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Bleed-out on the Brain:
The Neuroscience of Character-to-Player
Spillover in Larp

Abstract: This paper investigates the psychology of bleed-out, in which in-character dynamics spill over
into out-of-character thoughts and feelings (Montola, 2011). We pair emerging neuroscience theory and
research with classic models of emotion and motivation to examine the causes and consequences of this
important larp phenomenon. Regarding positive bleed, hormones associated with trust and love may
promote social bonding between players through shared in-character experiences (Kosfeld et al. 2005).
Negative interpersonal dynamics could also develop, however, during antagonistic character interaction
via “neural alarm bells” -- increased activation in brain areas associated with social rejection (Eisenberg-
er, Leiberman, and Williams 2003). Such neural activity could in turn set off defensive aggression or so-
cial withdrawal (Twenge et al. 2001), behaviors that could bleed over into out-of-game interactions. The
impact of these and other neuropsychological reactions on players” behavior may be determined by the
degree to which the line between self and character becomes blurred during play. According to Lankoski
and Jarveld (2012), however, such blurring is a baked-in feature of human embodied cognition. Therefore,
we propose that compartmentalizing “in-character” reactions requires immense self-regulatory control
— a limited resource which is known to be depleted through many activities common to larp, e.g., ef-
fortful decision making and self-presentation (Vohs, Baumeister, and Ciarocco 2005; Vohs et al. 2014).
Connecting self-regulatory resource models with bleed in this way is especially important since negative
bleed-out can be a source of conflict in player communities (Bowman 2013). As such, we offer proactive
solutions for those players or designers who wish to tailor a particular larp experience in order to avoid
bleed-out, building on pre-existing best practices: informed consent, safe-spaces, and debriefing (Burns

2014; Atwater 2016; Brown 2016; Bowman, Brown, Atwater, and Rowland 2017).
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1. INTRODUCTION

The purpose of this research is to investigate
the neuropsychological components of bleed-out,
when in-character dynamics spill over into out-of-
character thoughts, feelings and actions (Montola,
2011; Bowman, 2013). This paper specifically focuses
on the interpersonal consequences of bleed-out for
relationships between players. Whereas positive
interpersonal bleed-out can create and strengthen
relationships within a larp community, negative
bleed-out can be a source of conflict. Additionally,
players’ goals for their role-play experience may
differ, with some players choosing to embrace
some or all types of bleed-out, while others seek
to compartmentalize their in- and out-of-character
experiences. To further our understanding of this
phenomenon, we pair emerging literature on larp
bleed with neuroscience theory and research. We
hope that this work will inspire more interest in the
neuropsychological aspects of larp.

2. INTERPERSONAL BLEED-OUT IN THE BRAIN

This section highlights a few of the neural components
that are likely central to experiences of bleed-out.

Tessa Thurman
Lewis & Clark College
tessathurman@lclark.edu

First, we discuss attachment-mediating processes
that likely characterize positive bleed-out via the
release of hormones that heighten trust and reinforce
rewarding behaviors. Next, we address antipathy-
mediating processes that likely characterize
negative bleed-out via social pain. These processes
are fundamental, biological, and often outside of
conscious awareness and control, which likely makes
direct influence over bleed-out a fleeting or even
illusory concept. This is consistent with Lankoski and
Jarveld’s (2012) view that player/character blurring
is a baked-in feature of human embodied cognition.
Here we view the character as the narrative entity
which is personified and inhabited by the player
(Montola 2008).

2.1 Attachment-Mediating Processes

A majority of recent research on the neuroscience
of human attachment has investigated the role of
oxytocin, also known as the “cuddle hormone”
(Pappas 2015). Oxytocin is implicated in adult-adult
bonding and mother-infant attachment for human
and non-human animals. For example, in one study
(Kosfeld et al. 2005), oxytocin was administered to
male participants via an intranasal spray. Those who



received oxytocin (vs. a placebo) showed an increase
in trust, specifically willingness to accept social risk
for others.

Particular larp experiences may make these
attachment-mediating effects of oxytocin more
likely. In particular, oxytocin is likely released as a
protective response to acute stress (Heinrichs et al.
2003). Thus, working with other characters under
stressful conditions (e.g., a simulated battle or high
stakes puzzle) in common larp experiences may
activate a prosocial orientation of heightened trust
and sharing motivation via this neurohormone (Von
Dawans et al. 2012). Since it is likely impossible to
intentionally down regulate the neural chemical
cocktail that underpins prosocial connection, those
attachments may spill out to shape feelings about the
player as well.

Finally, any in-character experience that repeatedly
links pleasure and positive affect with other
characters will likely activate the reward system. This
system is mostly housed in the nucleus accumbens
and centers on a neurochemical known as dopamine.
For example, oxytocin exposure has been shown
to increase activity in this reward network of the
brain in men viewing photographs of their romantic
partners (Scheele et al. 2013) and mothers viewing
videos of their own (vs. other) infants (Atzil et al.
2017). Learning and habituation likely encourages
reinforcement of in-character liking even under
conditions of mere exposure (Montoya et al. 2017).
Without careful reflection on the distinction between
in-character and out-of-character experience, such
unconscious learning may readily bleed-out into
everyday player interactions.

2.2 Antipathy-Mediating Processes

A focal experience of bleed-out that likely
encourages antipathy between players is in-
character social rejection. According to social pain
theory (MacDonald and Leary 2005), social rejection
generates a potent neuropsychological response that
enables humans to identify and respond proactively
to cues of social exclusion. For example, in one study
by Eisenberger, Lieberman, and Williams (2003),
participants were invited to play a ball toss game with
others over intranet. In reality, the “other players”
were a computer program calibrated to exclude the
participant from the game after a few turns. Rejection
was associated with greater activity in the anterior
cingulate cortex (ACC), an area of the brain that
reacts to the distressing emotional component of
physical pain - like when you almost bump your
knee and get a sudden jolt despite no actual harm. As

aresult, Eisenberger, Lieberman, and Williams (2003)
and others suggest that the human social attachment
system recruited this “neural alarm” over the course
of human evolution, as this was an adaptive response
to the threat to survival and reproductive capacity
posed by rejection.

An ironic consequence of social rejection is defensive
aggression — lashing out in response to cues of
rejection that can often precede social withdrawal.
This response may protect the individual’s
psychological well-being and social status (Twenge
et al. 2001), but may also create conflict in larp
communities. For example, in an ethnography by
Bowman (2013), player-identified features that
promote schisms in larp groups included players
refusing to role-play with one another after recurring
conflict and, relatedly, lack of opportunity to smooth
over in-character tension via out-of-game social
events. She argues “when groups lack social
activities outside of game, their primary interaction
occurs in-character, which can affect their
interpretation of the ‘real life’ personality traits and
motivations of other players” (Bowman 2013, 6).
Thus, defensive aggression may cause interpersonal
bleed-out to spread into community-wide tension,
and consequently shut off opportunities to smooth
over this tension going forward.

2.3 Integration of Neuropsychology and
Experience

The foregoing section suggests that varied neural
processes such as the reward system and the social
pain network likely facilitate bonding or antipathy
between players, respectively. However, prevailing
theories of emotion suggest that an intervening step
is required between these neural responses and
interpersonal outcomes: interpretation. For example,
the two-factor theory of emotion (Schachter and
Singer 1962) describes emotional experience (e.g., “I
am afraid”) as the integration of biofeedback (e.g.,
“my heart is racing”) with concurrent appraisal of
relevant cues (the interpretation, e.g., “there is a bear
in front of me”). This interpretation can sometimes
misfire, however, resulting in misattribution and
false associations.

Inonetelling study, male participants weremorelikely
to phone a female experimenter they encountered on
a rickety bridge than a safe one (Dutton and Aron
1974). The researchers concluded that participants
had mislabeled their emotional experience (“I fancy
this person”) due to the flawed connection of their
physical state (“my heart is racing”) with the woman
in front of them rather than the real source of arousal
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(the scary bridge). The individual’s interpretation
is key to their emotional experience, and in turn,
determines the corresponding reaction to a social
target.

According to this classic model of misattribution, the
most significant bleed-out experiences would occur
whenplayersinterpretthattheirfeelingsof attachment
or antipathy are connected to the other players in the
mix rather than the characters they are role-playing
in that scene. This can occur because, as Andreasen
(2003) argues, the player exists in a double diegetic
state such that they are simultaneously present in the
out-of-character play space as well as in the game
universe. Thus, neurophysiological reactions to in-
character experiences could become paired with the
players, and thus cause the diegetic experience to
leak out. Repeatedly linking such experiences with
another player could result in habitualized, abstract
representations of the out-of-character relationship
via activation of reward/cost expectancy reinforced
by dopamine release (Cacioppo et al. 2013). Due
to this sequence of events, the larper may begin to
view those out-of-character relationships as having
emergent properties such as “love” or even “hate,”
and become motivationally driven to persist in the
interpersonal dynamic.

To a degree, a player may be able to reduce
bleed-out if they consistently and carefully label
their experiences as solely due to in-character
dynamics. However, as such interpretations are
often constructed collaboratively (e.g., during
post-event debriefs) and shaped by unconscious
learned associations, such deliberate control may be
beyond reach. Further, checking these unconscious
associations likely requires players to exert conscious
control over thoughts, feelings, and impulses
(Baumeister, Gailliot, and Oaten 2006). Such self-
regulation requires cognitive resources that have been
experimentally shown to dissipate over the course
of the day following activities requiring cognitive
control. Thus, players may be more prone to bleed-
out if they have had to choose between alternatives
(Vohsetal.2014), regulate their emotions (Schmeichel,
Vohs, and Baumeister 2003), suppress unwanted
thoughts (Baumeister, et al. 1998; Muraven, Tice, and
Baumeister 1998), present themselves a certain way
(Vohs, Baumeister, and Ciarocco 2005), or experience
a drop in blood glucose levels (Galliot et al. 2007) — all
frequent experiences in larp.

Not only are activities that deplete self-regulatory
resources common in larp, they are often intentional
design features. Burns (2014) points out that Nordic
larp incorporates features of psychodrama in order

to prompt exploration of the space between player
and character. Further, Kessock (2013) points to
players’ inability to always immediately disengage
from triggering content as a possible source of
psychological and emotional discomfort in larp.
Thus, the importance of managing bleed-out is
especially paramount when larp designers and
players purposefully engage with intense themes.
Next, we turn to possible applications of the link
between neuroscience, emotion, and bleed.

3. POSSIBLE APPLICATIONS

There has recently been a call for larp organizers
and players alike to engage in ethical management
of content (Kessock 2013; Brown 2016), safe spaces
during play, and debriefing (Burns 2014; Atwater
2016), largely to avoid or mitigate unwanted
psychological and emotional fallout of immersive
roleplay. These community best practices all
bear links to the key features discussed in this
paper that can support management of bleed-out:
preservation of regulatory resources, maintenance
of the line between player and character, and careful
interpretation of in-character experience.

First and foremost, Jarveld (2012) argues that larpers
need to be informed of what they are going to
experience in order to give consent. In non-academic
writing on this theme, Kessock (2013) has called
for ongoing transparency from game designers and
organizers given that larps evolve during play.
This transparency may include providing a script
or content warnings in advance of an event, and
avoiding undue deviation from those expectations
during play. Player-to-player consent can also be
navigated, such as via the opt-in/opt-out system
discussed by Koljonen (2016) whereby a series of
gestures can be used to communicate comfort levels
and negotiate consent during an ongoing scene
without disrupting immersion.

Informed consent practices such as these can
help players to manage bleed-out since they can
set intentions in advance for interpreting and
compartmentalizing in-character experiences. This
can work by creating a contingency for a likely event,
e.g. “as soon as situation y occurs, I will initiate
goal-directed behavior x” (Webb and Sheeran 2003,
280). Indeed, setting implementation intentions like
this has been shown to lessen the self-regulatory
resource depletion from tasks requiring inhibition
and self-control (Webb and Sheeran 2003). Thus,
when the situations that arise in play are accurately
described up front and carefully navigated during
events, players can handle impactful emotional
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role-play in a way that preserves self-regulatory
resources. However, such preparation and steering
(taking in-character actions for out-of-game reasons;
Montola, Stenros, and Saitta 2015) may be viewed
as detrimental to organic role-play and immersion,
and therefore may not be desired by all players. As
a compromise, players may choose to fully embrace
some in-character emotions in order to free up the
self-control needed to regulate emotions at other
times during an event (Tice and Bratslavsky 2000).

Next, out-of-character safe spaces have become de
rigueur recently as a place for players to retreat to
during events; these should allow players to opt-
out of resource depleting scenes and activities.
To capitalize on these practices, larp organizers
can intentionally build safe spaces that offer
opportunities to not just halt the depletion of self-
regulatory resources, but to restore them as well. For
example, they can induce positive mood through
humorous activities or surprise gifts (Tice et al. 2007);
provide snacks and sugar-containing beverages to
replenish glucose (Galliot et al. 2007); and facilitate
mindfulness meditation (Friese, Messner, and
Schaffner 2012) — all of which have been shown to
restore self-regulatory control. However, safe spaces
should be used wisely since the very act of shedding
immersion may deplete self-regulatory resources,
as has been shown with various types of mindset
switching such as alternating between concrete and
abstract frames or swapping back and forth between
two different languages (Hamilton et al. 2011).
For example, despite the fact that self-regulatory
resource depletion can subjectively feel like fatigue,
encouraging players to catch up on sleep may not be
an effective way to help them replenish self-control
(Vohs et al. 2011).

Given that shedding and regaining immersion costs
precious self-regulatory resources, we echo the call
by Bowman et al. (2017) for immersive counselors in
larp (see also Atwater and Rowland in this volume).
Such diegetically embedded staff members can help
players to navigate their in-character experiences
such as to mitigate unwanted bleed-out. After an
event, they might guide careful debriefing (Atwater
2016) and de-roling (using techniques to set the
character aside (Gualeni, Vella, and Harrington 2017),
which are vital post-event activities for managing
bleed-out. We would add then that such counselors
might want to encourage player cooperation during
de-roling activities in order to restore trust among
players who have had tricky in-character interactions
(via oxytocin release; Gordon and Berson 2018).
Additionally, they or other larp safety team members
could communicate and model best practices of

conceptualizing character experiences that make it
clearer when things are experiences of the character
versus those of the player. This would help reduce
spontaneous, collaborative reframing of in-character
experiences following events (e.g., during after-game
parties) which may be especially prone to blending
in-and out-of-character experiences.

4. CONCLUSION

The fundamental neural processes that promote
antipathy and attachment likely limit players” ability
to control their experiences of interpersonal bleed-
out. In response to this challenge, the current paper
highlights practices that may sustain or restore the
self-regulatory resources required to navigate those
boundaries. We view this work as a stepping off
point for future research on approaches to managing
bleed. For example, it is likely that informed consent,
safe spaces, and debriefing operate on multiple levels
and have many psychological and emotional benefits
and drawbacks that have yet to be fully explored.
Further research into their mechanisms will point
to improvements in the intentional use of these and
other emerging best practices in larp. Further, ego
bleed and its management likely apply to many other
immersive activities (e.g., method acting). As such,
the results of this scholarship are widely applicable.

Finally, one frequently offered piece of advice for
managing bleed is that practice makes perfect. To
a certain extent, research on self-regulatory control
agrees:itappearsyoucantrainyourselftohave greater
self-control over time and these gains can spill over
into other domains (Baumeister, Gailliot, and Oaten
2006). Thus, larpers who routinely manage bleed in
general may experience easier self-control in other
areas such as diet, exercise, and financial planning
(Oaten and Cheng 2007). Whether these potential
gains are worth the effort of practicing careful bleed
management will be up to the individual larper.
However, given the broader impacts of interpersonal
bleed-out (Bowman 2013), the benefits of optimizing
its management likely scale up at the community
level. Thus, the neuropsychology of bleed-out and its
management has serious, long term implications that
go beyond any particular game, larper, or event.

5. ACKNOWLEDGEMENT AND NOTES

The authors would like to thank the Lewis & Clark
Emotions in Social Identity & Psychology Lab,
particularly Megha Viswanathan, as well as the
anonymized reviewers for feedback on earlier drafts
of this paper.

International Journal of Role-Playing - Issue 9

12



REFERENCES

Andreasen, Carsten. 2003. “The Diegetic Rooms of
Larp.” In As Larp Grows Up — Theory and
Methods in Larp, Knudepunkt 2003, edited
by Morten Gade, Line Thorup, and Mikkel
Sander, 74-79. Copenhagen: Projektgruppen
KPO03.

Atwater, Brodie. 2016. “We Need to Talk: A
Literature Review of Debrief.” International
Journal of Role-Playing 6: 7-11.

Atwater, Brodie, and Alex Rowland. 2018.
“Developing a Framework Toward Larp
Counseling.” International Journal of Role-
Playing 9.

Atzil, Shir, Alexandra Touroutoglou, Tali Rudy,
Stephanie Salcedo, Ruth Feldman, Jacob
M. Hooker, Bradford C. Dickerson, Ciprian
Catana, and Lisa Feldman Barrett. 2017.
“Dopamine in the Medial Amygdala
Network Mediates Human Bonding.”
Proceedings of the National Academy of Sciences
114 (9): 2361-2366.

Baumeister, Roy F., Ellen Bratslavsky, Mark
Muraven, Dianne M. Tice, and Ed Diener.
1998. “Ego Depletion: Is the Active Self a
Limited Resource?” Journal of Personality and
Social Psychology 5 (74): 1252-1265.

Baumeister, Roy F., Matthew Gailliot, and
Megan Oaten. 2006. “Self-regulation and
Personality: How Interventions Increase
Regulatory Success, and How Depletion
Moderates the Effects of Traits on
Behavior.” Journal of Personality 74: 1773-
1801.

Bowman, Sarah Lynne. 2013. “Social Conflict in
Role-Playing Communities: An Exploratory
Qualitative Study.” International Journal of
Role-Playing 4: 4-25.

Bowman, Sarah Lynne, Maury Brown, Brodie
Atwater, and Alex Rowland. 2017. “Larp
Counselors: An Additional Safety Net.”
Last modified August 7. https://nordiclarp.
org/2017/08/07/larp-counselors-additional-
safety-net/.

Brown, Maury. 2016. “Creating a Culture of
Trust through Safety and Calibration
Larp Mechanics.” Nordiclarp.org. Last
modified September 9. https://nordiclarp.
org/2016/09/09/creating-culture-trust-safety-

calibration-larp-mechanics/.

Burns, Kevin. 2014. “The Therapy Game: Nordic
Larp, Psychotherapy, and Player Safety.”
In The Wyrd Con Companion Book 2014,
edited by Sarah Lynne Bowman, 28-41. Los
Angeles, CA: Wyrd Con.

Cacioppo, Stephanie, Blas Couto, Mylene Bolmont,
Lucas Sedeno, Chris Frum, James W. Lewis,
Manes Facundo, Agustin Ibanez, and John
T. Cacioppo. 2013. “Selective Decision-
making Deficit in Love Following Damage
to the Anterior Insula.” Current Trends in
Neuroscience 7: 15-19.

Dutton, Donald G., and Arthur P. Aron. 1974. “Some
Evidence for Heightened Sexual Attraction
Under Conditions of Anxiety.” Journal of
Personality & Social Psychology 4 (30): 510-
517.

Eisenberger, Naomi I., Matthew D. Leiberman, and
Kipling D. Williams. 2003. “Does Rejection
Hurt? An fMRI Study of Social Exclusion.”
Science 302 (5643): 290-292.

Friese, Malte, Claude Messner, and Yves Schaffner.
2012. “Mindfulness Meditation Counteracts
Self-control Depletion.” Consciousness and
Cognition 21: 1016-1022.

Galliot, Matthew, Roy F. Baumeister, Nathan C.
DeWall], Jon K. Maner, Ashby E. Plant,
Dianne M. Tice, Lauren E. Brewer, and
Brandon, J. Schmeichel. 2007. “Self-
control Relies on Glucose as a Limited
Energy Source: Willpower is More than a
Metaphor.” Journal of Personality & Social
Psychology 92: 325-336.

Gordon, Ilanit, and Yair Berson. 2018. “Oxytocin
Modulates Charismatic Influence in
Groups.” Journal of Experimental Psychology:
General 1 (147): 132-138.

Gualeni, Stefano, Daniel Vella, and Johnathan
Harrington. 2017. “De-Roling from
Experiences and Identities in Virtual
Worlds.” Journal of Virtual Worlds Research 10
(2): 1-20.

Hamilton, Ryan, Kathleen D. Vohs, Anne-Laure
Sellier, and Tom Meyvis. 2011. “Being of
Two Minds: Switching Mindsets Exhausts
Self-regulatory Resources.” Organizational
Behavior and Human Decision Processes 115
(1): 13-24.

International Journal of Role-Playing - Issue 9

13



Heinrichs, Markus, Thomas Baumgartner, Clemens
Kirschbaum, and Ulrike Ehlert. 2003. “Social
Support and Oxytocin Interact to Suppress
Cortisol and Subjective Responses to
Psychosocial Stress.” Biological Psychiatry 12
(54): 1389-1398.

Jarveld, Simo. 2012. “The Golden Rule of Larp.” In
States of Play: Nordic Larp Around the World,
edited by Juhana Pettersson, 19-24. Helsinki,
Finland: Pohjoismaisen roolipelaamisen
seura.

Kessock, Shoshana. 2013. “Ethical Content
Management and the Gaming Social
Contract.” In The Wyrd Con Companion 2013,
edited by Sarah Lynne Bowman and Aaron
Vanek, 102-111. Los Angeles, CA: Wyrd
Con.

Koljonen, Johanna. 2016. Basics of Opt-In, Opt-
Out Design, Part 1: Introductory Talk.
Participation Safety. Last modified June
20. https://participationsafety.wordpress.
com/2016/06/20/basics-of-opt-in-opt-out-
design-part-1-introductory-talk/.

Kosfeld, Michael, Markus Heinrichs, Paul J. Zak,
Urs Fischbacher, and Ernst Fehr. 2005.
“Oxytocin Increases Trust in Humans.”
Nature (435): 673-676.

Lankoski, Petri, and Simo Jarvela. 2012. “An
Embodied Cognition Approach for
Understanding Role-playing.” International
Journal of Role-playing 3: 18-32.

MacDonald, Geoff, and Mark R. Leary. 2005. “Roles
of Social Pain and Defense Mechanisms
in Response to Social Exclusion: Reply
to Panksepp (2005) and Coff (2005).”
Psychological Bulletin 2 (131): 237-240.

Montola, Markus. 2008. “The Invisible Rules of
Role-Playing The Social Framework of Role-
Playing Process.” International Journal of
Role-playing 1: 22-36.

.2011. “The Painful Art of Extreme Role-
playing.” Journal of Gaming & Virtual Worlds
3 (3): 219-237.

Montola, Markus, Jaakko Stenros, and Eleanor
Saitta. 2015. “The Art of Steering:
Bringing the Player and the Character
Back Together.” In The Knudepunkt
2015 Companion Book, edited by
Charles Bo Nielsen and Claus Raasted,
106-117. Copenhagen, Denmark:

Rollespilsakademiet.

Montoya, Matthew R., Robert S Horton, Jack L.
Vevea, Martyna Citkowicz, and Elissa
A. Lauber. 2017. “A Re-Examination of
the Mere Exposure Effect: The Influence
of Repeated Exposure on Recognition,
Familiarity, and Liking.” Psychological
Bulletin 5: 459-498.

Muraven, Mark, Dianne M. Tice, and Roy F.
Baumeister. 1998. “Self-Control as Limited
Resource: Regulatory Depletion Patterns.”
Journal of Personality and Social Psychology 3
(74): 774-789.

Oaten, Megan, and Ken Cheng. 2007.
“Improvements in Self-control From Financial
Monitoring.” Journal of Economic Psychology 28
(4): 487-50.

Pappas, Stephanie. 2015. “Oxytocin: Facts About
the “Cuddle Hormone’.” LiveScience. Last
modified June 4. https://www livescience.
com/42198-what-is-oxytocin.html.

Schachter, Stanley, and Jerome E. Singer. 1962.
“Cognitive, Social and Psychological
Determinants of Emotional State.”
Psychological Review 69: 379-399.

Scheele, Dirk, A. Wille, Keith M. Kendrick, Birgit
Stoffel-Wagner, Benjamin Becker, Onur
Glintiirkiin, Wolfgang Maier, and René
Hurlemann. 2013. “Oxytocin Enhances
Brain Reward System Responses in Men
Viewing the Face of their Female Partner.”
Proceedings of the National Academy of Sciences
110 (50): 20308-20313.

Schmeichel, Brandon J., Kathleen D. Vohs, and
Roy F. Baumeister. 2003. “Intellectual
Performance and Ego Depletion: Role
of the Self in Logical Reasoning and
Other Information Processing.” Journal of
Personality and Social Psychology 1 (85): 33-46.

Tice, Dianne M., and Ellen Bratslavsky. 2000.
“Giving in to Feel Good: The Place of
Emotion Regulation in the Context of
General Self-Control.” Psychological Inquiry
11 (3): 149-159.

Tice, Dianne M., Roy F. Baumeister, Dikla Shmueli,
and Mark Muraven. 2007. “Restoring the
Self: Positive Affect Helps Improve Self-
regulation Following Ego Depletion.”
Journal of Experimental Social Psychology 43:
379-399.

International Journal of Role-Playing - Issue 9

14



Tice, Tanja S. Stucke, and Chester A. Insko.
2001. “If You Can’t Join Them, Beat Them:
Effects of Social Exclusion on Aggressive
Behavior.” Journal of Personality and Social
Psychology 6 (81): 1058-1069.

Vohs, Kathleen D., Roy F. Baumeister, and Natalie

J. Ciarocco. 2005. “Self-regulation and
Self-presentation: Regulatory Resource
Depletion Impairs Impression Management
and Effortful Self-presentation Depletes
Regulatory Resources.” Journal of Personality
and Social Psychology 88: 632-657.

Vohs, Kathleen D., Roy F. Baumeister, Brandon J.

Schmeichel, Jean M. Twenge, Noelle M.
Nelson, and Dianne M. Tice. 2014. “Making
Choices Impairs Subsequent Self-control:

A Limited-resource Account of Decision
Making, Self-regulation, and Active
Initiative.” Motivation Science 1: 19-42.

Vohs, Kathleen D.; Brian D. Glass; W. Todd

Maddox; Arthur B. Markman, 2011.
“Ego Depletion Is Not Just Fatigue:
Evidence From a Total Sleep Deprivation
Experiment.” Social Psychological and
Personality Science 2 (2): 166-173.

Von Dawans, Bernadette, Urs Fischbacher, Clemens

Kirschbaum, Ernst Fehr, and Markus
Heinrichs. 2012. “The Social Dimension of
Stress Reactivity.” Psychological Science 6
(23): 651-660.

Webb, Thomas L., and Paschal Sheeran. 2003.

“Can Implementation Intentions Help
to Overcome Ego-depletions?” Journal of
Experimental Social Psychology 39: 279-286.

Diana]J.Leonard (Ph.D.)is a social psychologist
whose expertise lies in the roles of emotion
and cognition in group conflict. She received
her Ph.D. in Psychology at UC Santa Barbara
in 2012 and is currently Assistant Professor
of Psychology at Lewis & Clark College in
Portland, Oregon. As a Ph.D. student, she soon
joined the Southern California cinematic boffer
larp community. Now, Leonard uses social
psychology theory and methodology to study
larp group dynamics. As an educator, she also
uses elements of role-play to empower her
students to explore marginalized identities.

Tessa Thurman is a dual Biology/Psychology
major at Lewis & Clark College in Portland,
Oregon. When she is not busy pursuing her
undergraduate degree, Tessa plays a Rover in
the Washington chapter of the larp Dystopia
Rising.

International Journal of Role-Playing - Issue 9

Twenge, Jean M., Roy F. Baumeister, Dianne M.

15



