

In one of the few quasi-experimental investigations examining the effects of D&D
gameplay, Wright et al. (2020) explored the use of role-playing games to determine if D&D can
promote moral development and reasoning in college students. The researchers assigned
participants to one of three conditions: the gaming group participated in six, approximately
4-hour sessions with weekly journaling, a non-gaming group completed weekly journaling, and a

non-gaming group was included that did not complete weekly journaling. While the gaming
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group answered open-ended questions about their gaming experience, the non-gaming/journaling
group wrote about their college experiences. The Defining Issues Test (DIT-2, Bebeau & Thoma,
2003; Rest et al., 1999) was used to measure moral reasoning. The Self-Understanding Interview
(SUI, Frimer & Walker, 2009) measured value orientation (self-enhancement or
self-transcendence). Both measures were administered to all groups before and after the
completion. Throughout every session, the structure of the D&D group's campaign involved
encountering multiple social and moral dilemmas in which the group decided how to proceed
and behave. Post-assessments demonstrated that there was evident moral growth in the
role-playing gaming group and increased moral reasoning compared to the individuals in both
non-role-playing groups. On the SUI measure, the gaming group displayed higher pre-survey
self-enhancement than the non-gaming group, however, in the post-survey, it was no longer
present and increased in the non-gaming group. In the non-gaming condition, self-transcendence
(community) scores decreased, while the gaming groups self-enhancement (agency) decreased.
In summary, on the SUI, self-interest of the gaming group shifted to the promotion of others’
interest and the opposite was found in the non-gaming group. The findings supported the
researchers' hypothesis that imaginative role-playing games could facilitate and protect moral
reasoning and promote group interest.

While the research on D&D has evolved, it is still in its infancy. In addition, previously
published research has been based on a platform that evolved significantly in the past decades.
Research on D&D as a tool or intervention has been sparse and limited primarily to therapeutic
settings, with limited sample size and only one study examining its efficacy in a college student
population. Based on preliminary research, it appears D&D can help establish and strengthen

relationships and facilitate the development of social and emotional skills. A variety of
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populations could benefit from this intervention approach, such as first-year college students
transitioning to a new and stressful environment where they will likely face new challenges.

College students have consistently demonstrated high anxiety, depression, and even
suicidality (Bayram & Bilgel, 2007; Eisenberg et al., 2007), particularly in the past two decades.
During this time, there has been an increase in college students seeking counseling appointments,
with more than 60% reporting some anxiety and other mental, academic, and relationship issues
(e.g., depression and stress, Winerman, 2017). Using a partial sample, Eisenberg et al. (2007)
found out that 5.2% of the partial sample of undergraduate students (N = 263) screened positive
for major depression, 2.9% had a generalized anxiety disorder, and 1.0% had a panic disorder,
which is higher than the National Comorbidity Survey Replication (NCS-R) estimate. Apart
from the initial data, Eisenberg et al. (2007) also found that 50% of undergraduate students
reported that their current mental state had adversely impacted their academic performance.

Larcombe (2016) measured students' mental health symptoms using the Depression,
Anxiety, Stress Scale (DASS-21) and found that one in four college students suffered from high
levels of psychological distress. In particular, first-year students transitioning to college lack a
meaningful sense of belonging in their new environment and are often uprooted from established
social networks and historical coping methods. College students who experience greater
loneliness also experience more learning burnout (Lin & Huang, 2012). Loneliness and burnout
negatively impact perceived stress and the student's overall educational experience (e.g.,
academic motivation and academic performance, Stoliker & Lafreniere, 2015).

Tinto (2019) specifically discussed the challenges faced by first-year students in terms of
retention in college. Overall, the paper emphasizes the importance of restructuring the first year

of college to promote student persistence through collaborative learning opportunities. It
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advocates for a collaborative effort between academic and student affairs professionals to create
a coherent, shared learning experience that addresses the deeper roots of student retention.
Finally, the paper calls for a year of inclusion that promotes the ideal of all individuals having a
voice in the construction of knowledge, ultimately aiming to enhance student retention and
academic success (Tinto, 2019).

Similarly, Astin (1999) presented a theory based on student involvement in higher
education, emphasizing the importance of student engagement in academic experiences. Student
involvement is defined as the amount of physical and psychological energy a student devotes to
the academic experience, encompassing activities such as studying, campus involvement,
participation in student organizations, and interaction with faculty and peers (Astin, 1999). The
theory suggests that the quantity and quality of student involvement directly impacts their
learning and personal development, and it can be used to guide the design of more effective
educational programs (Astin, 1999). The document contrasts the theory of student involvement
with traditional pedagogical theories, such as the subject matter, resource, and individualized
theories. Student involvement theory shifts the focus from the subject matter and teaching
techniques to the motivation and behavior of the student. Furthermore, the document outlines
various research possibilities related to the theory of involvement, including assessing different
forms of involvement, exploring the role of peer groups, studying the epidemiology of
involvement, and investigating the temporal patterns and limits of involvement (Astin, 1999). It
emphasizes the need to understand how different forms of involvement interact and the potential
impact of involvement on developmental outcomes (Astin, 1999). Tinto and Astin

conceptualized the importance of student involvement, and its impact on student retention and
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motivation. It is likely that student involvement facilitates retention, in part, through helping to
reduce anxiety and improve coping with the stressors associated with the transition to college.

Stress, mental health symptoms, loneliness, and social disconnection in college students
have elevated subsequent to the COVID-19 pandemic. The pandemic required individuals to
distance themselves socially and decreased accessibility and development of social connections.
College students reported psychological distress during the pandemic to be higher than college
students before the pandemic (Bisconer & McGill, 2022; Elharake, 2021; Hotez 2022).
COVID-19 has also further decreased college students' sense of belonging (Raaper & Brown,
2020). Researchers (Copeland et al., 2020) at the University of Vermont used an ongoing study
examining the health and wellness of first-year university students during the beginning of the
spring semester (before COVID-19). Participants completed daily ecological momentary survey
assessments throughout the semester (during COVID-19), and researchers observed moderate
and persistent effects on students' stress, mood, and wellness. Moreover, a study with college
students at Georgia Southern University (Wolfe, 2021) established high rates of depressive
symptoms among students during the pandemic.

COVID-19 has had lasting effects on our population. Research has demonstrated that
college students have been negatively impacted, providing additional mental health and social
challenges to those already associated with adjusting to a new environment and stressors. Prior
research, though limited, suggests that role-playing games such as D&D could provide
experiences and tools helpful for facilitating adjustment to college life, especially in the first
year.

This study aimed to examine if D&D was beneficial for first-year college students

assimilating to a new environment. Unfamiliarity with any environment can lead to more
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significant perceived stress and negative mood states. The adjustment period could be worsened
by loneliness and isolation when distance and changes in existing support relationships threaten
feelings of social connection. Given the promising, though sparse, previous research on D&D,
we predicted that implementing a brief course in D&D gameplay would facilitate a positive
adjustment to college during the first semester of college. In contrast with a comparison group of
students, it was also expected that the D&D group would engage in collaborative problem
solving, creative role play, conflict resolution, and other aspects inherent in TTRPG that would
more strongly facilitate social connection, expression of emotion, and creative expression,
which, in turn, would decrease perceived stress, negative mood states, and feelings of loneliness

and isolation.
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CHAPTER 2
EXPLORING THE POPULATION OF INTEREST

Participants

All participants were first-semester, first-year Georgia Southern University students who
were recruited through posted advertisements and classroom visitations during the fall semester.
As compensation for their participation in the study, they earned credit toward a course research
requirement; those in the D&D condition earned six hours of credit, and those in the comparison
group received one hour of credit. In addition, there was an incentive for those participants in the
D&D group who wished to continue for an additional three weeks. They were eligible to be
entered into a raftfle where they could win a gift card. Participants were at least 18 years of age.

For the D&D condition, there were 4 groups of participants initially consisting of 25
participants in total. Seven participants were excluded from the data analysis due to attrition and
missing data (primarily missing data from the post-test). Ultimately, the D&D group consisted of
18 participants (5 males, 9 females, 1 transgender male, 1 non-binary, 1 prefer not to say; 11
White, 2 Hispanic/Latino, and 5 Black or African American), with the age of participants
ranging from 18 to 19 years (M = 18.06, SD = 0.39) The comparison group initially consisted of
20 participants. Ten participants were excluded from the data analysis due to attrition (e.g.,
missing data from the post-test). Ultimately, the comparison group consisted of 10 participants
(all female; 4 Black or African American and 6 White), with the age of participants ranging from
18 to 19 years (M = 18.40, SD = 0.52). Across both conditions, 20 (71%) had no experience with
D&D, and 8 (28.6%) had some experience playing D&D. For the extended D&D condition, there

were 2 groups consisting of a total of seven participants who elected to remain in the study for
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the additional sessions (2 male, 2 female, 1 transgender male, 1 prefer not to say, and 1 other; 1

Black or African American, 5 White, and 1 Hispanic/Latinx), with the only age being 18 years.
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CHAPTER 3
CONCEPTUALIZING D&D AS A BREIF INTERVENTION
Measures
Participants from both groups completed pre- and post-measures to assess various aspects
of students’ adjustment to college, along with an assessment of personality and demographic
variables to explore potential interactions with college student adjustment. The Social
Connection Scale-Revised (SCS-R; Lee et al. 2001) is a 20-item, 6-point Likert scale (1 =
strongly disagree to 6 = strongly agree, o.= .92") that measures the sense of belonging people
feel to individuals in the surrounding social environment. Sample items include “I find myself
actively involved in people’s lives”; “I am able to connect with other people”; and “I don’t feel |
participate with anyone or any group” (reverse scored). Social connectedness items are
significantly correlated with loneliness (» = -.80) and three of the four types of collective
self-esteem (membership » = .49, private » =42, public » = .39). The College Student Stress
Scale (CSSS; Feldt, 2008) is an 11-item measure with each item rated on a 5-point Likert scale
(1 = never to 5 = almost always, o.= .91) that examines the perceived stress in first-year college
students (e.g., academic, interpersonal relationships, social, and finances). The Student
Adaptation to College Questionnaire (SACQ) is a 67-item measure with each item rated on a
9-point Likert scale ranging from 1 = doesn t apply to me at all to 9 = applies very closely to me
that divides into four subscales: Academic Adjustment (a = .89), Social Adjustment (o = .86),
Personal-Emotional Adjustment (o = .89), and Institutional Attachment (a = .83), (Baker &
Siryk, 1989). The Big Five Inventory-10 (BFI-10) is a 10-item measure scaled on a 5-point
Likert scale (1 = disagree strongly to 5 = agree strongly) divided into five subscales:

Extraversion (o = .45), Agreeableness (a = .24), Conscientiousness (o = .62), Neuroticism (o =

' All Cronbach'’s alpha statistics for total scales and subscales were those calculated in this investigation.
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.55), and Openness (o = .36), (Rammstedt, B. & John, O. P., 2007). The Rosenberg Self-Esteem
Scale (RSES) is a 10-item measure with items rated on a 4-point Likert scale (o = .92), ranging
from 1 = strongly agree to 4 = strongly disagree which measures global self-esteem. (Rosenberg,
M, 1965). Participants also completed demographic questions such as age, gender, race, school
year, and experience in playing TTRPGs. Open-ended items were also included in the
post-survey, such as questions assessing participants’ perceptions of the purpose and hypotheses
of the study. Participants in the D&D group were also asked in the post-survey about the impact
of the study on their social experiences and adjustment to college, whereas participants in the
comparison group were asked only about their adjustment to college. In addition, participants
were asked to complete an intermittent survey that asked open-ended questions on their general
absorption and perceptions of the group and game.
Materials

Participants in the D&D condition were given the standard D&D materials to orient them
to the TTRPG experience. Participants were also given an abbreviated version of the Wizards of
the Coast™ D&D Basic Rules Handbook (2018) integrated with instructions on how to use the
DnD Beyond™ app, a map detailing their environments, background history of the fantasy
world, a Minifigure representing their character, and the preface of their upcoming adventure.
Players were asked to download the free DnD Beyond™ app, where all their characters' actions,
stats, and features were available. Participants were also given a physical copy of their character
sheet and a 20-sided die (randomization of actions’ or attacks' success); however, all actions
could also be rolled through the DnD Beyond™ app. All materials used with the D&D group

were piloted to ensure that they would function effectively in facilitating actual gameplay.
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Procedure

I visited Introduction to Psychology and First Year Experience (FYE) classrooms to
promote the study and presented two options for studies investigating first-year college students’
experiences - one that provided an hour of research participation credit through an online survey
(comparison group) and one that offered up to six hours of research participation credit through
an online and in-person research experience characterized as a study of group and individual
decision making in first-year college students (D&D group). Participants interested in the
six-hour study signed up through SONA for one of the four available weekly groups/timeslots
consisting of five one-hour sessions. Before participants attended their first D&D session,
participants reviewed a consent form and completed the pre-intervention measures in Qualtrics
(SCS-R, CSSS, SACQ, BFI-10, RSES, and demographics/TTRPG experience questions). At the
end of the pre-intervention survey, participants were given the chance to develop their character,
involving rank ordering their preferred race (e.g. Human, Dwarf, Elf, Dragonborn) and class (e.g.
Wizard, Rouge, Paladin, Cleric, Barbarian). Consistent with D&D convention, participants were
then assigned to one of their preferred classes in a way that promoted diversity in terms of class
(abilities) and ability to fulfill party (group) roles, and participants’ characters began at the same
level regarding power. I acted as the Game Master for the five weekly D&D sessions, which
consisted of running a modified version of The Shadows of the Dusk Queen (5th edition). Apart
from regular gameplay, weekly reminder emails, and open email communication for D&D
related questions, communication between the Game Master (researcher) and participants was
limited throughout the study. Every player was required to be present in person and participate in
a variety of collaborative gameplay scenarios, consisting of fantasy combat and role-playing for

one hour a week, ultimately contributing to a collective narrative story. In addition, while there
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were a few absences (N = 3, across all groups), there was nothing to warrant the removal of their
data from the analysis as no D&D participant missed more than one session.. After completing
the five weekly sessions, the D&D group completed a post-test of most of the same measures
(SCS-R, CSSS, SACQ, RSES). In addition, during the post-survey participants were asked
open-ended questions about their D&D experience and what aspects of the study were most
beneficial to them.

The comparison group also signed up through a separate study listing in SONA. For up to
one research credit hour, they completed the 30-minute pre-and-post surveys consisting of the
same measures given to the D&D group, separated by five weeks, to reflect the timeline of the
D&D group. The non-D&D group’s consent form explained that the survey would collect
information about student experiences in their first semester of college. At the end of the
post-survey, participants in the comparison group were provided with a debriefing statement
explaining the purpose of the study.

Participants in the D&D group were given the opportunity to continue for another three
weekly D&D sessions and be entered into a raffle with the chance to win a $100 gift card. This
extension allowed us to examine potential additional benefits within the D&D group for those
who decided to continue to be a part of the D&D experience. Participants who continued for an
additional 3 weeks of D&D gameplay were administered a second post-survey containing the
same measures as the first post-survey.

In anticipation of the possible attrition that could happen throughout the five weeks,
weekly emails were sent to all D&D participants reminding them of the importance of their
participation, and the time, date, and place where the D&D session would occur. In addition,

along with the third weekly reminder, an intermediate survey was sent out to assess interest (not



23

very interesting to extremely interesting), absorption in the D&D environment (never to always),
and relationship with other group members (terrible to delightful) on a five-point Likert scale. In
the case that participants dropped out, a standard narrative explanation was provided to the
remaining participants, such as “The evil emanating from the EverShadow Forest has claimed
another victim. The fear of whether you could be next creeps into your mind, but you shake it off

and continue on your adventure to save Lurra (the world the D&D campaign was set in).
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CHAPTER 4
EXPLORING THE EFFECTS OF D&D ON COLLEGE STUDENTS

Preliminary Analyses

Only 28 out of 45 initial participants (62%) completed both the pre-and post-tests
(excluded for not having post-test data or due to being unable to match post-test to pre-test data
due to different codenames provided in the pre-and post-test). An independent samples t-test
revealed that retained participants were not significantly different from excluded participants in
terms of the CSSS, ¢ (46) =-.22, p = .10, RSES, ¢ (46) = 2.30, p = .60, and SCS-R, ¢ (46) =-1.95,
p=.357, SACQ Academic Adjustment, ¢ (46) = 1.31, p =.771, SACQ Social Adjustment #(46) =
1.97, p = .59, SACQ Personal-Emotional Adjustment, 7 (46) =1.18, p = .10, and SACQ
Institutional Adjustment, ¢ (46) = .70, p = .60 pretest data. However, those that were included (M
= 18.20, SD = .362) were significantly younger than those that were excluded (M = 21.10, SD =
7.17) from the data analysis ¢ (41) =-2.12, p <.001. The results of Chi-Squared Tests of

Association show that there was no significant association between those excluded and not

excluded in terms of gender identity, x2(4,48) =2.50, p = .80 and ethnicity, x2(4,48) =4.90,p =
.302. Questions from the intermediary survey (collected during the study’s midpoint) revealed
participants’ interest level in the D&D sessions, visualization of the environment being
described, and relationship with the other members in the group. On average, participants
reported being very interested in the D&D gameplay (M = 4.0, SD = .90), often being able to
visualize the environment (M = 4.0, SD = 1.1), and described their relationship with other

members in the D&D group as above average (M = 4.0, SD = .69).

Primary Analyses

A series of 2x2 (between by within group) ANOVAs were used to analyze group
differences in changes in the dependent variables over time. On the CSSS, the results revealed a

significant group by time interaction, F (1,26) = 6.50, p =.015, np? = .20. A repeated measure
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ANOVA conducted separately by condition illustrated that participants who were in the D&D
condition demonstrated a decrease in college stress from time 1 to time 2, F (1,17) = 28.35, p
<.001, np? = .66. Whereas, participants who were in the comparison condition reported similar
levels of stress at both times, F (1,17) =.001, p = .973, np* = .00. All means and standard
deviations of the dependent variables for the D&D and comparison groups can be located in

Table 1.

Using the total score for the SACQ, results revealed a significant interaction by time and
group, F (1,26) =4.21, p = 05, np* = .14. There was a significance difference between changes
in adjustment to college. A repeated measure ANOVA conducted separately by condition
illustrated that participants who were in the comparison condition demonstrated a decrease in
college adjustment from time 1 to time 2, F (1,9) = 3.853, p <.081, np* = .30. While, the D&D
group demonstrated a non-significant increase in college adjustment. On the SACQ
Personal-Emotional Adjustment subscale, the results revealed a significant interaction by time
and group, F (1,26) = 5.00, p =.041., np* = .20. A repeated measure ANOVA conducted
separately by condition illustrated that participants who were in the comparison condition
demonstrated a decrease in college personal-emotional adjustment from time 1 to time 2, ' (1,9)
=3.15, p = .109, np? = .26. While, the D&D group demonstrated a non-significant increase in
personal-emotional adjustment. However, there were not any significant group by time
interactions for the SACQ academic, F (1,26) = .002, p =.965, np*> = .000, institutional, F (1,26)
=2.20, p =.20, np* = .08, and social adjustment subscales, F' (1,26) = .06, p =.810, np* = .002. In
addition, there were not any significant group by time interactions for the RSES, F'(1,26) = 2.30,
p =.144, np* = .08, and SCS-R, F (1,26) = 1.10, p =.303, np* = .041 measure. See Tables 2-9 for
ANOVA results for D&D versus comparison group changes in the dependent measures over five

weeks. Figures 1-8 also illustrate the significant group by time interactions.
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Additional Analyses

Data from the D&D participants who continued for the full eight weeks were examined
using a series of repeated measures ANOVAs to analyze within group changes in the dependent
variables over three points in time to examine whether participants who continued longer in the
intervention would demonstrate greater benefits. Using the total score for the SACQ, results
revealed a significant main effect of time, F (2,12) = 5.0, p =.030, np*> = .50. Pairwise
comparisons using Bonferroni correction revealed that participants who continued in the D&D
group for eight weeks demonstrated significantly greater social adjustment from time 1 to time 3,
p =.028. On the SACQ Social Adjustment subscale, the results revealed a significant main effect
of time, F (2,12) = 8.9, p =.004, np* = .59. Pairwise comparisons using Bonferroni correction
revealed that participants who continued in the D&D group for eight weeks demonstrated
significantly greater social adjustment from time 1 to time 3, p = .004. The SACQ Institutional
Adjustment subscale, the results revealed a significant main effect of time, F'(2,12) = 8.60, p
=.005, np? = .59. Pairwise comparisons using Bonferroni correction revealed that participants
who continued in the D&D group for eight weeks demonstrated significantly greater institutional
adjustment from time 1 to time 3, p = .004. However, SACQ Academic subscale, revealed no
significant main effect of time, F (2,12) = 2.0, p =.25, np* = .43. In addition, the SACQ
Personal-Emotional Adjustment subscale, revealed no significant main effect of time, F (2,12) =

1.50, p =28, np* = .19.

The SCS-R results revealed a significant main effect of time, £ (2,12) = 11.00, p =.002,
np’ = .64. Pairwise comparisons using Bonferroni correction revealed that participants who
continued in the D&D group for eight weeks demonstrated significantly greater social
connection from time 1 to time 3, p = .011. The CSSS results revealed a significant main effect
of time, F (2,12) = 7.0, p =.010, np* = .54. Pairwise comparisons using Bonferroni correction

revealed that participants who continued in the D&D group for eight weeks demonstrated
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significantly greater stress reduction from time 1 to time 3, p =.043. Meanwhile, the RSES
results revealed that there was no significant main effect of time, F (2,12) = 3.9, p =.052, np* =
.39. Figures 4-8 illustrate the dependent variables demonstrating significant changes over time
for the D&D participants who remained in the study for 8 weeks. The open-ended questions
asked of participants in the D&D group in the post-survey about D&D’s influence on other social
activities and adjustment to college revealed a variety of common themes (Table 10). Responses
included being able to step out of their comfort zones, growing closer to other group members,
influencing personal lives, and fostering connections with friends and family. Participants
reflected on how playing D&D has not only enhanced their social interactions but also led to
increased communication and bonding both within and outside the gaming sessions. Responses
discussing the influence on their adjustment to college mention a positive impact of engaging in
activities or events on personal growth, social connections, and overall well-being. Also,
participants wrote about how D&D has helped them become more comfortable around strangers
and peers, facilitated interactions with people they wouldn't have otherwise engaged with,
reduced stress, increased feelings of accomplishment and happiness, fostered new friendships
and friend groups, provided an enjoyable escape from everyday stresses, and encouraged

self-expression and communication skills development.

Exploratory Analysis

Linear regression analysis was used to test if past experience with TTRPGs, self-reported
creativity, or BPI scales for extroversion, agreeableness, or openness significantly predicted
effectiveness of the intervention for D&D participants in regard to change in the dependent
variables. With regard to RSES scores, results of the regression indicated the predictors did not
significantly predict change in self-esteem among D&D participants, F' (5, 12) = 1.12, p = .40, R
= .32, Rudjusied = .03. These variables also did not significantly predict change in college stress

(CSSS) among D&D participants, F' (5, 12) = 1.33, p = .32, R>= .38, R4djusted = .09.
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In terms of the SACQ subscales,the predictors did not significantly predict change in
academic adjustment, F (5, 12) = 1.40, p = .30, R = .37, Rdjusted = .10, social adjustment, F' (5, 12)
= .43, p=.82, R2= .15, Rdjustea = -.20, personal-emotional adjustment, F' (5, 12) =.72, p = .63, R*=
.23, Readjusted = -.09), or institutional adjustment among D&D participants, F (5, 12) =.57, p = .72, R:
= .19, Ruadjusiea = -.15). Moreover, these variables did not significantly predict change in social

connection (SCS-R) among D&D participants, F' (5, 12) = 1.50, p = .26, R> = .38, Rdjusted = .13.



29

CHAPTER 5
CONCLUSIONS

The present study investigated the effects of participation in Dungeons and Dragons on
various outcomes among first-semester, first-year college students including social connection,
perceived stress, self-esteem, and adjustment to college. The findings revealed significant
differences between the D&D group and the comparison group in terms of positive changes in
college stress and adjustment to college. Specifically, there was a significant decrease in D&D
participants’ stress and an increase in their personal-emotional adjustment to college, as
compared to the comparison group of first-semester, first-year college students.

In addition, D&D participants who continued for the full eight weeks demonstrated a
significant positive effect on their social connection, and social and institutional adjustment to
college, but only when comparing those measures from the beginning (time 1) to the end (time 3)
of their eight weeks of D&D participation. However, there were no significant differences
between the D&D group and the comparison group in terms of self-esteem and the SACQ
academic adjustment subscale.

These findings partially support the hypothesis that engaging in D&D gameplay can
positively influence adjustment to college and reduce perceived stress among first-year college
students. Thus, the study contributes to the understanding of the potential benefits of
incorporating D&D into interventions aimed at promoting college adjustment and well-being.

The results of this study align with and extend previous research demonstrating the
positive effects of D&D gameplay on various psychological and social outcomes. Previous
studies have highlighted the therapeutic potential of D&D in promoting social skills, emotional

expression, and problem-solving abilities among diverse populations, including children,
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adolescents and individuals with mental health concerns (Rosselet & Stauffer, 2013; Zayas &
Lewis, 1986). The findings further support the notion that D&D can serve as a valuable tool for
facilitating social connection and enhancing emotional well-being, particularly during
transitional periods such as the transition to college (Abbott et al., 2022; Adams, 2011).

In addition, these results could address the findings of psychological distress caused by
first-year students transitioning to college (Larcombe, 2016). Specifically, the findings that D&D
facilitated college adjustment could help relieve feelings of stress caused by this transition
process. Furthermore, the results gathered from the extended group demonstrated greater social
connection that could alleviate feelings of loneliness that would eventually lead to burnout and
negative effects on academic motivation and academic performance (Stoliker & Lafreniere,
2015).

Despite the promising finding, several limitations should be considered when interpreting
the results of this study. First, the relatively small sample size may limit the generalizability of
the findings and increase the risk of Type II error. Additionally, the lack of a randomized
controlled design and the absence of long-term follow-up assessments limit the ability to
establish causal relationships between D&D participation and the observed outcomes.
Furthermore, the reliance on self-report measures may introduce the potential for biases
(particularly participant expectations) to influence results. However, it should be noted that, in
response to questions on the post-survey about the purpose of the study, only a few participants
in the D&D group speculated about the effect of participation in the group on one or more of the
dependent variables of interest. Also, the additional benefits that occurred (i.e., additional
significant findings) for the extended group could be due to a self-selection bias. In other words,

participants who benefitted from the D&D experience the most were most likely to remain in the
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group and are, therefore, perhaps different from the other D&D group members (and, college
students in general). Despite these limitations, this study provides valuable preliminary evidence
supporting the potential benefits of D&D gameplay for college students’ well-being.

Further research should aim to address the limitations of the current study by employing
larger samples, randomized controlled designs, and longer follow-up periods to assess the
sustained effects of D&D participation on college adjustment and perceived stress. Additionally,
qualitative research methods, such as in-depth interviews could help elucidate the subjective
experiences and perceptions of participants regarding the impact of D&D on their social and
emotional well-being. The next step would be to compare the efficacy of D&D as an
intervention, as compared to another group activity. D&D has also been increasingly played
online since the COVID-19 pandemic, so it would also be beneficial to examine the benefits of
D&D through an online format.

From a practical standpoint, educators, counselors, and mental health professionals may
consider integrating D&D or similar tabletop role-playing games into college orientation
programs, counseling services, or peer support groups to foster social connection, resilience, and
coping skills among incoming students. Astin and Tinto speak to the importance of revamping
first-year experiences to focus on collaborative learning. In addition, the authors emphasized the
importance of diverging away from traditional pedagogical approaches to better promote
motivation and behavior. That is why providing opportunities for students to engage in
collaborative storytelling and problem-solving activities in a supportive and inclusive
environment may help mitigate the negative effects of stress and loneliness associated with the

college transition. Additionally, promoting awareness and destigmatizing leisure-based
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interventions such D&D could help increase their acceptance and accessibility as adjunctive
tools for promoting mental health and well-being among college populations.

In summary, while further research is needed to fully understand the therapeutic potential
of D&D gameplay for college students, the findings suggest that incorporating recreational
activities such as D&D into college support services may offer a promising avenue for promoting
social connection, reducing stress, and enhancing adjustment to the college environment. By
harnessing the immersive and collaborative nature of tabletop role-playing games, educators and
mental health professionals can empower students to cultivate resilience and thrive in the face of

academic and interpersonal challenges.
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Appendix A: Consent Form - D&D Group

GEORGIA
_) SOUTHERN

4 o« UNIVERSITY

\

Georgia Southern University

Department of Psychology

Informed Consent
For
College Student Experiences and Adjustment During the First Semester

1. Researchers: Alexander Peralta (Experimental Psychology | Masters Student) is the primary
investigator of this study. He will be mentored by a Professor at Georgia Southern University, Dr.
Wendy Wolfe (Psychology Department). We are conducting this investigation to understand
individual and group decision making using table-top role-playing games.

2. Purpose of the Study: The purpose of this research is to examine group and individual decision
making in first-year college students, and gather information about variables influencing group
dynamics and adjustment to college.

3. Procedures to be followed: You will select the weekly time slot when you will be able to
attend the in-person group game sessions and then you will complete a survey in Qualtrics. The
survey has been anonymized such that no identifying information is collected about respondents.
However, you will be prompted to create a code name (known only to you) that will allow your
initial survey responses to be connected to later survey responses. The survey asks about your
demographic information, experiences with college life, and about other aspects of yourself (e.g.,
personality traits) and preferences (e.g., recreation experiences). You will then attend five
one-hour group game sessions across the next five weeks, and finally you will take a follow-up
survey consisting of most of the same measures as the initial survey. In addition you will have
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the optional opportunity to continue the game for an additional five weeks followed by another
survey consisting of the same measures as the first follow-up survey.

4.Discomforts and Risks: This study includes little to no risk and is comparable to risks
experienced on a daily basis. However, table-top role-playing games often deal with fantasy
violence that could make individuals feel uneasy, and it is possible for participants to feel some
level of embarrassment since such games require them to participate in some form of role-play
throughout the course of the game. If you end up experiencing any significant distress due to
participating in the study, contact the Counseling Center if you wish to seek assistance
(912-478-5541) Since the study is in-person precautions will be taken in accordance with current
Georgia Southern policies to reduce the risk of the spread of communicable diseases (including
COVID-19-19). You have the right to request specific COVID-19-19 safety measures and we
will accommodate as many as possible. We will tell you before you begin participation in any
measures we cannot accommodate. Consenting to participate in this research indicates your
acknowledgement of the risk of disease transmission. You also acknowledge your requirement to
notify the researchers in the event that you test positive for COVID-19 within 5 days prior, are
symptomatic prior to or at the time of participation or receive a positive COVID-19 test within 5
days after participation.

5. Benefits: a. The benefits to you as a participant include increased insight into decision making
and problem solving in a group setting. b. The benefits to society include getting a better
understanding of the decision making and problem solving processes as part of adjustment to
college life in first-year students.

6. Duration/Time required from the participant: six-hours across a five week period.

7. Statement of Confidentiality: Only those directly involved in the study will have access to
your data. Weekly session reminders will be sent to participants' university email. Survey data
collected from the pre-survey, post-survey, and the weekly absorption surveys will be identified
via codenames that you generate for yourself. All anonymized data downloaded for analysis will
be maintained on a password protected computer. When the study results are published, no
identifiable information will be used when discussing any results and data. You will not be
identified by name in the data set or any reports using information obtained from this study, and
your confidentiality as a participant in this study will remain secure.

8. Future use of data: Deidentified or coded data from this study may be placed in a publicly
available repository for study validation and further research. You will not be identified by name
in the data set or any reports using information obtained from this study, and your confidentiality
as a participant in this study will remain secure. Subsequent uses of records and data will be
subject to standard data use policies which protect the anonymity of individuals and institutions.
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9. Right to Ask Questions: You have the right to ask questions and have those questions
answered. If you have questions about this study, please contact Alexander Peralta at
912-484-5023 and ap22412@georgiasouthern.edu. For questions concerning your rights as a
research participant, contact Georgia Southern University Institutional Review Board at
912-478-5465 or irb@georgiasouthern.edu.

10. Compensation: If you participate in this study you will receive six research participation
credits (1 hour: total survey completion time plus five 1-hour in-person game sessions) that will
be awarded through sona-systems and can be used to fulfill introduction to psychology course
requirements. In addition, First-Year Experience (FYE) instructors will likely also incentivize
student participation via course credit in some form of extra/course credit.

11. Voluntary Participation: You have every right to not participate in this research, and you may
end your participation at any time by telling the person in charge. In addition you don’t have to
answer any questions you do not want to answer. There will be no penalty for deciding not to
participate in the study; you may decide at any time that you don’t want to participate any further
and may withdraw without penalty or retribution. Your willingness to participate will not
negatively impact your course grade nor jeopardize your current or future relationship with
Georgia Southern University.

12. Because the validity of the results of the study could be affected if the purpose of the study is
fully divulged to you prior to your participation, the full purpose and hypothesis of the study
cannot be explained to you at this time. You will have the opportunity to receive a complete
explanation of the study's purpose following your participation in the study.

There is one exception to confidentiality that we need to make you aware of. In certain research
studies, it is our ethical responsibility to report situations of child or elder abuse, child or elder
neglect, or any life-threatening situation to appropriate authorities. However, we are not seeking
this type of information in our study, nor will you be asked questions about these issues.

13. You must be 18 years of age or older to consent to participate in this research study, and be a
first year college student attending your first semester in college. You will be given a copy of this
consent form to keep for your records.

This project has been reviewed and approved by the GSU Institutional Review Board under
tracking number H24001. Title of Project: College Student Experiences and Adjustment During
the First Semester Principal Investigator: Alexander W. Peralta, (912) 484-5023,
ap22412(@georgiasouthern.edu, Research Advisor: Wendy Wolfe, 912-344-2955,
wlwolfe@georgiasouthern.edu .
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Appendix B: Consent Form - Non-D&D Group

GEORGIA
SOUTHERN

*'@ UNIVERSITY

Georgia Southern University

Department of Psychology

Informed Consent
for
College Student Experiences and Adjustment During the First Semester: A Survey Study.

1. Researchers: Alexander Peralta (Experimental Psychology | Masters Student) is the primary
investigator of this study. He will be mentored by a Professor at Georgia Southern University, Dr.
Wendy Wolfe. We are conducting this investigation to examine college student experience
throughout their first semester of college.

2. Purpose of the Study: The purpose of this research is to examine social development of
first-year college students throughout their first semester of college.

3. Procedures to be followed: You will complete a survey in Qualtrics. The survey has been
anonymized such that no identifying information is collected about respondents. However, you
will be prompted to create a code name (known only to you) that will allow your initial survey
responses to be connected to later survey responses. The survey asks about your basic
demographic information and current/past table-top role-playing experiences. You will also
complete questionnaires assessing variables related to social development and college
adjustment, in general. You will complete a second survey five weeks later with similar items as
the initial survey. Each survey is expected to take no more than 30 minutes to complete.
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4.Discomforts and Risks: This study includes little to no risk and is comparable to risks
experienced on a daily basis. However, it is possible that reflecting on your college experience
could bring upon feelings of stress and anxiety.

5. Benefits:
a. The benefits to you as a participant include increased insight into your social
development and adjustment to college.
b. The benefits to society include getting a better understanding of the
adjustment period of first-year college students and the variables that influence
college adjustment.

6. Duration/Time required from the participant: one hour across five weeks.

7. Statement of Confidentiality: Only those directly involved in the study will have access to
your data. In addition, any identifiable information will be concealed. All anonymized data
downloaded for analysis will be maintained on a password protected computer. When the study
is published no identifiable information will be used when discussing any results and data. You
will not be identified by name in the data set or any reports using information obtained from this
study, and your confidentiality as a participant in this study will remain secure.

8. Future use of data: Deidentified or coded data from this study may be placed in a publicly
available repository for study validation and further research. You will not be identified by name
in the data set or any reports using information obtained from this study, and your confidentiality
as a participant in this study will remain secure. Subsequent uses of records and data will be
subject to standard data use policies which protect the anonymity of individuals and institutions.

9. Right to Ask Questions: You have the right to ask questions and have those questions
answered. If you have questions about this study, please contact Alexander Peralta at
912-484-5023 and ap22412@georgiasouthern.edu. For questions concerning your rights as a
research participant, contact Georgia Southern University Institutional Review Board at
912-478-5465 or irb@georgiasouthern.edu.

10. Compensation: If you participate in this study you will receive one hour of research
participation credit (30 minute initial survey and 30 minute follow-up survey) that will be
awarded through sona-systems and can be used to fulfill introduction to psychology course
requirements. In addition, FYE instructors will likely also incentivize student participation via
course credit in some form of extra/course credit.

11. Voluntary Participation: You have every right to not participate in this research, and you may
end your participation at any time by telling the person in charge. In addition you don’t have to
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answer any questions you do not want to answer. There will be no penalty for deciding not to
participate in the study; you may decide at any time that you don’t want to participate any further
and may withdraw without penalty or retribution. Your willingness to participate will not
negatively impact your course grade nor jeopardize your current or future relationship with
Georgia Southern University.

12. Because the validity of the results of the study could be affected if the purpose of the study is
fully divulged to you prior to your participation, the purpose and hypothesis of the study cannot
be explained to you at this time. You will have the opportunity to receive a complete explanation
of the study's purpose following your participation in the study.

There is one exception to confidentiality that we need to make you aware of. In certain research
studies, it is our ethical responsibility to report situations of child or elder abuse, child or elder
neglect, or any life-threatening situation to appropriate authorities. However, we are not seeking
this type of information in our study, nor will you be asked questions about these issues. All
information will be treated confidentially.

13. You must be 18 years of age or older to consent to participate in this research study, and be a
first year college student attending your first semester in college. You will be given a copy of this
consent form to keep for your records.

This project has been reviewed and approved by the GSU Institutional Review Board under
tracking number H24001. Title of Project: College Student Experiences and Adjustment During
the First Semester: A Survey Study Principal Investigator: Alexander W. Peralta, (912)
484-5023, ap22412(@georgiasouthern.edu, Research Advisor: Wendy Wolfe, 912-344-2955,
wlwolfe@georgiasouthern.edu .
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Appendix C: Consent Form: Extended Group

GEORGIA
_) SOUTHERN

4 o« UNIVERSITY
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Georgia Southern University

Department of Psychology

Informed Consent
For
Extension: College Student Experiences and Adjustment During the First Semester

1. Researchers: Alexander Peralta (Experimental Psychology | Masters Student) is the primary
investigator of this study. He will be mentored by a Professor at Georgia Southern University, Dr.
Wendy Wolfe (Psychology Department). We are conducting this investigation to understand
individual and group decision making using table-top role-playing games.

2. Purpose of the Study Extension: The purpose of this research is to examine group and
individual decision making in first-year college students throughout a prolonged period of time,
and gather information about variables influencing group dynamics and adjustment to college.

3. Procedures to be followed: After the completion of the initial five weekly sessions, there will
be an optional opportunity to continue the game for an additional three weeks followed by
another survey consisting of the same measures as the first follow-up survey.

4.Discomforts and Risks: This study includes little to no risk and is comparable to risks
experienced on a daily basis. However, table-top role-playing games often deal with fantasy
violence that could make individuals feel uneasy, and it is possible for participants to feel some
level of embarrassment since such games require them to participate in some form of role-play
throughout the course of the game. If you end up experiencing any significant distress due to
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participating in the study, contact the Counseling Center if you wish to seek assistance
(912-478-5541)

Since the study is in-person precautions will be taken in accordance with current Georgia
Southern policies to reduce the risk of the spread of communicable diseases (including
COVID-19-19). You have the right to request specific COVID-19-19 safety measures and we
will accommodate as many as possible. We will tell you before you begin participation in any
measures we cannot accommodate. Consenting to participate in this research indicates your
acknowledgement of the risk of disease transmission. You also acknowledge your requirement to
notify the researchers in the event that you test positive for COVID-19 within 5 days prior, are
symptomatic prior to or at the time of participation or receive a positive COVID-19 test within 5
days after participation.

5. Benefits: a. The benefits to you as a participant include increased insight into decision making
and problem solving in a group setting. b. The benefits to society include getting a better
understanding of the decision making and problem solving processes as part of adjustment to
college life in first-year students.

6. Duration/Time required from the participant: three-hours across a three week period and a 30
minute post-survey.

7. Statement of Confidentiality: Only those directly involved in the study will have access to
your data. Weekly session reminders will be sent to participants' university email. Survey data
collected from the pre-survey, post-survey, and the weekly absorption surveys will be identified
via codenames that you generate for yourself. All anonymized data downloaded for analysis will
be maintained on a password protected computer. When the study results are published, no
identifiable information will be used when discussing any results and data. You will not be
identified by name in the data set or any reports using information obtained from this study, and
your confidentiality as a participant in this study will remain secure.

8. Future use of data: Deidentified or coded data from this study may be placed in a publicly
available repository for study validation and further research. You will not be identified by name
in the data set or any reports using information obtained from this study, and your confidentiality
as a participant in this study will remain secure. Subsequent uses of records and data will be
subject to standard data use policies which protect the anonymity of individuals and institutions.

9. Right to Ask Questions: You have the right to ask questions and have those questions
answered. If you have questions about this study, please contact Alexander Peralta at
912-484-5023 and ap22412@georgiasouthern.edu. For questions concerning your rights as a
research participant, contact Georgia Southern University Institutional Review Board at
912-478-5465 or irb@georgiasouthern.edu.
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10. Compensation: If you participate in this study you will automatically be entered into a raffle
to win a $100 gift card. If you elect not to participate in this study extension and would still like
to be entered into the raffle, simply contact Alexander W. Peralta at

ap22412(@georgiasouthern.edu and state that you would like to be entered.

11. Voluntary Participation: You have every right to not participate in this research, and you may
end your participation at any time by telling the person in charge. In addition you don’t have to
answer any questions you do not want to answer. There will be no penalty for deciding not to
participate in the study; you may decide at any time that you don’t want to participate any further
and may withdraw without penalty or retribution. Your willingness to participate will not
negatively impact your course grade nor jeopardize your current or future relationship with
Georgia Southern University.

12. Because the validity of the results of the study could be affected if the purpose of the study is
fully divulged to you prior to your participation, the full purpose and hypothesis of the study
cannot be explained to you at this time. You will have the opportunity to receive a complete
explanation of the study's purpose following your participation in the study.

There is one exception to confidentiality that we need to make you aware of. In certain research
studies, it is our ethical responsibility to report situations of child or elder abuse, child or elder
neglect, or any life-threatening situation to appropriate authorities. However, we are not seeking
this type of information in our study, nor will you be asked questions about these issues.

13. You must be 18 years of age or older to consent to participate in this research study, and be a
first year college student attending your first semester in college. You will be given a copy of this
consent form to keep for your records.

This project has been reviewed and approved by the GSU Institutional Review Board under
tracking number H24001. Title of Project: College Student Experiences and Adjustment During
the First Semester. Principal Investigator: Alexander W. Peralta, (912) 484-5023,
ap22412@georgiasouthern.edu, Research Advisor: Wendy Wolfe, 912-344-2955,
wlwolfe@georgiasouthern.edu.
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Appendix D: Demographic Questions

Age (in years)

Current gender identity

Male (1)

Female (2)
Transgender Male (3)
Transgender Female (4)
Non-binary (5)

Other (6)

Prefer not to say (7)

What of the following best describe you?

American Indian or Alaska Native (1)
Asian (2)

Black or African-American (3)

Native Hawaiian or Pacific Islander (4)
White (5)

Hispanic/Latinx (6)
Biracial/Multiracial (7)
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Appendix F: Pre-Survey D&D Open Ended Questions

Do you have any experience playing table-top role-playing games?

No (1)

Yes (2)

If yes, in what capacity have you played table-top role-playing games and how often?

Never (1) Sometimes About half  Most of the  Always (5)
(2) the time (3) time (4)

Dungeon
Master(DM) /
Game Master

(GM) (1)

Player
Character
(PC) (2)

If yes, for how long (days, weeks, months, or years)?

Are you currently participating in any ongoing social group activities (e.g., athletic team(s),
video games, fithess class (crossfit), study groups)?

No (21)

Yes (22)

50



If yes, for how long (days, weeks, months, or years)?

If yes, which ones?

‘Please rate your level of creativity.

0 10 20 30 40 50 60 70 80 90 100

Creativity Level

In what aspects of your life are you allowed to express your creativity?

51
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Appendix E: Open Ended Questions - Post-Survey D&D Group
Q34 Has this study, in any capacity, influenced your other social group activities?

No (21)
Yes (22)

Q31 If so, in what way?

Q35 Has this study, in any capacity, influenced your adjustment to college?

No (1)
Yes (2)

Q36 If so, in what way?

Q38 What could the university have done to improve your adjustment to college?

Q40 What could you have done to improve your adjustment to college?

Q41 What do you think the hypothesis of this study was?




Q42 What do you think the purpose of this study was?

Q47 Why did you decide to extend your participation?
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Appendix G: Pre-survey Comparison Group Open Ended Questions

Do you have any experience playing table-top role-playing games?

No (1)

Yes (2)

If yes, in what capacity (Game Master, Player Character or both) and how often?

Never (2) Sometimes About half  Most of the  Always (6)
(3) the time (4) time (5)

Dungeon
Master (DM)/
Game
Master (GM)

(1)

Player
Character
(PC) (2)

If yes, for how long (days, weeks, months, years)?

Are you currently participating in any ongoing social group activities (e.g., athletic team(s),
video games, fitness class (crossfit), study groups)?

No (1)

Yes (2)

If yes, for how long (days, weeks, months, years)?



If yes, which ones?

Please rate your level of creativity.

0 10 20 30 40 50 60 70 80 90 100

Rate out of 1-100 ()

In what aspects of your life are you allowed to express your creativity?

95
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Appendix H: Pre-Survey Open-Ended Questions

Do you have any experience playing table-top role-playing games?

No (1)

Yes (2)

If yes, in what capacity (Game Master, Player Character or both) and how often?

Never (2) Sometimes About half  Most of the  Always (6)
(3) the time (4) time (5)

Dungeon
Master (DM)/
Game
Master (GM)

(1)

Player
Character
(PC) (2)

If yes, for how long (days, weeks, months, years)?
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Are you currently participating in any ongoing social group activities (e.g., athletic team(s), video
games, fitness class (crossfit), study groups)?

No (1)

Yes (2)

If yes, for how long (days, weeks, months, years)?

If yes, which ones?

Please rate your level of creativity.

0 10 20 30 40 50 60 70 80 90 100

Rate out of 1-100 ()

In what aspects of your life are you allowed to express your creativity?




58

Appendix I: Intermittent Survey open-ended question

Please select your current level of interest in D&D so far.

Not Slightly Moderately Very Extremely
interesting interesting interesting interesting interesting
atall (1) (2) 3) (4) (5)

D&D
Campaign
Interest (1)

How often can you visualize the environment described by the Dungeon Master (DM)?

Never (1) Rarely (2) Sometimes Often (4) Always (5)
3)

D&D
Campaign
Absorption

(1)

How would you describe your relationship with the other members in your group?

Terrible (1) Poor (2) Average (3) Good (4)  Delightful (5)

D&D
Campaign
Connectednes

s (1)



Appendix J: D&D Extension Survey Open-Ended Questions

In the past five weeks has this study influenced your other social group activities?

No (21)

Yes (22)

If so, in what way?

In the past five week has this study influenced your adjustment to college?

No (1)

Yes (2)

If so, in what way?

What could the university have done to improve your adjustment to college?

What could you have done to improve your adjustment to college?

What do you think the hypothesis of this study was?

59



What do you think the purpose of this study was?

Why did you decide to extend your participation?
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Appendix K: Debriefing Statement: Non-Extended D&D Group

First of all, thank you for your participation in this study. As was specified in the consent form
you reviewed at the beginning of the survey, it is possible that if all details about the study were
shared before your participation, that information may have affected your responses today and
compromised the validity of the study. While this investigation examines decision making and
problem solving of first-year college students, the primary interest to the researchers is how
D&D, a table-top role-playing game, could be a brief Intervention in promoting social connection
and adjustment to college, especially during first-year college students' transition period.
Because it is important for the validity of the investigation that other participants are similarly
unaware of all details of the study, we ask that you not share specifics about the study with other
potential participants, or discuss the study where other potential participants may overhear.
Final results will be available from the primary investigator, Alexander W. Peralta. In addition,
you have the opportunity to enter a raffle for a chance to win a $100 amazon gift card. You may
contact him at ap22412@georgiasouthern.edu to receive an email copy of the final report and
the link to enter the raffle. Finally, all results are anonymous and will be grouped together;

therefore individual results will not be available.
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Appendix L: Debriefing Statement - Non - D&D Group

First of all, thank you for your participation in this study. As was specified in the consent form
you reviewed at the beginning of the survey, it is possible that if all details about the study were
shared before your participation, that information may have affected your responses today and
compromised the validity of the study. While this investigation examines decision making and
problem solving of first-year college students, the primary interest to the researchers is how
D&D, a table-top role-playing game, could be a brief Intervention in promoting social connection
and adjustment to college, especially during first-year college students' transition period.
Because it is important for the validity of the investigation that other participants are similarly
unaware of all details of the study, we ask that you not share specifics about the study with other
potential participants, or discuss the study where other potential participants may overhear.
Final results will be available from the primary investigator, Alexander W. Peralta. You may
contact him at ap22412@georgiasouthern.edu to receive an email copy of the final report. All
results are anonymous and will be grouped together; therefore individual results will not be

available.
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Appendix M: Debriefing Statement - D&D Group

First of all, thank you for your participation in this study. As was specified in the consent form
you reviewed at the beginning of the survey, it is possible that if all details about the study were
shared before your participation, that information may have affected your responses today and
compromised the validity of the study. While this investigation examines decision making and
problem solving of first-year college students, the primary interest to the researchers is how
D&D, a table-top role-playing game, could be a brief Intervention in promoting social connection
and adjustment to college, especially during first-year college students' transition period.
Because it is important for the validity of the investigation that other participants are similarly
unaware of all details of the study, we ask that you not share specifics about the study with other
potential participants, or discuss the study where other potential participants may overhear.
Final results will be available from the primary investigator, Alexander W. Peralta. In addition,
you have the opportunity to enter a raffle for a chance to win an amazon gift card. You may
contact him at ap22412@georgiasouthern.edu to receive an email copy of the final report and
the link to enter the raffle. Finally, all results are anonymous and will be grouped together;

therefore individual results will not be available.
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Appendix N: Closing Statement- D&D Group

First of all, thank you so much for your participation so far. Your contribution to this study has
made this study possible. The data collected from this study will provide future research with a
background to derive and improve on this or other brief interventions for first-year college
students and other vulnerable populations. The fact that you completed this study has
demonstrated dedication and commitment to yourself and others from your group. That is why
we want to allow you to expand our research and continue the collective narrative story you and
your fellow adventures have created. You are integral in accomplishing the study's goal and

stopping the hidden evil that may still be lurking in The Shadow Forest.

In addition, if you decide to extend your participation, you will be automatically entered into a
raffle and have a chance to win a $100 Amazon gift card on top of the potential benefits of

participating in the study.



Table 1

Means and Standard Deviations for the all dependent variables for all three groups
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Condition Comparison D&D Extended D&D
M SD M SD M SD
College Student Stress
Time 1 33.10 8.03 34.83 8.46 35.57 10.11
Time 2 33.20 12.17 27.55 7.83 28.71 5.46
Time 3 27.71 6.99
Student Adaptation to College
Time 1 255.70 85.06 303.55 68.89 311.00 49.20
Time 2 281.50 105.65 294.33 76.99 300.30 59.73
Time 3 260.42 38.08
SACQ Social Adjustment to
College
Time 1 76.80 33.67 91.77 26.57 100.85 12.68
Time 2 81.80 32.60 88.44 30.71 89.85 24.39
Time 3 72.14 15.50
SACQ Academic Adjustment
to College
Time 1 82.60 32.16 109.00 30.75 111.57 18.07
Time 2 87.00 35.18 104.94 26.05 112.14 14.57
Time 3 100.85 16.08
SACQ Personal-Emotional
Adjustment to College
Time 1 75.70 22.05 79.44 19.47 79.85 22.19
Time 2 84.90 32.55 76.77 20.15 78.14 20.02



66

Time 3 71.42 16.92

SACQ Institutional

Adjustment to College

Time 1 50.60 31.44 55.11 20.61 52.00 8.90
Time 2 59.10 31.41 56.33 21.12 52.85 14.73
Time 4 38.85 9.80

Social Connection

Scale-Revised
Time 1 77.05 23.60 72.08 15.65 65.28 11.68
Time 2 78.80 23.88 74.50 14.87 69.71 9.55
Time 3 82.85 7.53
Rosenberg Self-Esteem Scale

Time 1 25.80 9.96 28.00 8.18 30.00 8.88
Time 2 24.40 11.50 25.88 6.97 28.42 6.29
Time 3 25.85 8.25




Table 2

2 x 2 ANOVA Results for the CSSS
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Source df SS MS F )4
Between groups 1 53231.24 53231.24 394.06 <.001
Within groups 1 165.60 165.60 6.47 .017
Time x Condition 1 174.959 174.959 6.838 015

Note. CSSS = College Student Stress Scale



Table 3

2 x 2 ANOVA Results for the SACQ
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Source df SS MS F p
Between groups 1 4141371.81 4141371.81 333.66 <.001
Within groups 1 883.36 883.36 .943 340
Time x Condition 1 3942.50 3942.50 4.21 .050

Note. SACQ = Student Adaptation of College Questionnaire



Table 4

2 x 2 ANOVA Results for the SACQ Personal-Emotional Adjustment Subscale
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Source df SS MS F p
Between groups 1 322638.17 322638.17 339.28 <.001
Within groups 1 137.20 137.20 1.40 247
Time x Condition 1 452.629 452.629 4.63 .041




Table 5

2 x 2 ANOVA Results for the SACQ Academic Adjustment Subscale
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Source df SS MS F p
Between groups 1 472841.81 472841.817 285.05 <.001
Within groups 1 381 381 .002 965
Time x Condition 1 229.81 229.81 1.21 282
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Table 6
2 x 2 ANOVA Results for the SACQ Social Adjustment Subscale

Source df SS MS F )4
Between groups 1 369001.60 369001.60 218.70 <.001
Within groups 1 8.93 8.93 .059 810
Time x Condition 1 223.21 223.21 1.47 236




Table 7

2 x 2 ANOVA Resuilts for the SACQ Institute Adjustment Subscale

72

Source df SS MS F )4
Between groups 1 157194.21 157194.21 141.24 <.001
Within groups 1 303.82 303.82 2.16 154
Time x Condition 1 170.25 170.259 1.21 281




Table 8
2 x 2 ANOVA Results for the RSES
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Source df SS MS F )4
Between groups 1 34825.17 34825.17 251.89 <.001
Within groups 1 39.63 39.63 2.26 144
Time x Condition 1 1.63 1.63 .093 763

Note. RSES = Rosenberg Self-Esteem Scale



Table 9

2 x 2 ANOVA Results for the SCS-R
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Source df SS MS F )4
Between groups 1 293997.60 293997.60 456.05 .<.001
Within groups 1 55.80 55.80 1.10 303
Time x Condition 1 1.43 1.43 .028 .868

Note. SCS-R = Social Connection Scale - Revised



Table 10

Responses to Opened-Ended Questions
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D&D Influence on other Social Group
Activities

D&D Influence on Adjustment to College

I’ve started hanging out with other
participants as the study has given me a
chance to get to know them and get to make
new friends with similar interests and
aesthetics.

I feel I fit in more since I now know more
people have a group to chat with and hang out
with.

There have been a few times where I had to
plan around the study like when I want to
hang out with friends or have dinner with
them.

It’s one of the only extracurricular activities I
have partaken in. It’s also helped me talk to
more people and feel more connected to

people I wouldn’t have interacted with
beforehand.

I have started hanging out with the people I
was grouped up with.

It has made me less averse to social
interaction.

Our new group has a group had a group chat
now and we have been eating lunch together
after each campaign. We all get along and can
literally talk for hours. One member in
particular I see often. I think we really get
each other

Made me feel a bit more comfortable and at
home

It has made me more outgoing

I think having a group to hang out with at
college is nice and helps me to feel more
connected here

It's made me open up and speak freely

This study was a way where I could let off
some stress and meet amazing people

It has help me to make friends




Figure 1

College Student Stress Differences Between D&D and Comparison Group
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Figure 2

Student Adaptation to College Differences Between D&D and Comparison Group
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Figure 3

Personal-Emotional Adjustment Differences Between D&D and Comparison Group
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Figure 4

Student Adaptation to College Questionnaire Differences Across Eight Weeks for D&D Group
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Figure 5

College Student Stress Across Eight Weeks for D&D Group
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Figure 6

Social Connection Across Eight Weeks for D&D Group
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Figure 7

Social Adjustment to College Across Eight Weeks for D&D Group
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Figure 8

Institutional Adjustment to College Across Eight Weeks for D&D Group
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