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Abstract 
 
The game industry is modern and as such in constant evolution, therefore it needs              
information on how to better its work practices either it be on a professional level or at a                  
training level. This thesis focuses on game education, specifically on the game students             
partaking in such education and developing a game as part of a game-based development              
course. The study investigated what kinds of pressure might be afflicting game students at              
Uppsala University during their game production courses and what are the effects of such              
pressures on the work/life balance of the concerned game students. To conduct the data              
collection, a survey with close and open-ended questions was used to gather information on              
focused topics but also get the opinion of the respondents on the matter. 
 
As a result of the research, it was possible to learn that the game students are pushing                 
themselves to adopt overworking tendencies during their game production course. This           
behavior would be motivated by the different pressures affecting them during their game             
production course like the pressure to produce high-quality work. The conclusion reached is             
that the pressures affecting game students during their game production courses are related to              
the lack of healthy work habits of game students when working independently on their game               
productions. The pressures have impacts on the work/life balance of the affected students             
who often end up sacrificing their well-being in favor of work. This decision can have the                
opposite effect as work/life balance conflicts can hinder a game student's chances of             
academic success. To address this issue this thesis recommends game schools to support             
game students who are working independently by leading them to adopt healthy work habits              
and helping them to cope with the pressures of their environment.  
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1 Introduction 
  
The game industry has been famous in recent years for its high work-demands and the 
work-life balance problem that comes as consequences for the employees (Escudero 2008). 
As professional game developers start to be acknowledged as highly pressured from their 
stressful work environment, other populations of game developers are also developing games 
and therefore exposed to the pressures of game production but don’t get as much attention 
within the research field. There is a growing number of game-design educations (McGill, 
Settle, and Decker, 2013), however, there are still a lot of gaps and knowledge to be 
established making it harder for game education to properly integrate how to build courses 
that fit the demands of the industry (Henrik Engström, 2019). Roden and LeGrand (2013 p.6) 
mention “It remains a significant challenge to keep the game development curriculum up to 
date and produce graduates who are competitive in securing industry jobs.” When we look at 
the literature surrounding this subject it seems that there is not a clear definition of how to 
help game students cope with the pressure of production but rather papers concluding that 
further investigation is needed to understand how to improve such courses (Zyda, Lacour, and 
Swain 2008 p.75; Wu 2012 p.17). Identifying the pressures affecting game students during 
their game production courses would participate to better understand how to help them cope 
with it and design game production courses adapted for students to keep a healthy work-life 
balance as they are going through production. 
  
This paper is aiming at getting a sample of information on the growing population of game 
students partaking in game development courses and the pressure they can experience from it. 
The method used to gather data was a qualitative approach in the form of a survey to collect 
feedback from game students on the kinds of pressures that are affecting them during their 
game production courses. This survey was inspired by the work of Escudero (2008) on the 
work-life balance of professional game workers and asked the respondent questions related to 
how game production is affecting their life and symptoms of pressures that they might have 
noticed during game production. The survey was conducted with around 30 game students. 
The gathered data was then analyzed and the open question of the survey was compiled using 
coding schemes following the method of content analysis (Renner and Taylor-Powell 2003). 
  
Considering its limited scale, this research can not pretend to depict a correct representation 
of the pressures affecting all game students but it delivers the common perspectives of a 
sample population of game students. As such the results of this research can still be used as an 
empirical source of data for game education to consider when planning similar game 
production courses (Rajagopalan and Schwartz 2005).  
  
The results of this research revealed that around half of the respondents to the survey reported 
having trouble maintaining a proper work-life balance and most of them noticed negative 
changes in their life during game production periods such as tiredness, trouble to focus, 
increase in stress, and loss of motivation. The majority of the respondents reported a sacrifice 
of their life priorities during game production to have more time for their work priorities on 
their game and other university work. The results of analyzing open questions show that those 
tendencies are caused by their desire to make great games of their own and their responsibility 
toward their teammates regarding the quality of their work. Most of the respondents to the 
survey let the pressure of having a finished product that fit their vision take over too much 
importance in their life to the point where they are sacrificing their work-life balance to make 
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it. Managing the amount of work-priorities they set for themselves becomes more challenging 
as game students go through the game production period working more than what would be 
healthy for them and gradually tire risking to reach their limit and have a burnout. Working 
beyond one’s limit might be beneficial on some occasions but it quickly evolves into 
something destructive if it happens too often (Escudero 2008). 
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2 Background 
 

Game students are university students but they also take on the role of game developer during 
a game production course. Weststar and Legault (2016) reported that game students seem to 
share similar pressures to the ones of professional game developers which can add up to the 
pressure of being a university student. Therefore both the challenges affecting university 
students and game developers need to be considered when investigating the different kinds of 
pressure that can afflict game students during their game production courses.  
  
  
2.1 The challenge of being a university student 
 
2.1.1 University student’s subjective well-being 
  
It has been acknowledged that university students are under a high level of pressure from 
partaking in university-level education with studies mentioning higher levels of psychological 
distress than officers, teachers, human service workers, and even nurses (Dollard and de 
Jonge 2002 p.157). This research might not directly correlate student’s well-being to their 
academic success but still, advise education to support student’s well-being. 
  
“High levels of strain and dissatisfaction appear to have their roots in the structure of the 
(student) job, and resulting levels of satisfaction, in turn, predict performance levels.” 
(Dollard and de Jonge 2002 p.159).  
  
As has been noted by Dollard and de Jonge (2002 p.159) student’s well-being is connected to 
student's life and job satisfaction which does correlate to student’s academic success.  
  
The factors influencing the subjective well-being of university students are many but a study 
from Dost Meliha Tuzgöl on student’s subjective well-being reveals to us what is affecting 
them from a student's perspective. 
  
“Perceived economic status, perceived parental attitude, satisfaction with physical 
appearance, religious belief, and locus of control were related to university students’ 
self-reported levels of subjective well-being.” (Dost Meliha Tuzgöl 2006 p.193,194). 
  
Here Dost Meliha Tuzgöl (2006 p.193,194) noted that these areas of influence on a student's 
subjective well-being reveal that when students are not satisfied with either it does reduce 
their psychological well being in turn. The author advises education to support students in 
each of these areas to help them improve their psychological well-being and help them cope 
with the pressures of their university study (Dost Meliha Tuzgöl 2006 p.194). The research of 
Antonio Borrello (2005) also concluded that student’s subjective well-being and student’s life 
satisfaction are positively related to their academic results and success.  
  
2.1.2 University student’s psychological well-being 
  
In order to support university student’s psychological well-being we first have to understand 
the development tasks most critical to students during their years of education (Miller and 
Sheldon 2001 p.81). Based on previous research the study of Miller and Sheldon (2001) on 
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student’s psychological well being establishes three central areas to student’s development 
tasks and how they directly relate to student's psychological well-being. Social 
problem-solving orientation, career decision making attitudes, university program 
commitment are these three areas and they positively relate to the psychological well-being of 
university students (Miller and Sheldon 2001 p.82). The research highlights that social 
problem solving and career decision making attitudes develop as students gain years of 
experience studying. Therefore first-year students are the most sensitive population of 
university students to psychological well-being reduction when struggling with these areas of 
development (Miller and Sheldon 2001 p.82). Finally, social problem-solving orientation and 
psychological well-being would be mediated by university program commitment and 
psychological well being. This implies that education should develop student’s social 
problem-solving orientation to facilitate their career decision making, program commitment, 
and psychological well-being which in turn would be fostering their chances of academic 
success (Miller and Sheldon 2001 p.82). 
  
The hypothesis that led me to investigate the research question of this paper is that game 
student’s psychological well being would be most compromised during the periods of game 
production that they partake in during their game education. These game productions stand at 
the crossroads of stress inherent to university education and the stress generated from game 
development. As the research field surrounding game research is still young, the empirical 
data available regarding the impact of game development-based learning on student’s 
psychological well-being and other aspects is lacking and requires further investigation (Bian 
Wu 2012).  
  
  
2.2  The challenges of being a game developer 
  
The research from Weststar and Legault (2016) reported a set of common challenges to 
professional, free-lance, and student game developers: 
  

● Crunching: Crunching generates well-being reduction by creating work-life conflicts 
as the extra work priorities are being done over the time reserved for life priority 
which in turn generates an imbalance between work and life priorities inducing 
psychological and physical well-being reduction (Arora and Wagh 2017). 

  
“Over half of the respondents across the board from each of freelancers, employees and the 
self-employed said they crunch. This is often more than once per year and they put in at least 
50% more hours during crunch than the standard workweek of 40 hours” (Weststar and 
Legault 2016 p.32). 
  
In this quote Weststar and Legault (2016 p.32) highlight the fact that crunshing is a common 
occurrence among game developers. 
  

● The demands on employees: That corresponds to how well game developers are 
compensated in exchange for their work and effort invested in the development of the 
game. A good example of how such well-being reduction can be generated is the lack 
of compensation for “crunch” time that is already creating work-life imbalance and 
well-being reduction on its own (Weststar and Legault 2016 p.32).  
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● The underrepresentation of minority: Minority in game development such as women, 

older workers, and ethnic minorities can be victims of well-being reduction through 
the difficulty of being part of a minority created by challenges in terms of equity and 
discrimination within the team-based work environment of game development 
(Weststar and Legault 2016 p.32).  

  
● The diverse experiences and challenges of different workers in the industry (i.e., 

salaried employees, freelancers, and the self-employed) and the need to devise suitable 
approaches to support each group (Weststar and Legault 2016 p.32). Within the 
environment of game education, this challenge exists through the mix of different 
background experiences each student comes with. 
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3 Previous works within the subject area 
 
 
3.1 Work/life balance today 
 
The definition of Work/life balance has been in constant evolution following the evolution of              
our societies and it needs to be constantly updated to fit the concept of our modern societies                 
(Kelliher, Richardson and Boiarintseva 2018). Arora and Wagh (2017) researched why           
work/life balance is so important today, in their research, they focus on what area of               
employees' life can suffer most from too much work commitment. Like Escudero (2008), they              
explain the common interest for both workers and companies to achieve better work/life             
balance for the employees and that it can only happen through the collaboration of each party.                
Finally, their research mentions that people today started to learn about the concepts             
surrounding work/life balance and observed that as this knowledge is spreading there is a              
growing interest for it from the general population. They conclude that people learning about              
work/life balance and well-being concepts then start to care more for it and even decide to                
look for a career change to have better work/life balance which confirms the interest of the                
general public for awareness on such subjects (Arora and Wagh 2017). 
 
 
3.2 The research surrounding game developer well-being and pressures. 

 
Both research fields surrounding work/life balance and how game production rhythm within            
the industry can negatively affect its workers have been a growing interest since the beginning               
of the new millennia (Witheford and De Peuter 2006). This growing interest in better working               
conditions within the game industry could be explained by the worldwide evolution of work              
culture with digital employment taking over factory labor (Brynjolfsson and McAfee 2011).            
Today the game industry is looking to better its development practices to foster the              
productivity of its workers as more is being learned on how to improve productivity through               
supporting the well-being of the workers (Witheford and De Peuter 2006; Escudero 2008).  
 
3.2.1 The traditional working cadence 

 
Concerning the focus of this study, it is relevant to first establish what is known about the                 
traditional game production model and work cadence perpetrated within the game industry            
and how it has been pushing its employees' well-being to negative extents (Witheford and De               
Peuter 2006). Escudero (2008) did an in-depth research about the game industry's negative             
work practices, In his paper, he presents to us a complete picture of what kind of work/life                 
balance conflicts have been traditionally perpetrated within the game industry over time, why             
there are such conflicts and how it would eventually be possible to solve them. According to                
Escudero (2008), learning to cultivate healthy work/life balance and fostering employee's           
well-being by doing so, would benefit both the company and its workers' from the better               
productivity generated from having a healthy work/life balance. 
 
3.2.2 The culture within workplaces 
 
Another interesting area of focus on the research field of work/life balance is the research               
around organizational culture as one important influencer to employees' work/life balance           
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(Clouston 2012). In her research Clouston (2012) investigates in what measure organizational            
workplace culture is affecting employees' work/life balance. Achieving work/life balance is to            
consider many factors and organizational workplace culture is made of an entire package of              
positive and negative aspects to the employees' work/life balance and well-being. But to             
summarize it, an organizational culture built around flexibility and respect of the individual is              
fostering employees' work/life balance while an organizational culture focused on power and            
performance tends to enforce work/life balance conflicts for employees (Clouston 2012).           
Clouston (2012) concludes her research with this idea on work/life balance:  
 
"Work/life balance has multiple dimensions at social, organizational, individual, cultural and           
structural levels. It is intertwined with and is a product of politics, human and financial               
resources, economics, demographics and individual, family, community, social values,         
structures and cultures[...] developing work-life balance is a matter of developing as a             
complex and interconnected whole, as a tool of human sustainability and resilience and a part               
of a wider ecology of life balance." (Clouston 2012 p.219). 
 
Here Clouston (2012 p.219) highlights in this quote that work/life balance is an             
“interconnected whole” made of many dimensions related to our societies and that developing             
work/life balance creates a tool enhancing “human sustainability and resilience. 
 
 
3.3 The research surrounding university students well-being and pressures. 
 
3.3.1 The research field surrounding the new kind of university students such as game              
students. 
 
Previous studies of the research field surrounding university students' well-being have           
covered most of the different factors of influence to students' well-being, academic success or              
failure, chance of burnout and pressures. But we can find an area of this broad research field                 
that is lacking in data and literature in the more modern kinds of students who are learning to                  
become professionals of more modern industries (Liu 2020; Vasilyeva and Sinagatullin           
2020). Despite the number of these new students learning new skills growing day by day, the                
research field concerning them is lacking in data on how to properly support them to this day                 
(Liu 2020). The research field surrounding student's well-being is lacking information           
concerning the most recent/modern student's as they learn following new practices not yet             
investigated from this perspective (Roden and LeGrand 2013; Bayliss and Bierre 2008). 
 
We need to update our knowledge of student's well-being with new information from modern              
educational environments such as game schools if we want to build better education teaching              
tomorrow's jobs (Liu 2020). Some recent research and articles like the one from Harvey              
(2019) or Check Point (2020) starts to make mention of the extra-pressures game students              
undergo from developing games. But we can't say that a research field based on empirical               
data about the well-being of game students exists today.  
 
Considering what has been done before in the research field around the well-being of              
university students, this thesis is meant to fill the lack of data concerning the well-being of                
game students. With the growing number of new educations such as game schools, the              
research field concerning university students needs to be extended to include the more recent              
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teaching practices that would fit better to what the industry is looking for (McGill 2009;               
McGill 2008). We are today in need of comprehensive data about these new fields of               
education to understand and better the way to teach them to future students (Liu 2020). The                
data gathered in this thesis represents a first piece of data about the well-being of game                
students which hopefully will participate in further research aiming to understand game            
students.  
 
3.3.2 The pressure of too much work  
 
Cotton, Dollard, and de Jonge (2002) proposed the idea that university education is like a job                
for students and they follow the model of being an employee to the university where their                
productivity levels would be equal to how efficient they are in their learning. Following this               
logic, our "employee" university students try to be as efficient as they can in their "work" to                 
reach their goal of academic success but much like a job, working too much can reveal to be                  
counter-productive. In their research Auxiliadora, Lourdes Fernández-Berrocal and        
Montalbán (2006) concluded that: 
 
"Our study has confirmed that greater Perceived Stress in undergraduate students was            
significantly associated with not only all burnout dimensions but also with engagement            
dimensions,[...] In addition, consistent with previous empirical studies on self efficacy as            
individual predictor of burnout (i.e., Brouwers & Tomic, 2000; Evers et al., 2002; Salanova,              
Grau, Cifre, & Llorens, 2000), the present study found support of its relevance as predictor of                
the positive elements of burnout (Academic Efficacy) and engagement dimensions. These           
results might support the idea that the negative influence of Perceived Self-Efficacy on             
burnout might be explained by its stronger influence on Personal accomplishment/Efficacy           
(GilMonte, 2005)" (Auxiliadora, Lourdes Fernández-Berrocal and Montalbán 2006 p.162). 
 
In this quote Auxiliadora, Lourdes Fernández-Berrocal and Montalbán (2006 p.162) tell us            
that a student's perceived emotional intelligence has direct consequences on their well-being            
through perceived stress. Therefore students with lower levels of perceived self-efficacy are            
more sensitive to reducing their well-being from negative perceptions of their thoughts. The             
more sensitive students are, the more likely they are to negatively affect their well-being, just               
from setting work for themselves, because of their perceived emotional intelligence           
(Auxiliadora, Lourdes Fernández-Berrocal and Montalbán 2006).  
 
Lee and Anderman (2020), further explore the idea that students might create pressure for              
themselves from their own studying/working goals with this conclusion from their research : 
 
"Perfectionist tendencies and achievement goals have both independent and, in some cases,            
conjoint relations with adaptive outcomes in college students. Given the increase in mental             
health concerns on campuses in recent years (National College Health Assessment, 2017), the             
ability of faculty, residence life staff, counselors, and others to recognize perfectionist            
tendencies and to consider students' academic goals may help all involved in post-secondary             
education to provide needed supports for struggling students."(Lee and Anderman 2020 p.11). 
 
Here Lee and Anderman (2020 p.11) noted that some students who suffer from perfectionist              
tendencies are struggling in their academic goals and recognizing such attitudes among            
students would make it possible for school staff to support the concerned students toward              
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academic success. Perfectionist tendencies are an even more relevant subject concerning that            
student's game productions are often of their crafts and ideas and therefore more personal and               
important to them (Fullerton 2014; Masuch and Lennart 2020). 
 
Game students being attached to the game projects they are developing is making them more               
likely to have perfectionist tendencies during periods of game development (Masuch and            
Lennart 2020). Lee and Anderman (2020) suggests that a proper support is needed to help               
people with such tendencies as they create more pressures for themselves overall in their work               
and in this case education. Perceived self efficacy and emotional intelligence are also factors              
that could lead game students to create pressure for themselves as they project all the work                
and emotion coming forth in the future (Lee and Anderman 2020). This reduction of              
well-being is even more concerning for first year students as they lack experience on how to                
manage working independently (Terry, Blake Peck, Smith and Nguyen 2020) and are more             
sensitive to the pressure they can generate on their own. 
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4 Purpose 
 
This paper aims to highlight the kind of pressures that can afflict game students in the                
learning environment of a game production course. This thesis represent only an insight into              
the pressure felt by game students during game production periods but it can be a first step to                  
open the research field surrounding game students as game development-based teaching           
techniques are a focal point of most game educations (Tracy Fullerton, 2018; Roden and              
LeGrand 2013). This research is also trying to highlight how the research field surrounding              
game students could be used to improve how we support them in their education and better                
their learning experience as the industry is still looking for ways to improve its teaching               
methods (Roden, LeGrand 2013). Another application of this research could be to raise             
awareness about the risks students are exposed to during periods of game production and              
eventually participate in spreading such information.  
 
The belief that motivated this paper is that the research field of game design research today                
lacks information about game students, despite their crucial role as the future of the game               
industry. This is the statement that this paper is trying to tackle by creating a source of                 
empirical data on the research field surrounding game students partaking in game production             
courses or other forms of game development-based learning methods and the pressure such             
courses can generate. 
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5  Method and materials 

 
To collect the data a survey was developed targeting game students partaking in a game               
production course. In the case of this data collection the survey was handed to game students                
partaking in a game course from the game design section of Campus Gotland of Uppsala               
University. The questions chosen for this survey were informed by research on the             
consequences of overworking in game production by Escudero (2008). The data gathered            
through the use of the survey was then analysed using content analysis methods (Mayring              
2004) and using coding schemes to identify trends of well-being reduction among the             
respondents following the model of Renner and Taylor-Powell (2003). The motivation for            
using a survey to gather data among game students is to understand from a qualitative               
view-point how game production is affecting their well-being from their own personal            
perspective (Cassell and Symon 2004). 

 
 
5.1 Methods used in previous research 
 
Considering the lack of research on the subject of game students' pressures, it has been hard to                 
find reference to research methods from other researches. For this reason, the methods from              
similar research to this study were considered as previous research such as the work from               
Escudero (2008) using interviews and large scale surveys. The goal of such an approach is to                
analyze and understand trends and perspectives among the surveyed populations and draw            
conclusions from comparing the data gathered to previously establish facts (Weststar and            
Legault 2016; McGill, Settle and Decker 2013). The research from Dyer-Witheford and De             
Peuter (2006) used case studies and interviews of overworked game workers to compile their              
data which inspired the method for this research. 

 
 
5.2 Methods used to collect data 
 
The method used to collect data went through the format of a survey asking game students                
about established symptoms of overworking in game production inspired by the work of             
Escudero (2008) on work/life balance. The model of qualitative research of Cassell and             
Symon (2004 p.11) recognizes the uses of surveys as they provide a more structured form of                
collecting qualitative data than an interview and can still represent the personal perspective of              
the interviewees. The survey was personally handed to game students of campus Gotland             
during their period of game production to make sure the respondents were game students              
currently in a period of game production. I went to the university to meet teams of game                 
students who were working on their game projects there. After approaching them to discuss              
their work I would present my research and if they were developing games as part of a game                  
development course provided by the education I would propose to them to answer the survey.               
The survey was developed using google form and asking the respondents through a digital              
form a mix of multiple choice questions and open-ended questions. Data was collected that              
way for a month of going every day during the week for a couple of hours to the university                   
and wandering around public working spaces to find teams of game students working on a               
game. The complete survey can be found in Appendix B. 
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The aim was to collect enough answers to the survey in order to create a data collection that                  
could be compiled following the content analysis process of Renner and Taylor-Powell            
(2003). Using content analysis methods in the case of a survey allows us to identify trends                
among the surveyed population of game students in a non-intrusive manner. The data             
gathered that way was then organised in figures and text and the open question of the survey                 
compiled using coding schemes following Renner and Taylor-Powell (2003) methods of           
content analysis. The semantics code used for compiling the answer to the open questions of               
the survey were limited to the terminology of the research fields mentioned previously in this               
research paper such as work/life balance, well-being, university students, self-efficacy, life           
satisfaction and burnout. The reason for limiting the data compilation to this word             
terminology is to relate the findings to established facts from the previously mentioned             
research.  

 
The design of the questions was inspired by the main themes of work/life balance conflict and                
their consequences on workers covered in the work of Escudero (2008) because of the              
similarity with the research topic of this study. Going from the work/life balance conflict              
symptoms established by Escudero (2008) a first pool of questions were created with             
additional questions added to the survey in order to cover the other themes of this study such                 
as self-efficacy or burnout. The decision of creating questions that mostly focuses on             
work/life balance conflicts and symptoms was to make it possible to analyse the data gathered               
through the lens of previous research works but also to be able to connect this study work to a                   
broader existing research field surrounding well-being and work/life balance. 

  
- The first step was to find previous research surrounding the fields of game productions              

and university student's well-being. This provided references on game students as it is             
a recent field of research lacking in data. This also creates validated knowledge that              
can later be used for the analysis. 
 

- The second step was to categorize the aspect of well-being reduction that game             
students could be victim of from participating in a game production course and from              
their university education. As such were retained concepts of work/life balance and            
psychological well-being to evaluate the kind of pressures felt by game students. 
 

- The third step was to create the survey for the population of game students that would                
be interviewed to collect the data. The survey should be anonymous and targeted             
towards students that are in the middle of a game production. The questions of the               
survey included game students from different experiences and backgrounds as part of            
an international course and the survey should get answered by enough people to be              
able to identify trends when compiling the data.  
 

- The fourth step was to go find game students having some time available, interested in               
answering the survey and fitting the profile to answer.  
 

- The final step was to compile the data from multiple choice questions into figures and               
regroup the results of the open ended question into common themes identified among             
the data collection and illustrated with answers from the concerned pull of            
respondents. The data was organized using coding schemes according to the content            
analysis methods of (Renner and Taylor-Powell 2003).  
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5.3 Strengths and Weaknesses with the method 
 
The major strength the study model used is the opportunities it offers to easily identify               
behavioral patterns within the answer of the survey. When analyzing the answers and             
comparing them to existing references from previous work within the research field we can              
draw conclusions from the comparison. Another advantage of this method is that it targets              
game students when they are in the midst of production and have been designed with this                
event in mind. Considering the survey was inspired by previous works within the research              
field of well-being reduction of university students and the symptoms of overworking in game              
production, it was possible to focus the questions of the survey on relevant indicators of               
pressure among game students involved in game production courses. Using coding schemes            
from content analysis methods in pairs with a survey offers a non-intrusive way of gathering               
the data but still focused on specific topics. 

 
A counterpart for using a research method based on a survey is that it might be limiting the                  
insight that could be provided by the interviewed to the limit of the question asked and                
therefore miss relevant elements to our research in their answer. To address this issue open               
questions have been added to the survey in order to give more liberty for the interviewed                
game students to express their view in their answer and get wider insight from them on the                 
subject that are relevant to this research. 

 
The major weaknesses of the model of research used is that the main success factor of this                 
study resides in getting a diverse enough number of participants to the survey in order to                
identify common trends among all the respondents. As this research is focusing on a specific               
population (game students) during a specific period of time (amidst a game production             
period). It is needed to have enough participants that fit the profile to answer the survey for it                  
to be somewhat representative of how an average game student can perceive well-being             
reduction induced from their game production. This is one of the major problems that was               
encountered during this research as the number of participants to the survey is limited and               
from only one location, which limited the observations of this research as they are not               
representative of all game students in the world but rather only a portion of game students                
from campus Gotland in 2019. Yet the results of the survey yielded interesting insight on               
what pressure the game students who responded to the survey felt and it was also possible to                 
identify trends of answer within the limited pool of participants. 

 
 

5.4 Materials that was used 
 
  The materials that were used during the research were: 

● Previous work of the literature field to support a survey model 
● A computer with internet to build the survey and hand it out to the targeted audience. 
● Game design students currently in-game design production and available to answer the 

survey 
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6 Results 
 
The survey was answered by a total of 35 respondents but only 30 of them were retained as 
data because 5 respondents were not currently developing a game at the moment of answering 
this survey. The number of respondents to this survey was pretty limited and therefore the 
results collected should not be considered representative of the average game students but 
rather as a sample of the kind of work/life balance conflicts and pressure game students can 
experience during a game production course in 2019. As the complete results of the survey 
would be too extensive to cover a summary of it focusing on the trends identified about the 
pressures experienced during game production course and their consequences on game 
students will be presented here but you can find the full data collection in Appendix B. 
 
 
6.1 Average profile of the respondent to the survey 
 
Respondents to the survey were aged from 20 to 40 years old with the average respondent to 
the survey being 21 years old. The majority of the respondents were male with 20 out of the 
30 respondents identifying as male. The game design education dispensed at campus Gotland 
of Uppsala university during the time of the survey proposed different minors to its students 
such as programming, management, art, and design. Figure 3 below displays the minors that 
the respondents to the survey are in and Figure 4 in which year of their bachelor program 
they are in. 
 
The bachelor program of game design dispensed at campus Gotland of Uppsala university 
proposes to their students four different minors such as programming, management, art, and 
design. Figure 3 below represents the minors of the respondent to the survey. 
 

Figure 3: Game design minor of the respondents. 
 
We can see here that the majority of the respondents to the survey are programmer and artist 
with 25 out of the 30 respondents identifying as such. These 2 roles are the most present 
within the respondents as they are the bread and butter of game production course at campus 
Gotland. Management and design minors are less present as they are minors that recently got 
added to the bachelor program in comparison to art and programming minors which were the 
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two original minors available from the moment the bachelor program in game design 
dispensed at campus Gotland opened. 
 

 
Figure 4: How experienced are the respondents in the bachelor program. 
 
The bachelor program of game design dispensed at campus Gotland of Uppsala university is 
completed in three years of education with mandatory game production courses at the end of 
the first and second year of education. Third-year students can partake in game production 
courses to complete their final year of education but not all third-year students have to partake 
in game production courses. Accordingly, Figure 4 shows that most respondents to the survey 
were first and second-year students partaking in the mandatory game production courses of 
the bachelor program and as undergraduates still in the process of learning to work in-game 
production. 
 
 
6.2 The pressures affecting the work/life balance of game students during game 
production course 
 
6.2.1 Perceived work-life balance 

Figure 5 represents the level of work/life balance reported by the respondents to the survey 
with answers ranging from 2/10 to 10/10 for the level of work/life balance perceived. 19 out 
of 30 respondents think their levels of work/life balance is of 5/10 or lower showing us that 
the majority of the respondents reported struggling to maintain a stable work/life balance 
during game production. 
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Figure 5: Perceived work/life balance of the respondents during game production. 
 
What motivated your answer? 
Following the question “How do you feel about your work/life balance from 1 to 10?” was 
asked the open question “What motivated your answer?”. Among the answers trends could be 
identified as such: 
 
Work/life balance conflicts: Game students reporting how game production course is 
affecting their work/life balance (21 out of 27 respondents to this open question reported 
work/life balance conflicts). 
 

● Tiredness and lack of time because of too long workdays (13 out of 27 respondents). 
- 13(Artist) answered 2/10 work-life balance and commented: "Working 10h a day 

because the course is too short for the most important production in the programme." 
- 14(Programmer) answered 4/10 work-life balance and commented: "Long workdays at 

school, work practice for half the weekend at the moment" 
- 22(Programmer) answered 3/10 work-life balance and commented: "I have about 4 

hours a day of free time. If we have 16 hours in a day I have 1/4th of the time in a day 
as leisure time. so 3 or 2 felt suitable." 

 
 

● Shift in priorities where work priorities take the place of life priorities (8 out of 27 
respondents). 

- 5(Artist) answered 4/10 work-life balance and commented: "I have a problem 
separating work and personal life" 

- 10(Artist) answered 3/10 work-life balance and commented: "Im currently doing 
multiple projects at once and have to balance all of them. This regularly results in 
having trouble relaxing at home." 

 
Work/life balance achieved: Game students reporting how they managed to achieve 
work/life balance during the game production course (11 out of 27 respondents to this open 
question reported having acceptable levels of work/life balance during the game production). 
 

- 1(Manager) answered 6/10 work-life balance and commented: "With my routine I 
have time for myself everyday after my work is done." 
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- 23(Programmer) answered 7/10 work-life balance and commented: "I have been 
feeling good about work lately, it has been fun and rewarding, but I have also had time 
for myself" 

 
Stress from university: Game students reporting impediment ot their work/life balance from 
university related pressure (7 out of 27 respondents to this open question reported pressure 
from the university environment). 
 

● Pressure from following multiple courses (3 out of 27 respondents). 
- 9(Artist) answered 2/10 work-life balance and commented: "I'm currently juggling an 

unfinished course, the thesis and a game project" 
 

● Stress of the approaching deadline (3 out of 27 respondents). 
- 21(Artist) answered 4/10 work-life balance and commented: "Right now im in late 

stage production and stressed as hell, but normally i feel like i balance it pretty well. 
The overworking comes in waves." 

 
6.2.2 Effect on the quality of work of game students during a game production course 
  
When asked “Did you notice any changes in the effectiveness of your work, during an 
extensive production period?”, Figure 6 shows us that the majority of 19 respondents out of 
30 report experiencing changes in the effectiveness of their work during their game 
production course, 4 respondents also answered maybe. When asked as follow up the open 
question “What kind of changes did you notice?” trends of mostly negative changes to the 
effectiveness of their work could be identified among the answers. 
 
Following the question “Did you notice any changes in the effectiveness of your work, during 
an extensive production period?” was asked the open question “What kind of changes did you 
notice?”. Among the answers trends could be identified as such: 

 

What kind of changes did you notice? 

 
Negative changes observed: (15 out of 20 respondents to this open question reported 
negative changes in the effectiveness of their work during game production). 
 

● Tiredness from too much work the game production (7 out of 20 respondents). 
- 6(Artist) answered yes and commented: "When i get into a flow it works better and 

faster, but after too much work, it gets slower" 
- 22(Programmer) answered yes and commented: "Unfocused, slower overall progress." 

 
● Trouble to think and make decisions (7 out of 20 respondents). 
- 7(Designer) answered yes and commented: "When I work for extensive periods I 

usually find it hard to think, to decide on what is good and bad which in turn leads to 
more stress and overworking." 

- 11(Programmer) answered yes and commented: "Decision fatigue for example" 
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● Increase in stress (4 out of 20 respondents). 
- 3(Designer) answered yes and commented: "Less productive it it is to stressful or to 

much work" 
 

● Loss of motivation (2 out of 20 respondents). 
- 15(Programmer) answered yes and commented: "I become less efficient and lose 

motivation" 

 
Positive changes observed: (7 out of 20 respondents to this open question reported positive 
changes in the effectiveness of their work during game production from improving their work 
practices). 
 

- 2(Programmer) answered yes and commented: "better understanding of what was 
doable or not since there was more time" 

- 8(Programmer) answered yes and commented: "You get into a flow which makes it 
easier to work."  

 
6.2.3 Overworking during game production course 
 
In the survey, a definition of burnout was provided to the respondent before asking them the 
questions that follow, that definition of burnout can be found in Appendix B in the part 
concerning overworking. When asked “Did you know what a diagnosed burnout is prior to 
this survey?” In Figure 12, 13 respondents out of 30 reported knowing what a burnout is and 
10 out of 30 had an idea of what a burnout was. Considering the answers, the majority of the 
respondents to the survey seem to be conscious of the existence of burnout issued from too 
much work. 
 
When asked “Did you ever experience a burnout because of your work during a game 
production?” In Figure 13, 7 out of the 30 respondents reported having experienced a burnout 
during a game production period and 6 reported that they might have as well. Almost half of 
the respondents to the survey reporting having experienced a burnout during a game 
production period. This might seem like a huge portion of the respondents considering the 
severity of a burnout, but we have to take into account the fact that this is the feeling and 
opinion of the respondents on the matter and not a medical report from an expert. 

 
Following the questions of Figure 12 and Figure 13, was finally asked: “Do you think you’re 
at risk to burn yourself out during game production?” in Figure 14. 8 out of the 30 
respondents reported feeling at risk of a burnout during their game production course and 7 
reported that they may be at risk of a burnout. Again around half of the respondents to the 
survey are concerned with burnout. Even if the respondents aren’t experts on the subject 
matter of burnout, the trend of concern from half of them to do a burnout during their game 
production reveals the worry that half of them have to seriously exhaust themselves during 
game production. 
  
Why do you think you’re at risk to burn yourself out during game production? 
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Following the question “Do you think you’re at risk to burn yourself out during game 
production?” was asked the open question “Why?” to get a deeper and more personal 
explanation from the respondents on the subject of burnout. Among the answers trends could 
be identified as such: 
 
Feeling at risk of a burnout: (15 out of 25 respondents to this open question reported feeling 
at risk of doing a burnout during game production). 
 

● Risk of burning out because of the workload during game production (10 out of 25 
respondents). 

- 8(Programmer) answered maybe and commented: "I think I can cause this by not 
taking care of myself enough. It's easy to take away other valuable things from your 
life when you work intensely on something." 

- 29(Artist) answered yes and commented: "Because of the mentioned above about 
stress "You want to do the things as best as you can. Feel like people can depend on 
you. You need a good portfolio for when you need to apply to work. If people are 
slacking you feel like you need to take the slack."" 

 
● Risk of burning out from self-imposed workload during the game production(5 out of 

25 respondents). 
- 12(Artist) answered yes and commented: "Overworking myself, taking on too many 

responsabilities" 

 
Not feeling at risk of a burnout: (10 out of 25 respondents to this open question reported not 
risking of doing a burnout during game production). 

● Not feeling at risk of burning out from the workload during game production (5 out of 
25 respondents). 

- 6(Artist) answered no and commented: "Its not that long of a project, and i do not have 
to must stressful role" 

● Being careful not getting at risk of burning out from the workload during game 
production (5 out of 25 respondents). 

- 2(Programmer) answered no and commented: "i change my working pace and focus 
area when i run into fatigue" 

  
When asked “Do you have high expectations when it comes to the quality of your work?” in 
Figure 15, a great majority of 28 out of the 30 respondents reported having high expectations 
regarding the quality of their work. Game production courses are meant to learn, therefore it 
is acceptable to fail when working on game projects as part of the learning experience in such 
courses but these trends highlight the perfectionist tendency the respondents to the survey 
might have regarding their game projects. 
  
As a follow-up question to Figure 15 was asked in Figure 16 “Does your team have high 
expectations when it comes to the quality of your work?” and again a majority of 24 out of the 
30 respondents reported that their team has high expectations regarding the quality of their 
work. This reveals to us that not only the game students who answered the survey internally 
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pressure themselves to produce high-quality work but they also feel an external pressure to 
produce high-quality work from their team.  
  
  
6.3 Consequence of the pressure experienced during game production course for game 
students 
 
6.3.1 Consequence of the pressure on the body 
 
Figure 7 represents the behavioral symptoms reported by the respondents during their game 
production course. The pool of behavioral symptoms was limited to the one associated with 
work/life balance conflicts from the references of Escudero (2008). From the answers of the 
respondents, we can identify a trend of social conflicts related symptoms with 15 out of the 30 
respondents becoming impatient and 12 out of the 30 respondents feeling more aggressive 
during their game production course. Another trend of symptoms that can be identified is 
deranged eating habits with 6 out of 30 respondents reporting an increase in their eating and 6 
out of the 30 respondents reporting a loss of appetite.  
 

 

Figure 7: Perceived behavioral changes of the respondents during game production. 

Figure 8 represents the psychological symptoms reported by the respondents during their 
game production course. The pool of psychological symptoms was limited to the one 
associated with work/life balance conflicts from the references of Escudero (2008). From the 
answers of the respondents we can identify that the pressure of game production course is 
taking a toll on the respondents psychological well being with 22 out of the 30 respondents 
reporting stress. Other symptoms such as anxiety, depression, mood swings, apathy and 
reduced life satisfaction have been reported by around a third of the respondents as well. 
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Figure 8: Perceived psychological changes of the respondents during game production. 
 

Figure 9 represents the physiological symptoms reported by the respondents during their 
game production course. The pool of physiological symptoms was limited to the one 
associated with work/life balance conflicts from the references of Escudero (2008). From the 
answers of the respondents we can identify a trend of minor discomfort related to work/life 
balance conflicts with 9 out of the 29 respondents reporting insomnia, 7 out of the 29 
respondents reporting stomach pain and 5 out of the 29 respondents reporting getting stress 
from these symptoms. A majority of 15 out of the 29 respondents answered not feeling 
physiological symptoms related to game production, this trend highlights that the respondents 
to the survey seem to be more afflicted by behavioral and psychological symptoms of 
work/life conflicts than physiological ones. 
 

Figure 9: Perceived physiological changes of the respondents during game production. 

  
6.3.2 Consequence of the pressure on the stress level and mental state. 
 
Figure 10 represents the perceived level of stress reported by the respondents during their 
game production course. 18 out of 30 respondents feel that their stress level during game 
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production course is 5/10 or above highlighting once more that the majority of the 
respondents seem to be struggling to maintain a stable work/life balance during game 
production as their stress level rises accordingly. 
 

Figure 10: Perceived stress level of the respondents during game production. 

 
Figure 11 represents the frequency at which respondents experience stress during their game 
production course. 7 out of 30 respondents feel that they are experiencing stress daily, 8 out of 
30 respondents feel that they are experiencing stress weekly and 9 out of 30 respondents feel 
that they are experiencing stress when deadlines are approaching. Considering that the student 
game development teams of campus Gotland of 2019 work following the SCRUM 
organization, deadlines are set weekly in order to complete weekly sprints. 
 
Why does your work stress you? 
  
Following the questions of Figure 10 and Figure 11 about stress, was asked the open 
question “Why does your work stress you?” in order to get explanations from the respondents 
on what stresses them in their work during game production and identify trends of stress 
factors. The trends of stress from work identified in the answers of the respondents to the 
survey are as follows: 
 
Stress from work related to work/life balance conflicts during game production:  
(14 out of 27 respondents to this open question reported work/life balance types of cause for 
their stress during game production). 
 

● Perfectionism (10 out of 20 respondents). 
 

- 8(Programmer) answered: "perfectionism. I think I could do better." 
- 14(Programmer) answered: "Worry over whether we'll be able to complete the game 

like we want it, performance anxiety" 
● Pressure to perform (6 out of 20 respondents). 
- 29(Artist) answered: "You want to do the things as best as you can. Feel like people 

can depend on you. You need a good portfolio for when you need to apply to work. If 
people are slacking you feel like you need to take the slack." 
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- 9(Artist) answered: "I feel like there's constantly something that needs to be done and i 
dont get a moment to breathe" 

● Priority conflicts (5 out of 20 respondents). 
 

- 7(Designer) answered: "Work needs to be produced in turn to get a game, If things are 
produced it means we potentionally have to start cutting things, which we dont want to 
do since that means the quality of the product overall goes down" 

 
Stress from work related to being a university student: (12 out of 27 respondents to this 
open question reported university environment related causes for their stress during game 
production). 
 

● Problem solving (8 out of 20 respondents). 
- 3(Designer) answered: "When there are moments when I do not feel I have control of 

things" 
- 13(Artist) answered: "Things break, and we don't have time for things breaking or no 

one to ask for help. Don't knowing well what I'm doing but hoping everything works 
nonetheless (being unprepared for production)." 

● Deadlines (5 out of 20 respondents). 
- 22(Programmer) answered: "Having a time limit, things that you cannot control over 

sometimes happen." 

Game students managing well their stress from work (6 out of 27 respondents to this open 
question reported managing well their stress during game production).  
 

- 24(Programmer) answered: "It didnt stress me out because from the get go we wanted 
to maintain a stress free work enviornment with breathing room." 

- 15(Programmer) answered: "not so much stress, more just mental pain" 

  
6.3.3 Consequence of the pressure on the lifestyle 
  
Figure 17 represents the number of respondents who feel like their lifestyle is impacted by 
game production course with 17 out of 30 respondents feeling that their work in game 
production course is impacting their lifestyle and 4 out of 30 respondents feeling that it might 
impact their lifestyle. 
 
Figure 18 represents the kind of lifestyle changes reported by the respondents during their 
game production course. The pool of lifestyle changes from work was limited to the one 
associated with work/life  
balance conflicts from the references of Escudero (2008). From the answers of the 
respondents we can identify 2 main trends. The first trend of lifestyle changes from work is 
related to the eating habits of the respondents with 17 out of the 30 respondents reporting 
impacts of the way they eat. The second trend of lifestyle changes from work we can identify 
is related to how physically fit respondents are with 17 out of the 30 respondents reporting 
impacts on the way they sleep and 16 out of the 30 respondents reporting changes in how 
physically active they are. 
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Figure 18: Perceived changes in the lifestyle of the respondents during game production. 

  
Something you want to say about how your work impacts your lifestyle? 
  
Following the question “Did you notice any of these changes in your lifestyle habits during 
extensive production periods?” was asked the open question “Something you want to say 
about how your work impacts your lifestyle?” in order to get a deeper and more personal 
explanation on what changes in the lifestyle of the respondents during their game production 
courses. 
 
Reduction of the quality of life (18 out of 21 respondents to this open question reported a 
reduction of the quality of their life during game production). 
 

● Worse eating habits (13 out of 21 respondents). 
- 5(Artist) commented: "I forget to eat when I work" 
- 10(Artist) commented: "Most of my lifestyle changes are revolving around food. I get 

very irregular eating patterns and overeat or undereat.” 
- 30(Programmer) commented: "I eat more snacks, drink more coffeine drinks, sleep 

less or sometimes sleep too much(day naps), skip working out hours, eat take-outs or 
cook fast food at home" 

 
● Less physical exercise (6 out of 21 respondents). 
- 6(Artist) commented: "Less time to do exercise and i sleep earlier" 
- 22(Programmer) commented: "I never exercise anymore. I used to before starting 

here.” 

 
Work and life priorities shifted in favor of work priorities of the game production (7 out 
of 21 respondents to this open question reported prioritizing their work on the game over the 
rest of their priorities during game production). 
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- 3(Designer) commented: "When lectures I work sometimes from home, sometimes 
from campus. Now I am only at campus, so I eat here, do not walk the dog as usual, 
do not get child from shool as often as otherwise" 

- 15(Programmer) commented: "I dont cook food because I dont want to do more stuff” 
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7 Analysis 
  
In this section of the thesis paper, the data collection will be compared to the previously 
established knowledge about the kind of pressures that could affect game students in order to 
identify what trends of pressures exist among the respondents to the survey. Some figures 
representing the results to the survey are referenced in this section but are not highlighted in 
the result part and can be found in Appendix B. 
  
  
7.1 Pressures to perform in a game development project 
  
The main pressure on the game students answering to the survey seems to be the pressure to 
perform and work on the game project they partake in, often resulting in overworking. With 
close to half of the respondents to the survey reporting to push themselves almost to a point of 
burnout (see Figure 12, Figure 13, and Figure 14).  
  

● "I feel like there's constantly something that needs to be done and i dont get a moment 
to breathe” (9(Artist)). 

 
● "Working on average 55h per week, still have time off on weekends."; "Overworking 

myself, taking on too many responsabilities" (12(Artist)). 
 

● "Because I can get a bit stuck on what I am doing and if it is not working I will keep at 
it until it does even if that means sitting for hours looking at the same singular thing. I 
cause a self inflicted burn out because of my own stubborness." (24(Programmer)). 

  
This pressure to work on the game project seems to be motivated by perfectionist 

tendencies like described by (Lee and Anderman 2020) as the respondents report : 
  

● “Because Im passionate about achieving my personal goals in quality and quantity at 
work, and that can sometimes drive me to overwork." (21(Artist)). 

  
● "Work needs to be produced in turn to get a game, If things are produced it means we 

potentionally have to start cutting things, which we dont want to do since that means 
the quality of the product overall goes down" (7(Designer)). 

  
● "perfectionism. I think I could do better." (8(Programmer)). 

  
It also seems that the respondents to the survey have these perfectionist tendencies because 
they feel as if they were the “star performer” of their team like the one described by Escudero 
(2008 p.18). Because of it, they have high expectations regarding the quality of the work they 
provide for their game and generate a feeling of peer-pressure from their team that they think 
is expecting them to work as hard as they can (see Figure 15 and Figure 16). 
  

● "I want to perform well, which results in an anxiety cycle" (5(Artist)). 
  

● "Because I want to perform and show good results and make people proud." 
(10(Artist)). 
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7.2 Pressures generated from working independently. 
  
Working within an independent team might be a great tool to develop the self-efficacy of 
students but it is also creating pressure for the students who might lack the experience or 
self-efficacy to manage work on their own (Terry, Blake Peck, Smith and Nguyen 2020; 
Capri, Ozkendir, Ozkurt and Karakus 2012; Lee and Anderman 2020). 
  

● "Things break, and we don't have time for things breaking or no one to ask for help. 
Don't knowing well what I'm doing but hoping everything works nonetheless (being 
unprepared for production)." (13(Artist)). 

  
Also the perceived academic control of some of the game students interrogated seem to be 
challenged from working in independent teams, which can fuel the stress and pressure from 
the fear of not succeeding in their study (Respondek 2019). 
  

● "When there are moments when I do not feel I have control of things" (3(Designer)). 
  

● "Having a time limit, things that you cannot control over sometimes happen." 
(22(Programmer)). 

  
  
7.3 Psychological pressures affecting game students. 
  
A source of pressure for the game students interrogated is having to find how they can solve 
their problem which creates pressure for them as they don’t know where to find help or a 
solution and fail in their social problem-solving exercise (Miller and Sheldon 2001). 
  

● "Because I am using a new tool In Unity (Anima 2D) which is completely new to me, 
so sometime I face some problems and I need time to fix them" (16(Artist)). 

  
● "When I don't know how to solve the problem" (4(Manager)). 

  
Another source of psychological pressure for the respondents is their concern about their 
orientation solving as some of them like the artists will use the work that they produced in 
their book and portfolios. This creates additional pressure for these students who think that 
their productions are part of their orientation and matter for them to find a future job (Miller 
and Sheldon 2001). 
  

● "Because of the mentioned above about stress You want to do the things as best as you 
can. Feel like people can depend on you. You need a good portfolio for when you 
need to apply to work. If people are slacking you feel like you need to take the slack." 
(29(Artist)). 
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7.4 Pressures generated from sacrificing lifestyle priorities 
  
Because of the importance that game projects take for game students during their game 
production periods, work time is extended to a point where game students take the time out of 
other life priorities to make room for more time working on their game project. But this 
sacrifice is not without consequences as it reduces their life satisfaction which in turn creates 
more stress and pressure for game students (Cotton, Dollard, and de Jonge 2002;Capri, 
Ozkendir, Ozkurt and Karakus 2012). One of the most reported case of lifestyle sacrifice is 
game students taking the time they usually allocate for relaxing to replace it with work. 

● "Most of the days are spent working, and due to the amount of work I am currently 
doing, it leaves little time to do other things once the day is over due to a lack of 
energy." (7(Designer)). 

  
● "Im currently doing multiple projects at once and have to balance all of them. This 

regularly results in having trouble relaxing at home." (10(Artist)). 
 

● "Had some previous experiences throughout my education where it was such a load of 
work to do that i keep trying to push myself over the limit and later it's hard to work 
OR relax." (19(Artist)). 

 
Another area of game students' lifestyle that gets compromised during game production 
periods is eating, with a good portion of the game students interrogated reporting allocating 
less time to cook and being more into junk food during periods of game production. 
  

● "Since I don't like cooking much to begin with, my limited time outside of work gives 
me barely any opportunity to cook actual food. Same for dedicated time for exercise.” 
(14(Programmer)).  

  
● "Most of my lifestyle changes are revolving around food. I get very irregular eating 

patterns and overeat or undereat.” (10(Artist)). 
  

● "Often grabbing some easy, unhealthy food on the way home after the whole day of 
work. Mcdonalds, frozen food etc. Mostly cuz of being tired and wanting some easy 
snack as fast as possible."(19(Artist)). 

  
Finally the last trend of lifestyle sacrifice during game production periods which can generate 
a reduced life satisfaction for the game students partaking in it is regarding the time students 
spend in order to get physically fit. The sacrifice made here is of two orders, there is a 
sacrifice of the time reserved for sleeping and a sacrifice of the time allocated for exercising 
which in turn can reduce the life satisfaction of game students and make them more likely to 
be tired. 
  

● "I eat more snacks, drink more coffeine drinks, sleep less or sometimes sleep too 
much(day naps), skip working out hours, eat take-outs or cook fast food at home" 
(30(Programmer)). 

  
● "Less working out, less sleep, less hanging out with friends. Not enough time to make 

propper food." (29(Artist)). 

 



32 

  
● "Since I don't like cooking much to begin with, my limited time outside of work gives 

me barely any opportunity to cook actual food. Same for dedicated time for exercise.” 
(14(Programmer)). 

  
  
7.5 Source of pressures generated from university 
  
The last source of pressure worth mentioning is the pressure game students get from their 
other obligations as university students. The trends of reports about university-related 
pressures are about the pressure generated from having to complete other courses at the same 
time as developing a game and the pressure from the deadlines of other courses or late work. 
These extra work commitments are added to the ones of game production, creating further 
priorities for students to allocate time for working and by doing so enhancing the pressures 
from the trends of overworking some students adopt during the periods of their game course. 
 

● "I'm currently juggling an unfinished course, the thesis and a game project" (9(Artist)). 
 

● "Im currently doing multiple projects at once and have to balance all of them. This 
regularly results in having trouble relaxing at home." (10(Artist)). 
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8 Discussion 
  
There is also a lot of psychological pressure for game students from working on their own 
during their game production courses. As most of the respondents to the survey were first and 
second-year game students they might be lacking experience and therefore the self-efficacy 
needed to cope with the pressures of working independently. Failing might be a part of the 
learning process but because of their perfectionist tendencies, game students seem to be 
morally affected by having to solve work problems on their game projects. This pressure of 
having to find a solution independently is generating stress for the game students lacking 
experience and self-efficacy and this is reinforced if game students are facing a problem that 
they can’t seem to solve. Also, some game students like the artists will be using the work they 
produced for their game projects as part of their portfolio so this creates extra pressure to 
succeed and just as much extra stress for students when a problem arises in their work. 

 
Considering those game students are in the process of learning through game production the 
way they will be working on games in the future, it is important that they develop healthy 
working habits for this future. But because game schools are experimenting and are still 
figuring out the proper way to support their game students to be ready to work in the market 
of the game industry, there are no established models for conducting game production 
courses. If game educations want to build better game production courses, it will be important 
that they take into account how such courses might impact the work/life balance of 
inexperienced game students, so that they can focus on supporting and teaching healthy 
work/life balance practices and act upon the trends of overworking tendencies game students 
might adopt on their own. 

 
The research fields surrounding the game industry and in the case of this research game 
students and game production course are recent and it is hard for researchers of these fields to 
explore new subjects like the topic of this research as there is no previous work on the subject. 
In order to further these research fields, we need more similar research observing and 
understanding all the different areas of the game industry in order to create reliable sources of 
information for stakeholders of the game industry to use as a reference. Following the same 
idea, this research could be improved and replicated in many different game schools with 
actual experts on the subject of pressure that could understand the dynamics of pressures 
affecting game students during their game production course. With much more research of 
this kind, more data would be created, and by adding these different pieces of information it 
might be possible to build a solid knowledge base on this subject matter which could be used 
as a reference by game educations worldwide to design their game development courses and 
game students be more aware and learn about healthy working habits. 
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9 Conclusion 
  
After having analyzed the trends of pressures reported by the game design students 
interrogated during their game production course, it will be discussed in this section the 
impacts that these pressures can have on the game students concerned and their work/life 
balance. 
  
The major pressure on the game students who answer to the survey seems to be the pressure 
to perform, generated from high standards regarding the quality of the work performed on 
game projects among game students. This pressure to perform and give the best of yourself at 
work influences game students into making decisions where they will shift the order of their 
life and work priorities in a way that work-priorities take over life priorities. Because of this 
shift in work and life priorities that game students make to different extents, work takes an 
increasing place in their life. These overworking tendencies will through the period of their 
game production course be traduced into symptoms of work/life balance conflicts like 
tiredness, reduced life satisfaction, or even burn-out for the most extreme cases of these 
overworking tendencies. 

 
These overworking tendencies motivate game students to be sacrificing lifestyle 

priorities for work priorities which in turn generate its own set of pressures for game students. 
For example, a lot of the respondents to the survey mentioned having worse sleeping and 
eating habits during game production periods and also doing fewer exercises making them 
less healthy as the game production period advances. From these sacrifices of lifestyle 
priorities, the overall life-satisfaction of these game students will be lowered creating more 
stress in the process and this toll on well-being is making it even harder for them to maintain a 
healthy work/life balance and stay productive throughout the entire game course. 
Finally, it is also worth mentioning that the pressures from the university environment that 
game students are in are also contributing to create stress for game students. Because of the 
responsibilities from other courses that game students might have to meet deadlines and put in 
working hours, game students have to organize their working schedules well to satisfy both 
ends. But because of their lack of experience and how implicated they might be in their game 
projects, game students might struggle to still be able to give enough energy to succeed in 
other courses, which creates pressure for them during game production that turns into even 
more stress for them. 

 
In summary, the pressures affecting game students during their game production course are 
pressures to perform high-quality work, the pressures of having a huge workload, the 
pressures of working in independence, and finally, the pressure issued from the university 
environment of higher education. Because of these pressures during their game production 
course, a majority of the game students interrogated seem to be struggling to maintain a 
healthy work/life balance during game production periods. This unhealthy work/life balance 
is traduced into a shift between life priorities and work priorities where work priorities are 
taking over other life priorities which in turn will reduce the well-being of game students and 
their chances of academic success. 
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Appendix A 

The survey 
 

Here you can find the survey that was given to the game students in this research. 
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Appendix B 

Results of the survey 
 
Here you can find the full collection of data of the survey used in this thesis paper. 

Some of the questions of the survey were open questions, in most cases as a follow up 
question to give more depth to the answer of the respondents. The answers to these open 
questions coded with methods of content analysis can be found below with the main categorie 
of color used when coding. As such RED coded text stands for pressures related to work/life 
balance conflicts. YELLOW stands for pressures related to the study environment of 
university. BLUE stands for positive management of the pressure in forms of achieving 
work/life balance. 
 

Profile 
 

 
Figure 1: Age of the respondents.  
 

 
Figure 2: Gender of the respondent. 
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Figure 3:Game design minor of the respondents How experienced are the respondents in the 
bachelor program. 
 

Figure 4: How experienced are the respondents in the bachelor program. 
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Work / life balance 

 

Figure 5: Perceived work/life balance of the respondents during game production. 
 
What motivated your answer? 
 
1(Manager) answered 6/10 work-life balance and commented: "With my routine I have time 
for myself everyday after my work is done." 
2(Programmer) answered 9/10 work-life balance and commented: "making games is 
everything that matters right now"  
3(Designer) answered 5/10 work-life balance and commented: "I do most of my work when I 
am in school, do not take much home. Still I am a bit tired from work when I get home so I do 
not have as much energy left as I would like to, to do other stuff." 
4(Manager) answered 9/10 work-life balance and commented: "Feeling fulfilled." 
5(Artist) answered 4/10 work-life balance and commented: "I have a problem separating work 
and personal life" 
6(Artist) answered 4/10 work-life balance and commented: "I have time over for other stuff 
but theres quite a lot of work to be done" 
7(Designer) answered 4/10 work-life balance and commented: "Most of the days are spent 
working, and due to the amount of work I am currently doing, it leaves little time to do other 
things once the day is over due to a lack of energy." 
8(Programmer) answered 5/10 work-life balance and didn’t comment. 
9(Artist) answered 2/10 work-life balance and commented: "I'm currently juggling an 
unfinished course, the thesis and a game project" 
10(Artist) answered 3/10 work-life balance and commented: "Im currently doing multiple 
projects at once and have to balance all of them. This regularly results in having trouble 
relaxing at home." 
11(Programmer) answered 10/10 work-life balance and commented: "My life" 
12(Artist) answered 3/10 work-life balance and commented: "Working on average 55h per 
week, still have time off on weekends." 
13(Artist) answered 2/10 work-life balance and commented: "Working 10h a day because the 
course is too short for the most important production in the programme." 
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14(Programmer) answered 4/10 work-life balance and commented: "Long workdays at 
school, work practice for half the weekend at the moment" 
15(Programmer) answered 7/10 work-life balance and commented: "I have spare time but not 
enough to do anything significant outside of weekends" 
16(Artist) answered 5/10 work-life balance: "we work every day from 9.30 to 17.30 so I have 
just a little bit time in the evening to do whatever I want" 
17(Manager) answered 4/10 work-life balance and commented: "I am a bit of a work junky. I 
spend a bit more time working than home." 
18(Manager) answered 10/10 work-life balance and commented: "We decided togheter how 
much so it seems like most where satisfied with the times." 
19(Artist) answered 3/10 work-life balance and commented: "Intense and extensive week 
working hours and coming home late." 
20(Programmer) answered 7/10 work-life balance and didn’t comment. 
21(Artist) answered 4/10 work-life balance and commented: "Right now im in late stage 
production and stressed as hell, but normally i feel like i balance it pretty well. The 
overworking comes in waves." 
22(Programmer) answered 3/10 work-life balance and commented: "I have about 4 hours a 
day of free time. If we have 16 hours in a day i have 1 4th of the time in a day as leisure time. 
so 3 or 2 felt suitable." 
23(Programmer) answered 7/10 work-life balance and commented: "I have been feeling good 
about work lately, it has been fun and rewarding, but I have also had time for myself" 
24(Programmer) answered 10/10 work-life balance and commented: "Currently I am more 
focused on school work and so I do not actually take that much time for working on our 
project. So it is definitively more time to do the things I want but it is more so because work 
has been stagnent for a while now" 
25(Programmer) answered 7/10 work-life balance and commented: "I'm not sure. It's just how 
I feel." 
26(Programmer) answered 5/10 work-life balance and didn’t comment. 
27(Artist) answered 3/10 work-life balance and commented: "I work for 11 hours a day." 
28(Programmer) answered 8/10 work-life balance and commented: "I usually go home and 
play video games for a while and that relaxes me after a hard day of work" 
29(Artist) answered 3/10 work-life balance and commented: "Long hours of work, so after 
that I just go home, eat and sleep. Only in weekends I tend to do other things, but you always 
feel like you should work on other things (portfolio and such)" 
30(Programmer) answered 4/10 work-life balance and commented: "The project that I'm 
working on is falling behind so I spend more time than expected" 
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Game production workload 
 

Figure 6: Perceived changes in the work effectiveness of the respondents during game 
production. 

 

What kind of changes did you notice ? 

 

1(Manager) answered yes and commented: "I usually get more tired as the production 
advance and it's harder to put as much hours in at the end despite the deadlines." 

2(Programmer) answered yes and commented: "better understanding of what was doable or 
not since there was more time" 

3(Designer) answered yes and commented: "Less productive it it is to stressful or to much 
work" 

4(Manager) answered no  and commented: "None so far." 

5(Artist) answered maybe and commented: "The quality of produced work drops if I don't rest 
enough" 

6(Artist) answered yes and commented: "When i get into a flow it works better and faster, but 
after too much work, it gets slower" 

7(Designer) answered yes and commented: "When I work for extensive periods I usually find 
it hard to think, to decide on what is good and bad which in turn leads to more stress and 
overworking." 

8(Programmer) answered yes and commented: "You get into a flow which makes it easier to 
work." 
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9(Artist) answered maybe and didn’t comment. 

10(Artist) answered yes and commented: "I had trouble focussing and thinking about 
solutions." 

11(Programmer) answered yes and commented: "Decision fatigue for example" 

12(Artist) answered yes and commented: "My effectiveness is lowered throughout the day 
and throughout the week." 

13(Artist) answered yes and commented: "It takes longer to solve issues or make simple tasks 
as the day progresses, it is harder to keep focus. 

14(Programmer) answered yes and commented: "Easier for me to be effective with some mild 
time pressure on the group. Don't know about extreme pressure though." 

15(Programmer) answered yes and commented: "I become less efficient and lose motivation" 

16(Artist) answered no and didn’t comment. 

17(Manager) answered no and didn’t comment. 

18(Manager) answered no and didn’t comment. 

19(Artist) answered maybe and commented: "Sometimes a slight decrease in motivation." 

20(Programmer) answered yes and didn’t comment. 

21(Artist) answered no  and didn’t comment. 

22(Programmer) answered yes and commented: "Unfocused, slower overall progress." 

23(Programmer) answered no and didn’t comment. 

24(Programmer) answered yes and commented: "Due to the work team agreeing that work 
should only be done on work days and never having to suffer crunch I would say I got a lot of 
work done, felt a general satisfaction of the work I was doing and was neither stressed nor felt 
overwhelemed by what I was doing. Generally it was just a lot of fun." 

25(Programmer) answered maybe and didn’t comment. 

26(Programmer) answered yes and didn’t comment. 

27(Artist) answered no and didn’t comment. 

28(Programmer) answered yes and commented: "I get better and using my brain to code and 
debug code" 

29(Artist) answered yes and commented: "Stress, body is tired, exhausted and lack of 
concentration" 

30(Programmer) answered yes and commented: "Unfocused and into distractions such as 
small talk and etc when working in group, as well not effective sleep" 
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Body state 

Figure 7: Perceived behavioral changes of the respondents during game production. 

 

Figure 8: Perceived psychological changes of the respondents during game production. 
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Figure 9: Perceived physiological changes of the respondents during game production. 
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Mental state 

 

Figure 10: Perceived stress level of the respondents during game production. 

 

Figure 11: Frequency of stress of the respondents during game production. 

 

Why does your work stress you ? 

 

1(Manager) answered: "Most of the stress I get from my work is from the pressure of having 
to complete my sprint each week and be sure that it's done well enought to not have to rework 
anything." 

2(Programmer) answered: "it doesnt, its just work" 

3(Designer) answered: "When there are moments when I do not feel I have control of things" 

4(Manager) answered: "When I don't know how to solve the problem" 
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5(Artist) answered: "I want to perform well, which results in an anxiety cycle" 

6(Artist) answered: "The deadline is coming up so thats rather stressful" 

7(Designer) answered: "Work needs to be produced in turn to get a game, If things are 
produced it means we potentionally have to start cutting things, which we dont want to do 
since that means the quality of the product overall goes down" 

8(Programmer) answered: "perfectionism. I think I could do better." 

9(Artist) answered: "I feel like there's constantly something that needs to be done and i dont 
get a moment to breathe"  

10(Artist) answered: "Because I want to perform and show good results and make people 
proud." 

11(Programmer) answered: "It does not" 

12(Artist) answered: "Uncooperative coworkers, deadlines, product not meeting 
expectations." 

13(Artist) answered: "Things break, and we don't have time for things breaking or no one to 
ask for help. Don't knowing well what I'm doing but hoping everything works nonetheless 
(being unprepared for production)." 

14(Programmer) answered: "Worry over whether we'll be able to complete the game like we 
want it, performance anxiety" 

15(Programmer) answered: "not so much stress, more just mental pain" 

16(Artist) answered: "Because I am using a new tool In Unity (Anima 2D) which is 
completely new to me, so sometime I face some problems and I need time to fix them" 

17(Manager) didn't comment. 

18(Manager) answered: "If there are any unsecurities with the technical things." 

19(Artist) answered: "High pressure because of the team depending on your work. Would be 
way easier to handle if i were working solo probably, hard to tell." 

20(Programmer) didn't comment. 

21(Artist) answered: "i feel like i have to balance quality and quantity outputs and 
compromise to finish before deadlines." 

22(Programmer) answered: "Having a time limit, things that you cannot control over 
sometimes happen." 

23(Programmer) answered: "There is usually a lot to do in a short amount of time" 

24(Programmer) answered: "It didnt stress me out because from the get go we wanted to 
maintain a stress free work enviornment with breathing room." 

25(Programmer) answered: "I think it's mostly regret that I feel; that I didn't work sooner. 
And I know that I could do is a lot better than what the finished product becomes." 
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26(Programmer) didn't comment. 

27(Artist) answered: "Time" 

28(Programmer) answered: "As a coder our work is the life blood of the game therefore it is 
stressful when we have bugs." 

29(Artist) answered: "You want to do the things as best as you can. Feel like people can 
depend on you. You need a good portfolio for when you need to apply to work. If people are 
slacking you feel like you need to take the slack." 

30(Programmer) answered: "If anything goes wrong or breaks it sets the whole working plan 
in to chaos 
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Overworking 

Definition of burnout provided in the survey: “Burnout is an emotional state in which the 
worker becomes mentally and physically exhausted, feels bored, pessimistic, cynical, 
detached, and often resentful. Because burnout can take a long time to manifest itself, workers 
can achieve that state without even realizing it.” (Farber 2009). 

Figure 12: Awareness of burnout among respondents. 

 

Figure 13: Percieved experience of burnout among the respondents. 
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Figure 14: Percieved risk of burnout among the respondents. 

 

Why?  

1(Manager) answered no and commented: "Because It is very important for me to preserve 
myself I make sure that I never overwork for too long. I won't hesitate to drop everything or 
take a coupe days of break in he midle of the week if I need it." 

2(Programmer) answered no and commented: "i change my working pace and focus area 
when i run into fatigue" 

3(Designer) answered no and commented: "I do not feel any sign of that" 

4(Manager) answered no and commented: "It's a learning process." 

5(Artist) answered maybe and commented: "I tend to think about work even when I'm off" 

6(Artist) answered no and commented: "Its not that long of a project, and i do not have to 
must stressful role" 

7(Designer) answered maybe and commented: "It hasn't gotten to a point where it is a 
problem yet, but it nearing it." 

8(Programmer) answered maybe and commented: "I think I can cause this by not taking care 
of myself enough. It's easy to take away other valuable things from your life when you work 
intensely on something." 

9(Artist) answered yes and commented: "I have lot of other diagnosed symptoms that increase 
during sressful game production so i kind of expect them to increase the risk for burnout" 

10(Artist) answered yes and commented: "Because I have regularly felt the moments where I 
cant think anymore." 

11(Programmer) answered no and commented: "I know how to not destroy myself" 

12(Artist) answered yes and commented: "Overworking myself, taking on too many 
responsabilities" 
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13(Artist) answered maybe and commented: "Group dynamics has been always the breaking 
point, feeling that I'm not able to rely on others because there's not much at stake for them if 
the project goes wrong." 

14(Programmer) answered maybe and commented: "I've never really had major workaholic 
tendencies, but I do put pressure on myself to do well" 

15(Programmer) answered no and commented: "I would decrease work efficiency before that 
happens (I hope)" 

16(Artist) answered no and didn't comment. 

17(Manager) answered no and didn't comment. 

18(Manager) answered no and commented: "Because I am used to work 8 hours per workday, 
while we now work 7,5-7 days per workday." 

19(Artist) answered yes and commented: "Had some previous experiences throughout my 
education where it was such a load of work to do that i keep trying to push myself over the 
limit and later it's hard to work OR relax." 

20(Programmer) answered no and didn't comment. 

21(Artist) answered yes and commented: “Because Im passionate about achieving my 
personal goals in quality and quantity at work, and that can sometimes drive me to overwork." 

22(Programmer) answered no and commented: "Emotional support from girlfriend and 
friends etc." 

23(Programmer) answered no and commented: "I havent felt close to that bad, and I hope I 
wont have to" 

24(Programmer) answered yes and commented: "Because I can get a bit stuck on what I am 
doing and if it is not working I will keep at it until it does even if that means sitting for hours 
looking at the same singular thing. I cause a self inflicted burn out because of my own 
stubborness." 

25(Programmer) answered maybe and commented: "I feel mentally unstable in general, so I 
feel like there is a risk in that sense. But I am also working with a great team, and we are 
getting most things done in good time. If it keeps going like that, I will most definitely not 
burn out." 

26(Programmer) answered yes and didn't comment. 

27(Artist) answered no and didn't comment. 

28(Programmer) answered maybe and commented: "I guess because of the hours I put in" 

29(Artist) answered yes and commented: "Because of the mentioned above about stress "You 
want to do the things as best as you can. Feel like people can depend on you. You need a good 
portfolio for when you need to apply to work. If people are slacking you feel like you need to 
take the slack." 
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30(Programmer) answered no may be and commented: "I try to spend my weekends 
completely away from work" 

 

Figure 15: Expectation of the respondents regarding the quality of their own work. 

 

Figure 16: Perceived expectation from the team of the respondents regarding the quality of 
their work. 
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Impact of game production on the lifestyle 
of the respondents 

Figure 17: Percieved impact of game production on the lifestyle of the respondents. 

 

Figure 18: Percieved changes on the lifestyle of the respondents during game production. 

 

Something you want to say about how your work impacts your lifestyle ?  

 

1(Manager) commented: "I tend to skip breakfast so I can sleep a bit more and I eat more to 
motivate me" 

2(Programmer) didn't comment. 
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3(Designer) commented: "When lectures I work sometimes from home, sometimes from 
campus. Now I am only at campus, so I eat here, do not walk the dog as usual, do not get 
child from shool as often as otherwise" 

4(Manager) didn't comment. 

5(Artist) commented: "I forget to eat when I work" 

6(Artist) commented: "Less time to do exercise and i sleep earlier" 

7(Designer) commented: "Don't know really, I change as a person but I can't pinpoint what 
exactly changs." 

8(Programmer) didn't comment. 

9(Artist) commented: "makes my eating habits worse, as i dont have the energy to cook 
properly” 

10(Artist) commented: "Most of my lifestyle changes are revolving around food. I get very 
irregular eating patterns and overeat or undereat.” 

11(Programmer) commented: "Eights hours of sleep, eight hours of work and eight hours of 
free time makes every life happy” 

12(Artist) commented: "Having a tight schedule does not allow me to eat as much of a varied 
diet as I would like to, since I have to bring food to the office.” 

13(Artist) commented: "Diet is worse, too tired to exercise, too tired to cook decently. 
Groceries, cleaning, laundry become big exhausting tasks when they have never been.” 

14(Programmer) commented: "Since I don't like cooking much to begin with, my limited time 
outside of work gives me barely any opportunity to cook actual food. Same for dedicated time 
for exercise.” 

15(Programmer) commented: "I dont cook food because I dont want to do more stuff” 

16(Artist) commented: "we do not have days off to travel for example” 

17(Manager) didn't comment. 

18(Manager) didn't comment. 

19(Artist) commented: "Often grabbing some easy, unhealthy food on the way home after the 
whole day of work. Mcdonalds, frozen food etc. Mostly cuz of being tired and wanting some 
easy snack as fast as possible." 

20(Programmer) didn't comment. 

21(Artist) didn't comment. 

22(Programmer) commented: "I never exercise anymore. I used to before starting here.” 

23(Programmer) commented: "I tend to not work on personal projects as much during 
development, and instead focus on relaxing when I can afford to" 
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24(Programmer) commented: "No, I do not feel like it does. I tend to keep a "after hour X I 
will finish up what I am doing and then stop"." 

25(Programmer) commented: "Similar to the relationships. There are other factors to it that 
makes it hard to tell." 

26(Programmer) didn't comment. 

27(Artist) didn't comment. 

28(Programmer) commented: "My afternoon activities and how much I spend on food is 
higher because I eat out with my group" 

29(Artist) commented: "Less working out, less sleep, less hanging out with friends. Not 
enough time to make propper food." 

30(Programmer) commented: "I eat more snacks, drink more coffeine drinks, sleep less or 
sometimes sleep too much(day naps), skip working out hours, eat take-outs or cook fast food 
at home" 

 

 

 


