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NORTHERN ARIZONA UNIVERSITY




Department of Anthropology, PO Box 15200, Northern Arizona University, Flagstaff, AZ 86011-5200. Phone: (928) 523-3180
INFORMED CONSENT DOCUMENT FOR ADULTS
Project Title “A Change of Scene: a microethnography of tabletop role-playing    game sessions”
Dear Participant, 
You are being asked to participate in a project conducted through Northern Arizona University. The University requires that you give your signed agreement to participate in this project. 
The investigator will explain to you in detail: (a) the purpose of the project, (b) the procedures or protocols to be used, (c) how your personal information will be kept confidential, and (d) the potential benefits and possible risks of participation. 
You may ask him/her any questions you have to help you understand the project. A basic explanation of the project is written below. Please read this explanation and discuss with the researcher any questions you may have. 
Then, if you decide to participate in the project, please sign on the last page of this form in the presence of the person who explained the project to you. A copy of this form will be given to you for you to keep.

A project web site exists whose URL will be supplied to you upon request – there you will be able to find a copy of this document, the research plan (called a prospectus), and a variety of other research materials. You are invited to explore this site whether or not you choose to participate in the project. If you would like I will provide you with either a hard or electronic copy of the thesis prospectus.
1. Project Purpose and Description: The research you are being asked to participate in is a Masters Thesis project conducted through the NAU department of Anthropology. The goal of this project is to produce an ethnography of tabletop role-playing games. Ethnographies are in-depth descriptions of cultures. It is best not to think of culture as a collection of people tied to some geographical area - culture is better described as a system of strategies people learn, create, and use to understand the world around them. The strategies you use to understand tabletop role-playing are of primary interest to the project. Instead of studying you, the researcher will be learning from you (Spradley 1979: 3). If all the players in your gaming group agree to participate in the project, Michael (the researcher) will participate in your game to the degree that seems appropriate to the gamemaster. He will make audio and video records of the game session as well as detailed notes which will describe the more interesting social interactions he witnesses. These participant observations will be used to compose an ethnography that will analyze and describe various facets of tabletop gaming as a means to gain insights into American culture.
2. Explanation of Procedures or Protocols: Five types of data collection methods will be employed during your game session if your group decides to participate in the project: video recordings, audio recordings, still image collection, field notes, and the gathering of game materials. Each of these introduces a type of risk to the gaming group that is discussed in section 5 of this document. Please make sure you understand these risks. If you are at all uncomfortable with the use of any of these methods please let the researcher know and he will stop using them.

Video Recordings: Prior to the beginning of your game session the researcher will set up a Sony DCR-TRV140 8mm (or similar) Camcorder in such a way that the field of view covers most of the game space. This camera will remain off until the researcher activates it using a remote control, which he will do from time to time as the game gets interesting. If at any time you feel uncomfortable with the camera just let the researcher know – he will immediately stop recording and will be happy to leave your game if you so desire. If everyone is comfortable with the camera, perhaps 30 minutes of your game will be recorded. These recordings will be transferred to electronic format and possibly transcribed for placement in the researcher’s masters thesis.

Audio Recordings: As a back up procedure to the videotape, the researcher will likely make an audio record of your game session using a Panasonic Slim Line AC/Battery tape recorder and a Radio Shack uni-directional dynamic microphone (or similar set up). These recordings will also be transferred to electronic format and possibly transcribed for placement in the researcher’s masters thesis.

Still Image collection: The researcher will take digital images of game-spaces in order to record the artifacts your group uses during game sessions. These images may be used in the researcher’s masters thesis.

Field Notes: The researcher will make some notes during game play and many more after the game ends. These notes will potentially describe any aspect of the game but will focus on capturing such things as styles of play, game procedures, references to group history, game-level content, and player interactions.

Gathering Game Materials: Just as a consequence of participating in role-playing games players will gather maps and other gamemaster handouts: the researcher will do the same and may use them in his analysis.

3. Confidentiality: The researcher will safeguard the confidentiality of the data he collects from your gaming group by restricting access to it and by only using it in the specific ways described here. Only the researcher and the chair of his thesis committee will have direct access to the collected data. All research materials and data (including audio/video tapes, field notes, collected game materials, and cameras) are to be stored in a locked, metal desk drawer in the researcher’s personal home office. The audio/video tapes and field notes that get transferred to digital format will be individually password protected using one project password (which will not be recorded elsewhere) and stored only on the researcher’s personal computer (which requires a password to use, is not connected to a local network and does not leave the researcher’s office). At the end of the project the researcher will retain electronic copies of all recordings and field notes for future research purposes. The original audio and video tapes will be retained only as long as is required for the researcher to complete his thesis requirements – they will then be burned and destroyed. Upon request and free of charge the researcher will disseminate hard copies of game session recordings back to the research participants who participated in them so long as all the members provide written consent.

When project data is transferred to digital format the researcher will edit out any and all instances in which the research participants refer to something which could obviously come back to haunt them (such as illegal activities). The researcher will not, however, edit out instances where players mention one another’s first names. In project field notes, transcripts, and in the final ethnography the researcher will refer to players using the names of their characters as opposed to their real-world names. While the researcher intends to publicly show audio and video data from the project, he will only do so provided that [1] the data had been edited and previously transferred to electronic format, [2] he obtains special written consent from all persons recorded in these data.
4. Benefits: If you decide to participate in the project you can expect the following benefits, which must be weighed against the possible risks (described in section 5).

1. The researcher has been active in tabletop role-playing games for eighteen years. He has extensive gamemastering experience and has the potential to positively contribute to your game sessions.

2. Given the standard custom of bringing along snacks and drinks to be shared at tabletop role-playing games, the researcher will contribute at least a 12-pack of soda and 2 bags of chips (or the equivalent – around 10.00 worth of food) to each of your game sessions.

3. The researcher’s personal and extensive pool of gaming accessories (rule books, miniatures, dice, etc.) will be made available to your gaming group – as much as is reasonable and can be transported.

4. Your contributions to the final ethnography (in the form of data) will help to promote the playing and understanding of tabletop role-playing games.
5. Risks: The potential risks that should be considered before you choose to participate in the research are listed below…

1. The most significant risk you would face if you decided to participate in the research has to do with the various methods of data collection used by the project. Most of these methods make precise records of the things participants say and do (on audio tapes, video tapes, and in field notes). It is possible that you might say or do something in these recordings that would be incriminating, embarrassing, private, or just not something you would want people outside of the game setting to be aware of. While the researcher will take care to protect the confidentiality of the data you provide it is nonetheless possible that this confidentiality will be breached (thus exposing unwanted or unexpected persons to these private moments).

2. As a consequence of religious activism in the early to mid 1980’s, tabletop role-playing games (such as Dungeons and Dragons) have been semantically associated with “evil,” the occult, and even suicide/depression (much in the same way rock and roll music has been). Whether or not you believe in the validity of these associations, there is still the chance that you would be stigmatized by your choice to participate in tabletop role-playing games if you were identified in the data.
3. A related but distinct form of potential stigmatization lies in the fact that popular culture has in the past portrayed role-playing game participants as “geeks.” Among long-term gamers, the geek label is a source of pride, with “geek culture” an emerging lay-recognized “subculture” marked by intelligence, creativity, and economic success. Nonetheless, not everyone may feel empowered by the potential “geek” label that comes with role-playing games, and the recordings the researcher will make of game sessions does pose a risk of identification and stigmatization to research participants.

4. The audio/video recording techniques used by the project have the potential to induce anxiety, stress, or other manifestations of “stage fright.”  FORMTEXT 

     
6. Refusal/Withdrawal: Please do not feel pressured to participate in the project because the gamemaster or other players want to. You have the right to refuse to participate in this study. There will be no consequences if this is your choice. If a gamemaster – in any way – threatens players who do not participate or otherwise coerces players into participation the researcher will immediately depart the game setting and end research with that group. If you initially agree to participate and then decide not to later on you are free to withdraw from the project – there will be no consequences. Please feel free to tell the researcher, at any point, that you wish to stop participating in the project – he will thank you for your time and depart the game setting so that you can continue playing.
	(a) Refusal to participate in this study will have no effect on any present
or future services or benefits that I may be entitled to from the University.

	(b) Anyone who agrees to participate in this study is free to withdraw
from the study at any time without penalty. 

	(c) I understand that it is not possible to identify all potential risks in
an experimental procedure. 


· __________________________________ Date ________________ 
Signature of Participant
· Printed Name ___________________________________________
· __________________________________ Date ________________
Signature of Research Representative 
· Printed Name ___________________________________________
There is a dated approval stamp on this consent form (below). The stamp indicates that this project has been reviewed and approved by the Northern Arizona University Institutional Review Board (IRB) for the Protection of Human Subjects in Research. Contact the Human Research Protections Administrator at 928-523-4340 if you have any questions about: (1) the conduct of the project, or (2) your rights as a research participant, or (3) a research-related injury. Any other questions about the conduct of this research project should be directed to: 
Principal Investigator: Michael Van Ness
Address: 3823 N. Paradise Road, Flagstaff AZ 86004
E-mail: mev5@dana.ucc.nau.edu  Phone: (928) 527-3399

Name of Faculty Sponsor: Dr. Reed Riner (Thesis Committee Chair)
E-mail: Reed.Riner@nau.edu  NAU Phone: (928) 523-6583
Anthropology Department, Northern Arizona University
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