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Introducing Cryout




Who are we?

* Cryout
— A non-profit organization established in 2007
— Established a series of services for hidden youth,
including online and offline intervention (e.g.,

individual counseling, group counseling, self-
development programmes, subjugated knowledge

groups)
— Successfully engaged about 1,300 hidden youth

— Extended service boundary to young netizens in late

2014
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Features of our services

* To achieve empowerment among youth
through the use of virtual platforms =
cyberempowerment

* To dig out and transfer the strengths and
resources of themselves from the Internet
to the offline contexts, in order to resist
the censuring from the reality ?
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3 Guiding Principles

Respect oneself, others, and
property.

Use positive words and actions.

Keep this place tobacco, alcchol
g drug-free.

Recent News

More Activities

Field Trips

McCormick's Creek
Wonderlab

Rascal's Fun Zone
Lazer Tag

eBash

Anderson Orchard
Spring Mill State Park
Colt's Game

Facilities
Our facilities support a variety of activities to engage youth. In addition we sponsor a series of field trips to expose our
participants to different aspects of the surrounding area.

Inside
Pool Table Library
Air Hockey Wii
Foosball Computers
Ping Pong Bumper Pool

Fitness Center
Board Games
Puzzles

Arts & Crafts

Outside

Basketball

Tag Football

Street Hockey

Water Balloon Volleyball
Dodge Ball
Skateboarding

Putt-Putt Golf
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Comparison between the two paradigms

of empowerment

Structural, modernist
Postmodern approach
approach

Professionals are necessary in the Consider individuals / clients as
empowerment process, to help potentially powerful in particular
remove the power blocks for the contexts > empowerment through
individuals = enabler adjustment in power dynamics
Criticisms: Usefulness:
Strengthen the domination of the helping Compensate the drawbacks of structural,
profession (Baistow, 1994) and overpower modernist approach to empowerment,

individuals’ knowledge and discourses (Wise, | | though the practitioner’s disempowering
1995) - create disempowerment him or herself




Our approach to empowerment

* Based on the different features and foci of the two
paradigms of empowerment, we utilize both
paradigms of empowerment to provide services for
the youth

* Postmodern approach:
— Used to empower youth during online service provision

e Structural, modernist approach: ?
— Used to help the youth transfer the power and resources
from online to the offline contexts i
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Why choosing Internet as a
platform for intervention?




T e
Three reasons for choosing the Internet

for service provision

1. The unique characteristics of the Internet

which attract youth to stay in the virtual
communities

2. Youth have a higher ability to accumulate
social capital in the cyberspace and get rid
of disempowerment in the offline contexts

3. Easier to approach youth and undergo initial ?
intervention with them
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Why youth like to engage in the
Internet rather than offline
contexts?




CRaracteristics and advantages of the Internet to! |
youth

Characteristics of the Internet Advantages of the Internet
Anonymity Facilitates youth to express their in-depth thoughts, opinions, an
Refers to the feature of being able to conceal one’s resistant acts freely, without embarrassment and psychological
identity and information relevant to his or her identity burden (Chen, 2002)

such as name, age, occupation, and other personal
attril:’)_kltes (Qiu & Huang, 2004)

ConvenienceV
The Internet’s abili verco
and physical boundaries, its
of use to fulfill various
autonomy and indivi
need for establishing
& Wang, 2008)

VY

Youth love to stay on the
Internet

opinions among
turn facilitates the
ds” (Geo, 2008, pp. 145-146).

Interactivity
Allows free participation of users in

dissemination of information (e.g., articles, graphics, and ‘
videos) and interactions with other users (Huang, 2002)
Decentralization Youth can enjoy equal participation in the exchange of feelings,
No single authority who takes control of the space (Huang, | information, opinions, and knowledge without any rol by
2002) rigid authorities (Bertman & Weitzner, 1997)
1 . .



Differences in the networking patterns and the accumulati

social capital between the offline communities and cybe
communities

Offline

Friend-making and formation of community:
confined by physical boundary (Chen, 2002)

Friend-making and formation of community
confined in social contexts and confined by
existing social networks (Chen, 2002)
" Existence of rigid power structure; power and |
resources centralized in the dominant
authorities (Chen, 2007)

\ 4

Social capital accumulated by where you born,
your social class and status

Less social capital accumulated

of |

Friend-making and formation of community: not

restricted by time and space (Chen, 2002)

Unlimited social circle (Chen, 2002)

Decentralized environment; with various

(Lin & Zheng, 2001)

subcultures formed based on shared interests

¥ |

Social capital accumulated based on interests, and
by knowledge contribution and sense of community

y @

More social capital accumulated
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Implications: Differences in the power dynamics
between offline society and the Internet

Power is centralized in those who are
have a higher social status, position,
and class in society

Normes, social structure, and
hierarchies are rigid

Accumulation of social capital can mainly
be achieved and controlled in the hands of
the powerful elites

BT\

People can get rid of the effects of their offline
identity and the offline identity becomes insignificant;
instead, they have the autonomy to choose their
preferred identities

-

Norms, social structure, and hierarchies are
fluid and even renovated

Accumulation of social capital can be achieved
by the Internet users themselves, with the use
of their interest-based networks and
knowledge contribution

s 2 l

Youth are in a disempowered state in

society dominated by adults

Youth are assume a powerful, strategic position
to achieve self-actualization 2 be empowered
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Avatars: a self-
chosen and
preferred identity to
be fully exerted in
the cyberspace (e.g.,
online games)
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Summary: Why using the Internet?

* Enables youth to get rid of the effect of social
class or status in offline contexts (Qiu &
Huang, 2004; Tong & Luo, 2001)

* Enables youth to self-actualize in their
oresentation of identities (Turkle, 1995, 1997)

* Facilitates youth to make friends with other
neople based on common interests at

anytime and any place (Chen, 2002), which
nelps youth achieve social support (Young, ?

1997) and achieve sense of collective identity
| (Rheinghold, 2000). ol




Advantages of the virtual world

* Identity fluidity / exert own preferred identities, without not restricted by
offline identities

* Easy to make friends with people sharing similar interests

* Establish collective identity different from the offline mainstream society

* Actualize potentials and receive positive identities

* Values, culture, and norms of the group are constructed and dominated by
youth who engage in knowledge contribution

* Easy to achieve resources for accomplishing individual and group goals

\/
Helps develop the subculture

Receive positive Elevate sense of Elevate sense of
identity empowerment self




How do we use the online gaming
platform as a platform for
intervention?




a -:Ir'ypes of online platform \

Characteristics
Types of online
platform Textual | Audio | Visual | One-to- | Group | Interactivity Level of
one Synchronization

Whatsapp / Line \' v Medium Low
Forums / Chatrooms v ) Medium Low
Facebook / Twitter v v ) \ v High Low
Skype \' \' \' \' \' High High
RC Social Voice v v v \4 \' High High
Network

(fnline gamh \ \ \ \ \ Very high High

Z

More dynamic and interactive; can observe the habits, =
characteristics, and lifestyle of the youth when having engaged '
=~ T

with them for a period of time
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A.V Why online game? .

1. Online games are communities which become a part
+ of their lives. They are willing to spend a prolonged

period of time in the online gaming platform and live
in the communities.

2. Localization

a. Refers to the process in which social work is adapted and
modified to make it relevant to a particular context
(Bradshaw & Graham, 2007)

b. Worker needs to understand and appreciate the culture
of the youth, as well as being upfront in their community ‘
(Bradshaw & Graham, 2005) in order to fit into the
unique needs of the youth

3. Diversity in knowledge and norms
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Why online game? (Cont’d)

4. Serves as an empowering platform for the
youth

» Different from the norms in the offline
context which is rigid, pre-established, and
formed based on social class / positions, the
norms in the online context are formed based
on interests, knowledge contribution, and B
meritocracy = Renovation of hierarchies
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Online game is
just like an offline
society where
people live...
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task through
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How do we provide
intervention for the youth?




Service flow

Engagement through offline

. means (case referrals, referrals
| Engag t gh the o © | from the Social Welfare
& g platf Department and church)

1

Individual & Group counseling

Online REBT f CBT Offline REBT J CBT

Fanuly counseling

T ———

(*If necessary and / or preferred by the yvouth)
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Intervention methods

Online

Therapy

\

Offline

Outsider witness group
Skype)

Therapeutic documents (Email)

Flash card reminding (what's app / Wechat)

Thankful group (what’s App)

REBT/ CBT

Play Ther

Other activities

Reminder message

(MMS/ what’s app/Wechat)

Role-playing Game—
* MVP

* Capture territories

* Circle Time

* Orienteering

* Thankful group after adventures
*Others

Simulation game-Sims Online

Board game- Facebook game “Monopoly”

Board game- Facebook game “The Game

Life” and “Pictionary” (Mobile app)

How to Draw / Paper Arti ile app)

atsapp/Skype/LINE

Outsider witnhess group
Therapeutic documents
Ceremony

Certificate
Autobiography and Biography
Thankful group
Irrational Belief

Finding alternatives
Board game

* Emotional Bingo

*The Game of Life
*Pictionary

Group activities
*Orienteering

*Activity group

*Circle Time

Self-help groups

Interest groups

Regular / irregular meetings (e.g., birthday
parties, activities organized in the guilds)

Business operation (e.g, online stores)




Play Therapy




Play Therapy: Concepts

“A dynamic interpersonal relationship between a child
and a therapist trained in play therapy procedures who
provides selected play materials and facilitates the
development of a safe relationship for the child to fully
express and explore self (feelings, thoughts,
experiences, and behaviours) through the child’s

natural medium of communication, play” (Landreth,
1991, p. 14)

Usually applied to children (Landreth, 1991), under age ?
12.
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o | |
Functions of Play Therapy

Contains the nature of entertainment which is ideal for engaging
clients (Gallo-Lopez & Schaefer, 2005).

Useful for attaining educational aims (Karakus, Inal, & Cagiltay, 2008)

Useful for assessing how adolescents function in the world, such as
level of social skills, power, level of control and socialization, and
feelings of self-esteem (Gallo-Lopez & Schaefer, 2005)

The structure and rules of games help reflect clients’ ego strength
(Sweeney & Homeyer, 1999)

Help enhance socialization of youth (Gallo-Lopez & Schaefer, 2005)

and bring changes in dysfunctional behavioural patterns (Delaney,
1994)

Help enhance youth’s cognitive skills such as memory, concentration, ?
anticipation of consequences, analytical thinking, and creative
problem solving (Gallo-Lopez & Schaefer, 2005) @
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Functions of Play Therapy (Cont’d)

* Our service programme helps promote
youth’s:

—Socialization
—Self-development
—Self-actualization
through Play Therapy




The importance of guild

* |tis the most significant component in the
online gaming platform

* To gather players who share similar
interests and facilitate their cooperation to
accomplish the tasks = maximize the
benefits by assembling useful skills and ?
resources
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Characteristics of guild

* Can be regarded as a community where
players:
— lead their lives by accomplishing tasks;
— gain resources and reputation;
— build up social networks




Functions of guild

1. Can group players with shared interests and
different expertise to accomplish tasks together
(Rodrigues & Mustaro, 2007; Yang & Liao, 2009)
» “distributed expertise” in the online games
(Hollenbeck et al., 1995, p. 292)
Exchange information and resources
Emotional support and sense of community
(Rodrigues & Mustaro, 2007; Yang & Liao, 2009)
4. Sense of obligations and reciprocity (Rodrigues & ?
Mustaro, 2007; Yang & Liao, 2009)
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Different guilds on the online gaming

| ~ platform
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People can choose what
guilds to join according to
their own needs and
preferences




Guild: Layout
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2. Allow and encourage
exchange of information and
resources about online
gaming among members




Guild: Functions (Cont’d)
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2. Resources (e.g.,
weapons and tools)
available for circulating in
the guilds




Guild: Functions (Cont’d)
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3. Allows
communication among
members
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3. Accumulate resources and
gather with other players
together to engage in
activities = nurture sense of
community
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- sense of responsibility
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 Worker immerses him or herself into the
online gaming platform as a player = join
guilds to familiarize with the culture and
system of the guilds + gain experience =2
organize guilds as the basis for intervention

 Worker as a naive individual in the online
games = remove professional identity 2
power-parallel ?
@
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How do we apply Play Therapy
into intervention?




1. Therapeutic Limit Setting

Moustakas (1959): Therapy cannot occur
without limits.

— Limits provide structure for the development of
the therapeutic relationship and help to make
experience a real-life relationship.

— This tends to set a negative tone and interferes
with the therapeutic objective of establ
climate of freedom and permissiveness.




§teps‘i-|; the therapeutic limit-setting
process

A = Acknowledge the client’s feelings, wishes, and wants

C = Communicate the limit

T = Target acceptable alt™ "

S = State Final Choice
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Application of therapeutic limit

setting into intervention
* Rule setting in the guilds, e.g.,

— Members need to participate in guild activities at least once a
month in order to exchange for tools and weapons useful for the
accomplishment of tasks

— Members are required to participate in Capture Territories and 3
group skill training sessions every week

— Members are required to help other members/players increase 5
levels within 7 days

#

— To nurture the youth’s sense of belonging, sense of responsibility,
obligation, and reciprocity, the importance of mutual suppor., as

well as self-management and self-discipline -
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Rule-setting: different
guilds have different
expectations for the

members = socialization
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Rule-setting: nurture an
environment with respect
and politeness 2>
socialization




2. Worker’s approach and attitude

Worker engage with the youth and build rapport

Find out their interests, needs, strengths, and
resources

Invite them to join the guild so that they can exert
their potentials and capabilities there

The main aim of grouping youth in the guild is not for
gaining a dominant, powerful position in the online
gaming platform, but for facilitating the growth and
development of the youth through online gaming 2>
will not expel members based on their expertise and
skill level, but based on the attitude of the youth @
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2. Worker’s approach and attitude (Cont’d)

 Worker nurtures a power-parallel therapeutic environment in
the online gaming platform, where the youth can feel
acceptance, empathy, mutual support, and positive
recognition

* Youth are the experts in the online gaming platform - worker
disempowers him or self and acts as a facilitator, not the role
of a dominant expert, throughout the whole intervention
process

— let the youth assume the powerful role and provide ?
adequate space for them to express their individuality =
help youth achieve growth and development from onlin@
gaming = postmodern empowerment ot
.




3. Group intervention via online gaming

* The online gaming platform can be
regarded as a “playroom”, where the
youth can freely engage in activities, exert
their potentials, build up their sense of self

and identity, as well as achieve growth and
development 3

&
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3. Group intervention via online gamin
MVP

a) Aim:

— To defeat boss monsters in the online games 2>
important for players’ survival and reputation in the
game

— Treasure hunting: To receive useful and powerful
weapons and tools for task accomplishment
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A.V Gaming examples

+ * https://www.youtube.com/watch?v=62v3Z
IXHWFM

* https://www.youtube.com/watch?v=Majos
NXW5VY



https://www.youtube.com/watch?v=62v3ZjXHWfM
https://www.youtube.com/watch?v=MajoshxW5VY

3."Group intervention via online gaming : M\{P'

b)

(Cont’d)

Characteristics:
Monsters are too powerful = difficult task = can only be defeated via group

effort

Good preparation needed:

1.

Need to form teams of 5-6, comprised of players with different,
complementary skills, expertise (e.g., Swordman, Archer, Acolyte, and
Magician), and personality

— Swordman: good at short-distance attack

— Archer: good at long-distance attack

— Acolyte: good at using magic to protect and heal others
— Magician: good at using magic to attack others

Prepare powerful tools and weapons (e.g., adequate liquid medicine for
self-healing and maintaining life, high-level weapons and gear)

Discuss strategies (e.g., Acolyte need to stand at a certain distance from
the monster because this character needs to protect the teammates and
can’t “die”; some youth who are good at attacking others can stay o'he
frontline)

J.n-n.l.'r.-l
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3. ﬁ)up intervention via online
gaming : MVP (Cont’d)

c) Intervention:

— Worker as the facilitator, facilitating the preparation,
discussion, and collaboration among the youth players

— One youth player as the leader of the team = empower
the youth by letting him assume the leadership role

— Discussion and preparation stage:

* Facilitate their communication and collaboration
during the process; balance their interests and
concerns; resolve conflicts and disputes among youth ‘

* Nurture an environment with mutual respect which
facilitates efficient cooperation among the youth.

‘.‘fﬂ-‘l
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3. Group intervention via online
gaming : MVP (Cont’d)

— Gaming stage:
*  Mainly to observe their behaviour during the game; let the

youth fully exert their abilities to defeat the monster together

*  Permitting all “symbolic behaviour” of players which reflect
areas for growth and development (e.g., mental state,
cognitive skills, social skills)

 Limiting destructive behaviour and prohibiting the youth from
attacking one another

— Debriefing stage:
*  Facilitate the reflection upon the gaming experience ‘

 Active listening and reflection of feelings: act as a mirror to
help them express the feelings during game playing

Conceptualize learning points

J.n-n.l.'r.-l
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3. Group intervention via online
gaming : MVP (Cont’d)

d) Therapeutic outcomes:
— Nurture their social skills (e.g., cooperative skills)
— Nurture sense of responsibility
— Nurture ability to observe and develop strategies

— Develop sense of cohesion
— Develop sense of self and identity (every player is essential in the

team)
— dig out their strengths and resources
— Sense of reciprocity (share resources after defeating the boss ‘
monsters)
— promote socialization and self-development &

|. AN .'1“.-'



3. Group intervention via online gaming; | |
Capture territories

a) Aim:

— To extend the territory of the guilds so as to enhance the power,
reputation, capital, and resources of the guild 2 war between




A.V Gaming examples

+ * https://www.youtube.com/watch?v=D4nej
z40/FM

* https://www.youtube.com/watch?v=2tTLIJt
hQA9M



https://www.youtube.com/watch?v=D4nejz4oZFM
https://www.youtube.com/watch?v=2tTLJthQA9M

3. Group intervention via online
gaming: Capture territories (Cont’d)

b) Characteristics:

— Even more complicated than MVP:
* Involving more people (guild: at least 50-60 people; larger guild: over 100
members)
* More personified (Target of MVP: monster; Target of Capture Territories: players)
— Need strategies and cooperation among the players:
* Planning (Who attack the opponent guild and who protect own guild?)
» Strategies (What kind of players should be included for attack? Composition of the
attack team?)

* Contingency plan (What to do if there is unexpected attack from the opponent ‘
guild? = allocation of attack team members to the protection team?)

— Need to evaluate the power and resources of the opponent guild:
* Do we have a chance to win over them? If no, negotiate with the leader of t.
opponent guild? = how to negotiate? What can we give the opponent guild as an

exchange?) e -
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3. Group intervention via online
gaming: Capture territories (Cont’d)

c) Intervention:

— Worker as the facilitator, facilitating the preparation,
discussion, and collaboration among the youth players

— Youth players as the leaders of the attack team and the
protection team respectively=> empower them by letting him
assume the leadership role

— Discussion and preparation stage:

. Facilitate their communication and collaboration of the attack team
and protection team during the process; balance their interests and
concerns; resolve conflicts and disputes among youth

. Nurture an environment with mutual respect which facilitates "'
efficient cooperation among the youth

. Guide in the process of strategy planning (i.e., Plan A or Plan B? i
analyze, weigh the advantages and disadvantages)
AN .‘1""#
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3. Group intervention via online
gaming : Capture territories (Cont’d)

— Gaming stage:

. Mainly to observe their behaviour during the game; let the youth
fully exert their abilities during the game

. Permitting all “symbolic behaviour” of players which reflect areas for
growth and development (e.g., mental state, cognitive skills, social
skills)

. Limiting destructive behaviour (e.g., prohibiting the youth from
attacking the members of the opponent guild aggressively and steal
their weapons and resources = unethical)

— Debriefing stage:
. Facilitate the reflection upon the gaming experience ‘
. Active listening and reflection of feelings: act as a mirror to help them

express the feelings during game playing
. Conceptualize learning points .

J.n-n.l.'r.-l
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3. Group intervention via online
gaming: Capture territories (Cont’d)

d) Therapeutic outcomes:
— Train up their problem-solving skills
— Train up their analytical skills
— Train up their social skills
— Train up their communication skills (e.g., negotiation skills)
— Train up their leadership skills

— Nurture their sense of belonging to the guild (guild = home -
need to protect it and do something good for the guild)

—> promote self-development




e 1]

3. Group intervention via online
gaming: Orienteering

a) Aim:
— To accomplish a series of tasks

b) Characteristics:

— Make use of the map and areas in the online gaming
platform as the venue for the game, and set up
checkpoints there (e.g., defeat 100 monsters in City B)

— Worker and voluntary helpers: stay at the checkpoints and
give task orders to the youth via texts or voice messages

— Team building and cooperation among members in the ‘
team: important

— Also, problem-solving skills and analytical skills are invdlVed
during the gaming process ot
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3. ﬁ)up intervention via online
gaming: Orienteering (Cont’d)

c) Intervention:
—  Gaming stage:
. Mainly to observe their behaviour during the game; let the youth
discuss the strategies for accomplishing the tasks and fully exert their
abilities during the game

. Permitting all “symbolic behaviour” of players which reflect areas for
growth and development (e.g., mental state, cognitive skills, social
skills)

. Limiting destructive behaviour (e.g., prohibiting the youth from
violating the rules of the tasks)

—  Debriefing stage:
. Facilitate the reflection upon the gaming experience .‘.

. Active listening and reflection of feelings: act as a mirror to help
them express the feelings during game playing

. Conceptualize learning points .

J.n-n.l.'r.-l
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3. Group intervention via online

gaming: Orienteering (Cont’d)

d) Therapeutic outcomes:

— Nurture the collaborative skills among players

— Facilitate participation and involvement of players in the
gaming environment with rules

— Nurture the analytical ability and problem-solving skills of
players

— Nurture their sense of achievement through the
accomplishment of game tasks ‘

- Promote socialization and self-developméht
AN .“l""d




3. Group intervention via online
gaming: Circle Time

a) Aim:

— To gather players to accomplish a goal 2 nurture an
environment and moment in which the players can engage
in the same activity together

b) Characteristics:
— Simple tasks, spontaneously suggested by the youth
— Time and venue for Circle Time: decided by the youth

— Examples of tasks:

* On 15t —3rd day of the first lunar month, every member should
give blessings to 5 members from other guilds &
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3. Group intervention via online
gaming: Circle Time (Cont’d)
c) Intervention:

— Self-determination: Youth dominate in the
planning of game details and activities

— Appreciate the youth: Youth may display
some strengths and skills that are not
displayed during online gaming (e.g., caring
about others)

#
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3. Group intervention via online
gaming: Circle Time (Cont’d)

d) Therapeutic outcomes:
— Facilitate trust among players

— Facilitate participation and involvement of players in the

gaming environment with rules

— Nurture their sense of achievement through the
accomplishment of game tasks

— Nurture the sense of belonging and cohesion within the

community
— Empowerment + enhance self-esteem

- Promote self-development and self-actualization
AN
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Other activities organized in the guild:

Tzansferred to offline context
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Therapeutic responses in group

1. High tolerance for messiness and noise
and must be able to handle frequent chaos

2. Keep responses balanced between group
members

3. Response should not be intrusive

4. Should include the client’s name
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Application into our intervention

* Chaos in the guilds:

— Worker should know every member in the guild in
order to fully understand their needs = useful for
addressing and responding to their needs

— Nurture leaders in the guild to establish sub-
groups / branches of the guild = easier to
organize and manage; at the same time: train up P
their leadership skills

&
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Stlmm;y: Our intervention using Play
Therapy

Apply localization of social work: fit into the youth’s needs
and interests by using the online gaming platform

Nurture a power-parallel environment for intervention
where the youth can feel support, acceptance, mutual
respect, and receive recognition from peers

Act as a facilitator throughout intervention to nurture and
guide youth’s socialization (e.g., sense of responsibility,

discipline), self-development (e.g., problem-solving skills, ?
analytical skills), and self-actualization (e.g., sense of @

achievement) b




Differences between our services and\ ||

services provnded by other agencnes
I T T T

Service direction

Service environment

Services: Socialization

Services: Self-
development

Services: Self-
actualization

Service outcomes

Developmental, empowerment

Localization;
Power-parallel

Games (e.g., MVP, Orienteering)
Games (e.g., Capture territories)
Games (e.g., Circle Time)

- Skill learning

- Empowerment, achieve needs
for social support and
recognition, self-actualization

Preventive, developmental
and remedial

With power differentials (e.g., directive,
authoritative teaching)

e.g., Counseling, social skills training
groups

e.g., Growth groups, leadership
programmes

e.g., Life-planning services, career
counseling

- Skill learning
- Disempowerment? Fitting the
youth’s needs?




‘Summary: How we make use of the \ ||
guilds to undergo intervention

Characteristics of the guilds Our intervention
1. Can group players with shared interests and | » Instance dungeon (difficult tasks with boss
different expertise to accomplish tasks monsters) usually needs to be
together (Rodrigues & Mustaro, 2007; Yang accomplished on group basis
& Liao, 2009) » In order to accomplish it successfully and
» “distributed expertise” in the online increase level, players with different skills

games (Hollenbeck et al., 1995, p. 292) and expertise (e.g., Swordman, Magician)
will be grouped together

- nurtures sense of cooperation and
appreciation among group members

2. Exchange information and resources »Members who have defeated the boss "
monsters can notify other members in the
guild, so that the members will know
when the monsters will reappear again
and save time from waiting the boss

monster to reborn - .j'-‘""




“Summary: How we make use of the
guilds to undergo intervention (Cont’d)

Characteristics of the guilds

Our intervention

3. Emotional support and sense of » Interaction and cooperation for online gaming and
community (Rodrigues & Mustaro, accomplishment of tasks = interaction among
2007; Yang & Liao, 2009) players about personal issues = self-disclosure
increases =2 interaction and engagement of activities
even transferred to the offline contexts
4. Sense of obligations and reciprocity » Players with higher levels can donate the

(Rodrigues & Mustaro, 2007; Yang & Liao,
2009)

weapons and tools that can help players
with lower levels to increase their levels
faster

» Players who participate in regular guild
meetings / activities will be expelled from
the guild

- nurtures sense of reciprocity and .
mutual support




Summary: Elements contributed in
the Play Therapy

1.Accepting the clients totally

2.Extending a simple invitation to play without
explanations, goals, reasons, questions, or expectation

3.Helping the clients learn self-expression and enjoy
respect

4.Permitting but not encouraging regressive behavior early in
therapy

5.Permitting all “symbolic behaviour” while limiting destructive
behaviour

6.Prohibiting clients from physically attacking each other

7.Enforcing limits calmly, noncritically, and briefly; mentioning
limits only as necessary

8.Feeling and expressing empathy &




Narrative Therapy
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Narrative Therapy: Principles

e Separating the person from the problem
and encourages people to rely on their
own skill sets to minimize the problems
that exist in their everyday lives =2
encouraging the establishment of one’s
preferred identity




Narrative Therapy: Therapeutic elements

Deconstruction and externalization:
deconstructing problem-saturated stories and
separating the individual from the problem

Finding unique outcomes: pull out strengths

Re-authorization: listening to the stories with
inner desires

Witnessing: love my sunshine
Dissemination: my lessons i




Our intervention

* |ndividual counseling:
— Externalization
— Relative influence questions
— Mapping the influence
— Questions of unique outcomes
 Other components:
— Qutsider witness group
— Flash card reminding
— Thankful group @




Individual counseling

e Externalization:

— Objectify the problem and separate it from the client, in
order not to internalize the problem as an internal
dialogue

* Relative influence questions and Mapping the influence

— Asking the client to “map” the influence of the problem
over his / her life and inter-personal relationships, and
asking the client to describe how he / she influences
his / her problem(s)

— To expand the image of the problem, and at the same ?

time, separate the person from the problem

— To broaden the perspectives of the client, and creag
opportunities for unique outcomes
pn— .
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Individual counseling (Cont’d)

e Questions of unique outcomes

— “Unique outcomes=moments when the client is not
influenced by the problem — “alternative stories”

— “Problem-saturated” stories = re-construct a story
which is more powerful, brand-new, and
controllable

— “Uniqueness” implies the seeking of exceptions to
prior existence of problem(s) and “sparkling
moments” when the client wins over the problem(s) "

&
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Individual counseling (Cont’d)

* Application to our intervention:
— To dig out the strengths and resources of youth
— To help youth face their challenges in life
— Applied during:

* |nitial engagement with youth / invitation of youth into
guilds

* Counseling sessions




Outsider witness group

* |nvite the clients’ significant others (e.g.,
family and friends) and people sharing /
having gone through similar situations to
participate as outsider witnesses

* Useful for rewriting the clients’ narratives
and reconfirm their positive identities
established during intervention




Case sharing

Name: =E i R

Age: 19

Gender: Male

Occupation: nil (*he is a hidden youth)
Family background:

— Live with his father; mother and father got divorced

— Father-son relationship: Distant (communication separated by the
bedroom door)

Presenting problem:
— Always scolded as being “coward” and “useless” by her father in daily

life ‘
Worker’s engagement and intervention:
— Approached via: the online gaming platform (Lineage Il)
— He displays his confidence and sense of superiority in the online ga.ng

platform
P o
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Case sharing (Cont’d)

 Individual counseling session with = kit {R L

— Externalization
* E.g., “At what times the ‘sense of cowardice’ will come to you?”

— Relative influence questions
* E.g., “How does ‘sense of cowardice” affect you? How often does it
happen?”
— Mapping the influence

e Ask him to draw on a piece of paper 10 scales ranging from 1 to 10, with
the low end of the continuum representing the absence of the problem
in their life and with 10 indicating the most influential the problem has
ever been

— Questions of unique outcomes ‘

* E.g., “Are there any moments when you are not influenced by ‘the sense
of cowardice’, but instead, the ‘sense of superiority’ come into play?”

&
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Case sharing (Cont’d)

e Qutsider witnesses:
— Outsider witness 1: =gk ilt{R s father

* Held during an individual counseling session,
without the presence of the boy

 Worker prepared a video which videotaped = 5% il
R#’s gaming process, and showed it to his father

* Father witnessed his son’s wonderful achievement i
and the superiority displayed during online gamg\g

J.n-n.l.'r.-l
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Case sharing (Cont’d)

— Qutsider witness group:
* Held after the counseling sessions with the boy and his father

* Invited the boy’s relatives to share his childhood experiences
and memories = he had the characteristics of being strong
and intelligent

 Also, invited = RELTEN’s guild members to share their
experiences and moments with him (*in form of visual
communication)

* Worker made a video which videotaped the words that the

family members wanted to tell = LR 4T ‘
o = FkEL{EAL: first time hearing his father’s positive regard =
felt touched and burst into tears @

J.n-n.l.'r.-l



Case sharing (Cont’d)

* Therapeutic outcomes:

— Improved father-son relationship:

o = FF{R became willing to talk to her father
— Enhanced self-esteem, sense of self and identity

n u

* Restored positive identity: “confident”, “intelligent”, “superior”
— Re-engaged into society
* Got employed by a Taiwanese gaming company and worked as a
consultant, responsible for research and development of online
games (i.e., finding bugs in the games, formulating strategic plans

regarding online games, developing new games, and evaluating ,‘,
online games)

* Changed to a freelancer, engaging in online gaming as his caree'
(e.g., participating in International online gaming contests)

J.n-n.l.'r.-l
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Flash card reminding

* Send and share positive, encouraging messages among
members in the Whatsapp group

* Some of the messages are direct quotes / dialogues
extracted from the outsider witness group (e.g.,
spoken by the witnesses = client = shared with the
client’s group members in the Whatsapp group)

—> Strengthen the therapeutic effect of Narrative Therapy #

&
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Thankful group

* To acknowledge the achievement of the youth and
appreciate their effort paid through posting

messages in the guilds and webpages established
among group members, e.g.,

— Acknowledging a group member’s hard work in
helping another player increase the level by 30

* Strengthen one’s positive identity by receiving
positive recognition from others ?

&
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Thankful group (Cont’d)

* Also for clients to express their gratitude to
the outsider witnesses and acknowledge
the strengths of the outsider witnesses,
through sending emails and gifts
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Conclusion: Using online games for
intervention
Brand-new and innovative service platform

Popular among youth
Significant service effectiveness

Have the potential to develop it as online
centre which can arouse youth’s interest and
engagement in the services

&
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Thank you!




