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Abstract 
 

This is a master thesis in the discipline of psychology of religion, with a focus on the 

psychological and psychosocial functions of rites/ritualization and myths/narration in our 

lives. The main aim was to investigate adolescent male live acting role-players 

rites/ritualization and myths/narration, generally in their personal life and specifically in the 

world of the role-playing phenomenon, to see how they used the rites/ritualization and 

myths/narration in the role-playing world to create and maintain their sense of coherence and 

meaning in life. Theoretically were Erikson’s theories about ritualization, Stern’s theories 

about narration and Antonovsky’s theories about our sense of coherence (SOC) and general 

resistance resources (GRRs) used. The results point to that the six male informants, anyway 

when it comes to worldviews, ideologies and religions, lacked significant ritualization and 
narration outside the role-playing world, and that the role-playing interest in some ways could 

be a response by the informants to the lack of coherent and significant ritualization and 

narration in the family as well as in the Swedish society. In the world of role-playing was it 

specifically significant ritualization and narration that were related to having a place 

geographically-historically in a (age-)hierarchical network that seemed to be positively 

correlated with the informants sense of coherence and meaning in life. However, an important 

aspect was also that they could enter different episodic narratives together in game where they 

were able to express and explore personality traits and feelings they could not normally 

express or explore. This outlet seemed also to be used to unconsciously communicate and 

come to terms with intra- and interpsychical conflicts as well as existential questions./ 
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1 Introduction 

 

1:1 Departure points 
 

In our modern society, a growing number of people have never been socialized into the meaning-
system whereby Western culture is objectified in the mythico-symbolical language and ritual 
practices of a religious tradition. […] … Any reference to a metaphysical world has been absent in 
the family-environment in which they have grown up in. Religion, as a possible way of living and 
thinking, has never been a part of their social learning process. Nevertheless, in the course of one’s 
life they too will experience what Eliade (1952) has called ‘limit-situations’, that lead to questions 
generally considered as the basic questions of life: what is the meaning of suffering and evil? What 
is the ultimate meaning of life? 

van der Lans, 1987 
 
When a situation [in ordinary life] gets too hard can you start screaming ’Off-larp! Off-larp!’ [’Off-
game!’; larp is short for ’live acting role-playing game’] or when something is tough and you don’t 
have any money or you have hurt yourself so can you scream ’Play leader! This is no good! I want 
a new character!’ [...] The play leader represents a God and when you come out from a larp do you 
not get any sending outs? There are no rules for how one should do things. Life is as a larp. We 
play those roles we have chosen. [...] Yes, my friends and I use to joke like this, but the play leader 
is like a God, really. He creates a world and those who live there decide who shall live there and 
when you have a hard time can you pray a little to the play leader... 

Lissy, 25 years, role-player (Lloyd, 2002, my translation) 
 
This study in the discipline of psychology of religion pertained young male role-players rites 
and ritualization, myths and narration; generally in their personal life and specifically in the 
world of the fairly new role-playing phenomenon. This phenomenon consists of a wide 
variety of games and activities, like: live acting role-playing games (‘larp’), table top role-
playing games and computer role-playing games. Focus in the study was placed upon the 
psychological and psychosocial functions of rites/ritualization and myths/narration in our 
lives. Specifically then, on how the male youth applied their rites/ritualization and 
myths/narration within their role-playing world to psychologically and psychosocially create 
and maintain a sense of coherence and meaning in life. The study theoretically was built on 
Erikson’s developmental psychological theories about ritualization, Stern’s developmental 
psychological theories about narration and the narrative self and Antonovsky’s theories about 
our Sense of Coherence (SOC) and general resistance resources (GRRs). In line with 
Erikson’s theories about ritualization as “ontogenetically grounded” (Erikson, 1977: 113) and 
Stern’s theories about narration as grounded in the sensor-motor experience could one 
hypothetically suggest that both our need for ritualization and narration are ontogenetically 
grounded within the human developmental psychology. This may actually be so obvious that 
one may miss the significance of what this actually means. If one just saw to Erikson and 
Stern, could probably rite and myth, as ritualization and narration, be seen as the two main 
features of life, both on a personal and social level. In other words, there is a basic need to be 
part of regular ritualized interactions with others as well as a living narrative. Aren’t the most 
important things we do in life built upon the pattern of coming together face to face, eye to 
eye, body to body and in one way or the other telling our or other’s stories to each other, or 
participating in a shared story?  In the World Religions Today Esposito, Fasching and Lewis 
demonstrated this feature of man in the play with words: “We human beings are not just 
storytellers, we are ‘storydwellers. We live in our stories and see and understand the world 
through them.” (Esposito, Fasching & Lewis, 2002: 13) Using this reasoning were rites and 
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myths, in a wide sense as ritualization and narration, in this study hypothetically also 
considered two main general resistance resources (GRRs). According to Antonovsky can 
GRRs be a variety of things that brings order in chaos. 
 
Man since the beginning of time has used rites and myths for a variety of reasons. For 
example, to create a sense of coherence, a feeling of belonging and meaning, and to meet the 
needs in connection to those existential questions that Eliade highlighted in the quotation 
above in relation to life’s many “limit-situations”. It was, though, not until the 19th century 
when scholars started to seek the roots of religion that they even in a more scientific way 
started to study a cultures myths and rites, and the “big” question that arose was whether 
religion and culture where originally rooted in myth or in ritual (Bell, 1997: 3). In all times 
have both myths and rites, usually as the cognitive and behavioral parts of a religion, been 
important and obvious cultural bearing elements. This is however no longer the case in our 
time, and in World Religions Today (2002) Esposito, Fasching and Lewis distinguished 
between our use of rites and myths in the premodern, modern and postmodern times. They 
write: 
 

[A]ll premodern societies were dominated by the influence of religious authority, they all 
understood and ordered their worlds through ancient myths and rituals. Modern culture, by 
contrast, understands its world through the myths and rituals of rational and empirical science. […] 
In ancient cultures […] metanarratives were typically religious myths […] In modern culture the 
primary metanarrative has been the story of history as progress driven by science and technology. 
But the globalization of religious and cultural interaction in the modern period has tended to 
relativize all such stories, including the modern one. Our postmodern situation is that we are forced 
to live in a world of religious and cultural diversity which is explained by a new metanarrative of 
pluralism. In this metanarrative, no single story can possibly be all encompassing for all people in a 
given culture–especially as global culture emerges and the world’s religions are found in 
everyone’s hometown. 

(Esposito, Fasching & Lewis, 2002: 25) 
 

Esposito, Fasching and Lewis stated that the modern period began with the rise of science in 
1500 and that the era of modernity started to decline after World War II, where we now are 
living in a changing world that is characterized by more and more postmodern features. This 
has lead to that many things that people once took for granted are now up to questioning and 
choice. (Esposito, Fasching & Lewis, 2002: 5, 25, 33)  In the highly secularized Swedish 
society, it seems that there is less use of or emphasis on traditional rites and myths, both when 
it comes to religion and ideologies. For example, only around 5 % (WVS, 1996) of the 
Swedes think it is important to teach their children about church oriented religion (Pettersson, 
2000: 18-19). One can chose and create a sense of personal religion or ideology, but some 
studies showed interesting results. A psychologist of religion, van der Lans (1987) found 
unexpectedly that when he investigated Dutch people’s worldviews, spiritual as well as those 
who have secular views, that it only was the Christian worldview that could be considered as 
a coherent meaning-system in its own right. One may assume that this is the case for Swedish 
people as well. 
 
However, if the need for rites/ritualization and myths/narration are ontogenetically grounded, 
what will then happen with us when this need not is satisfied in an adequate way? One may 
assume that when religion and ideology are no longer considered a meaningful thing to invest 
into at the same time as our life world is becoming more postmodern, without an obvious 
single grand story with connected rites, that young people would most likely feel a lack both 
on a family and society level when it comes to coherent and significant myths and rites. This 

user
Markering
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lack of meaning-making rites and myths has also attracted attention from many quarters. For 
example Erikson; Grimes; Fromm; May; Bettelheim; Jung; Campbell, and it is even 
considered a global problem that we today lack benign passage rites for our different stages in 
life. In Encyclopedia of World Problems and Human Potential the following can be read: 
  

The absence of rites of passages leads to a serious breakdown in the process of maturing as a 
person. Young people are unable to participate in society in a creative manner because societal 
structures no longer consider it their responsibility to intentionally establish the necessary marks of 
passing from one age-related social role to another, such as: child to youth, youth to adult, adult to 
elder. The result is that society has no clear expectation of how people should participate in these 
roles and therefore individuals do not know what is required by society. 

(Encyclopedia of World Problems and Human Potential, 1991: 674, PF 1674)  
 

In recent times, there seems to be a growing interest for fantasy literature and this also seems 
to be the trend in Sweden. Grimes said that many fantasy stories actually could function as 
“initiatory fantasies” (Grimes, 2000: 111; see also Lloyd, 2002), onto which the children and 
youth can project their inner existential worries and questions. Grimes however warned us 
about a society which only initiates it’s youth through fantasy experiences, where only the 
mythical aspect is present, thus leading youth to having problems with reality adjustment, 
though they not would be trained in handling real, physical demands (Grimes, 2000: 111). To 
highlight the urgency concerning this subject, Grimes cited a woman who wants to find a way 
to initiate her son so that he would not turn to any extreme group to fulfill this need: 
 

Today’s teenagers, she felt, are without moorings or elders capable of transmitting enduring human 
values to the young. I admitted that, like her, I was concerned about my children’s transition into 
adulthood: If wise elders don’t initiate adolescents, won’t adolescents initiate themselves? But who, 
I mused, will train us uninitiated adults in the art of initiating? 

(Grimes, 2000: 2) 
 

Erikson, who’s theories have been used in the discipline called “ritual studies”, even 
underscored that man to stay psychically healthy and to have a grounded sense of a specific 
interpretation of the human existence needs regular ritualized interludes in their everyday life 
(Erikson, 1977: 78). He also underscored that our societies survival is dependent on that a 
“significant number of its children partake of a certain stability of basic ritualization; [and] its 
young people experience convincing confirmations or can find meaningful patterns of dissent 
or revolt” (Erikson, 1977: 173). Further on, he continued: 
  

If youth, furthermore, is the crucible where the strengths and patterns of mutuality learned by 
ritualization in childhood encounter the society’s role system, it is important to study the conditions 
which would permit innovative playfulness and experimental passion to survive in the social order.  

(Erikson, 1977, s 174) 
 
Erikson had at that time probably not heard about role-playing games, but one may assume 
that he would have taken an interest in the role-playing phenomenon if he had had an 
opportunity. Overall, it does seem as though we in the Swedish society use traditional rites 
and myths to a lesser degree. However, in the fairly new role-playing phenomenon that has 
sprung up from the youth themselves during the last decades, rites and myths are, especially 
as ritualization and narration, the main components. Basically do one chose and/or create an 
own role-playing character and with that as an alter ego do one in a regulated (ritualized) way 
enter, narrate and experience a common story together with others; live in a forest, in the 
imaginary world of fantasy around a table or in a virtual reality on Internet. The role-playing 
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phenomenon has a close connection to the fantasy literature that has become widely popular 
during the same period as role-playing in different forms has become a growing interest, and 
when one enters any role-playing game does one enter the world of play, imagination and 
fantasy. This makes it possible to pick, chose and create characters, worlds and adventures in 
an almost endless way. The role-playing phenomenon could in this respect be seen as an 
ultimate expression of the postmodernity, and the question is if this youth culture that to a 
high degree consists of young males is the male youth’s natural response to the lack of 
coherent and significant rites and myths in our society. This small study could not answer that 
question to any extent, but the intention for this study was to generate more knowledge about 
how male youth in our time create coherence and meaning with the rites/ritualization and the 
myths/narration in the world of role-playing, and then specifically in live acting and tabletop 
role-playing games. From the role-players who create contemporary rites/ritualization and 
myths/narration, we could learn more about our ritual and narrative processes so that we 
better could assist those who don’t have access to those two languages, one expressed through 
the body, one through the words.  
 
For many years in the 1980’s, I worked with teenagers, among other things as a director for a 
youth center. Drawing from my own experiences of adolescence, I have an appreciation for 
youth, their situation and psychological developmental stage. Adolescence is a critical period 
where the quality of personal relations and the choices made many times are critical for how 
the adult life will proceed. The adolescence is also the period from which worldviews, 
ideologies and religions are shaped for the first time, and the youth may ponder on: “Who am 
I?”, “Who am I in relation to the world?”, “What do I believe and invest in?”, or the more 
postmodern variants: “Who do I want to be?”, “Who do I want to be in relation to the 
world?”, “What do I want to believe and invest in?” Questions like this is important during 
the turbulent period of adolescent life, and, using Erikson and Stern, do they need to find their 
“answers” in coherent and significant ritualization and narration. This is however not always 
the case. Several of the male teenagers I worked with have made time in prison, are drug 
addicts or have committed suicide. The youth center and it’s personnel played an important 
role to many of those teenagers. In many respects these teens fought to find a place and a 
belonging in the world struggling with the difficult task of becoming adults. However, due to 
youth personnel having 50-100 visitors per day, did some teens not get the required attention. 
Then I were uneducated, today I am a journalist, a body therapist and a step 1 psychodynamic 
therapist, who is about to become a psychologist of religion. From my concluded experiences 
will I underscore with Bettelheim, a child psychologist, who found when working with 
exposed youth, that “[t]oday, as in times past, the most important and also the most difficult 
task in raising a child is helping him to find meaning in life” (Bettelheim, 1976: 3). If one 
then sees to Erikson and Stern, it seems as young people to find and experience meaning 
need, as in times past, to be part of coherent and significant ritualization and narration–even if 
they carry the features of postmodernity. 
 

1:2 Disposition of the paper 
 
This paper have been composed of six main parts: 1 Introduction; 2 Context and earlier 
research; 3 Theories; 4 Research design and methodology; 5 Analysis; and 6 Summary. 
Further in the introduction part, the role-playing phenomenon, the objectives and research 
questions have been presented. In the context and earlier research part, the research context, 
demarcation and earlier research as well as the contemporary Swedish context and the youth 
group’s contemporary situation have been presented. In the theory part, the main theorist, 
Erikson, Stern and Antonovsky, have been presented together with Erikson’s and Stern’s 
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theories about the psychological and psychosocial functions of ritualization and narration and 
Antonovsky’s theories about Sense of Coherence. In the research design and methodology 
part, the research design and methodology as well as the cohort the informants were members 
of have been presented. In the analysis part, the findings from and the analysis of the 
empirical material have been presented together with conclusions, reflections and suggestions 
to further research. Last in the sixth part, a summary of the whole study has been presented. 
 

1:3 A presentation of the role-playing phenomenon 
 

Astrid is dead. It is hard to think that a person that has always existed in the form of a book on the 
shelf or as a song line in the summer time actually is gone. I do of course start to think, pondering, 
remembering... and then my live-in say: ’If Astrid had been in our age she may have probably 
engaged in role-playing.’ I begin to drift in my thoughts... Think to be sitting at a kitchen table 
lighted with candles with a small group of friends and playing the Lionheart brothers or Mio my 
Mio, Emil in Lönnberga would also work, but are maybe better suited as larp [live acting role-
playing]. To play Anton and Alfred a weekend in Mattisskogen, that would be something. 
I wonder how much we role-player and larp and how much actually was influenced by Mrs 
Lindgren. She has the dramatic, the fantasy, the joy to play and the telling of stories that we seek 
and want to experience. We are brought up with Lionheart, Mio and Ronja. Fantasy. Good fantasy, 
even if it is unpretentious and down to earth. Nobody shall save the world, even the evil has gray 
shades and the magic is so big that nobody can get a hold on it. [...] I will remember Astrid 
Lindgren in my role-playing. I will remember to be a child. Rest in peace, Astrid. 

Hässelbäck, 31 years, role-player, Fëa Livia, nr 36, 2002, my translation 

 
The time of the campfires and the fairytales, was it not that Jonatan had said? When we were riding 
around there in our beautiful knight clothes, did I ask him: ’Is not this an awfully old time that we 
live in here in Nangijala?’ 
’That can you maybe sort of say’, said Jonatan. ’Sure it is as an old time for us. But you can also 
say that it is a young time.’  
He thought for a while. 
’Yes, so it is’, he said, ’a young and healthy time that it is easy and simple to live in.’ 

Lindgren, 1973, my translation 

 
Different role-playing games as well as the fantasy genre in a variety of shapes and forms 
have during the last decades become very popular and widespread in the Western society. In 
Sweden 68% of 16-17 years old males play computer or TV games several times a week or on 
a daily basis. The corresponding figure for females are 12% (SCB, Undersökningar av 

levnadsförhållanden 2001/2002; see also Hälsoeffekter av tv- och datorspelande: En 

systematisk genomgång av vetenskapliga studier, Lager & Bremberg, 2005). Probably do 
many male young people in the world with a computer play computer games by themselves or 
on-line and in some cases on a daily basis. Many young people (and older adults to some 
degree) also engage in different forms of tabletop role-playing games and live acting role-
playing games (’larp’). When you play on-line it is possible to play with other people who are 
from all over the world. A national representative poll (Ungdomsstyrelsen rapporterar nr 9, 
1997: 13) in Sweden in 1995 showed that more than 200 000 (16%) youth between 13 and 25 
had played some kind of role-playing games one or several times in the last year. 
Characteristically for every role-playing game there is, there is the person who is playing a 
made-up character entering different fantasy worlds and fantasy relational networks 
temporarily. You are given a role or you create your own character and with this alter ego you 
become a part of a specific fantasy or science fiction world that has different features, 
creatures and laws of nature outside the sphere of reality. By this do you enter a story, which 
you in more or less grade through your character can influence. The computer games have 
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often elements of competition and the freedom to influence the character and the story are 
usually within a limited control. In the new on-line games market, where people play in 
reality-time via the Internet with some alter egos, and where nowadays even sometimes there 
are play-leaders, one almost gets as much freedom as in tabletop role-playing games and larp. 
In tabletop role-playing games and larp one may usually not have any aim to compete and 
one’s opportunities to influence the character and the story are usually much more extended. 
The main idea with role-playing games is to come together under safe and regularized 
circumstances and together create, narrate and experience a common story. In tabletop role-
playing games the play-leader maintains the framework. He paints up the world the players 
are entering into their imaginations, it could be a ready-made story as Dungeons & Dragon 

(D&D) or a self-made one or a mix of both. He tells the basic story: who are good, who are 
bad, what are the main conflicts, and what is the objective of the game, etc. He puts the 
characters in different skill levels with more or less challenging situations and he plays 
different temporary roles. In larp it is the arranger, usually an association that writes the basic 
story which could be inspired by fantasy books as well as ordinary myths and legends and real 
history. However, everything and especially religious elements (because game makers do not 
want to offend anybody), are turned into fantasy-versions. The story usually includes a 
creation story, maps and descriptions of the world and all the creatures, humans and others, 
and their background stories. The arrangers also plan and write additional story-elements for 
every new larp. They arrange the larp area, usually somewhere in the forest, and they keep the 
safety and the overall order. This role-playing movement, which during the 1970’s grew up 
among the youth themselves, comes originally from USA. Nobody really knows how or when 
this role-playing movement came into being, but in simple terms could one say that it has 
evolved from a meeting between conflict games, used by the military, university students play 
with and development of computers and the so called fantastic literature (e.g. fantasy, science 
fiction, horror, magical realism, surrealism). 
 
One of the first role-playing games which came to Sweden from the U.S.A. in the late 1970’s 
was Dungeons & Dragons (D&D, 1973). Foremost it was boys and young men who took an 
interest in this on the whole verbal game that mainly was about entering a medieval hero 
character in a limited imaginary fantasy world where they killed dragons and demons and 
gathered as many treasures as possible. These games do not in an ordinary sense have any 
competitive elements, and it would be common for the players to co-operate to kill the 
monsters in the dungeons. However, there are extended rules with dices and tables that are 
used to create the characters strengths and weaknesses and decide the outcome of fights. In 
time the players, however, get tired of just “hack and slash” in the sparse surroundings of 
dungeons and caves. This led to that the descriptions of the milieu grew out to be whole 
fiction worlds with a historical context, a social order, religions, natural laws, landscapes, 
geography and list of creatures. Tolkien has called extended fantasy worlds like this 
“secondary worlds” (Tolkien, 1964 (1947)). The American play producers got inspiration to 
their secondary worlds from the fantastic literature, but also from movies like Star Wars and 
Blade Runner. However, Tolkien’s mythical prehistoric world in the trilogy The Fellowship of 

the Ring served most as a model, and Tolkien’s secondary world, which is the most extended 
and developed one, is still the most used. This step made it seem as though everything was 
possible in the world of imagination. At the beginning of the 1980’s something new happened 
again. The role-playing moved out into the forest, and the players started in a more 
improvised theatre-like way to enact the role-playing game’s adventures. Where and when the 
first so-called live acting role-playing game (’larp’) took place, nobody knows either. Even if 
Nelson, the editor of the larp fanzine StrapatS for a long time has tried to put together some 
kind of historical account over the larps development in Sweden. However, one of the first 
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larps in Sweden was held a dark autumn night in 1982 as a closing on a convent for role-
playing where some forerunners to the larp society Gyllene Hjorten had decided to try 
Dungeons & Dragons in scale 1:1. (Nelson, version 0.4, 1997: 4). A big part of the role-
playing interest is the Internet-chat with friends, usually daily, and the participation and 
discussions in different role-playing chat-forums on Internet. 
 
The different types of role-playing have developed in parallel to the same period where the 
interest for fantasy literature experienced an increase. Holmberg said in his book Fantasy 
(1995) that this increase was due to 1960’s youth revolt of hippies and the flower power-
movement, where Tolkien’s trilogy about the Ring was something of a cult book. Tolkien’s 
trilogy has been interpreted in many ways, and I will not go into all those suggestions here 
(see further Lloyd, 2002). However, I will in this context highlight that Holmberg showed that 
this trilogy, in simplicity, could be seen as a narrative about a group of powerless youth that 
thanks to their engagement and dedication and willingness to take big risks are capable to put 
the superior and evil enemy out of action. “Seen in this way is the trilogy a power-fantasy 
about successful revolt and about young idealists victory over the ruling establishment.” 
(Holmberg, 1995: 114-, my translation) 
 
Most people from the hippie and flower power movement came from the middleclass and it 
seems that the people in the role-playing movement foremost come from the middleclass too. 
The adult role-playing informants for my D-paper (Lloyd, 2002) agreed on as it was 
commonly known that it is children of “the intellectual red wine left-wing people” that would 
be role-players and larpers. This is however not statistically verified, but according to the 
Boarder of Youth’s statistics (1995, in Ungdomsstyrelsen rapporterar nr 9, 1997) there were 
more role-players from civil servants than working class homes. Very few of the role-players 
were children of farmers. Clarke et al. from the Birmingham school (Center for Contemporary 
Studies, CCCS) developed in their book Resistance Through Rituals (1976) the subculture 
concept by introducing the concept of counterculture, which is a youth culture that 
specifically comes forth in the dominating class in the society. Fornäs, Lindberg and Sernhede 
wrote in Ungdomskultur: Identitet och motstånd (1994): 
 

Subcultures in narrow meaning can only appear in the repressed classes, did they mean [Clarke et 
al.]. Since the middleclass culture is a part of the dominating culture, and the youth cultures that 
arise there–early bohemian traditions, the hippie movement and the student’s radicalism and so 
forth–are different and where given another name: counterculture. Even they appeared as a try to 
imaginary work with the oppositions and problems in the (middle-)class culture. Even they 
appeared due to the fact that the class’ situation changed. [---] They do have a double function, 
both to contribute to this culture’s adjustment to new circumstances, and at the same time reveal 
the problems in the middle class’ culture and to develop society critical alternative. When however 
the subculture is leisure cultures with local anchorage embrace the counterculture central 
institutions in the society: (middleclass-)family, the school and the media. The counterculture 
express themselves more rationally and verbally, due to its class-base, though the subcultures 
resistance rather is non-verbally and physically. 

 (Fornäs, Lindberg & Sernhede, 1994: 40-, my translation and italicizing) 
  

This reasoning ought to indicate that the role-playing phenomenon would to be considered a 
counterculture aiming at “contributing to the cultural adjustment to new circumstances, and at 
the same time reveal the problems in the middle class culture and to develop society critical 
alternative”. The hippies did as well as the role-players express themselves in non-
parliamentary ways. However, we do know that the hippie movement in it’s time had political 
connotations and objectives, the question is whether the role-playing movement as a 
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counterculture in our time also contains political elements, even if it is implicit and 
unconscious. Another parallel to consider is the hippies and the role-players intention to 
stretch the borders of our reality and expand the experiences beyond the everyday ordinary 
consciousness, which the hippies primarily did with drugs, and the role-players primarily do 
with fantasy games. The role-players probably even use less drugs and alcohol than other 
contemporary youth. They seldom or never use drugs or alcohol when they are role-playing, 
and it is usually not allowed with alcohol on larps, except for some mead for adults on special 
larps. Due to the fact that many of the role-players seem to come from the middleclass, we 
could assume that the role-players’ way of thinking and acting sooner or later will affect our 
society in one way or another. I will not go much further with this meta-level in this paper, 
but I will highlight, in relation to this study, that the role-playing phenomenon overall may be 
seen as a counterculture, and as some kind of means to both express ideological and political 
aims and different needs and feelings that they do not find room for in the society. 
 
Tolkien was well aware of his critic of the civilization. In his secondary world there were the 
elves, known as the protectors of the earth; the nature, the forest and the living trees, and the 
Orches, the ones that want to turn the earth into a wasteland. In his essay On Fairy Stories 

(1964 (1947)) he also put forth the concept “eucatastrophe”, which means that a catastrophe 
was cancelled and the story gets a happy ending. According to Tolkien, every true fairytale 
and fantasy story shall have a happy ending, to give comfort and hope to the reader. He 
thought this made the fairytale and the fantasy story superior to the realistic, mimetic, 
literature. The growing interest for Tolkien, especially in USA and England, made the way for 
almost an explosion of publications of fantasy books. At the end of the 1970’s, fantasy 
literature was frequently on the best-seller’s lists, and in the 1980’s fantasy ceased to be 
treated as a by-product of the science fiction literature. (Holmberg, 1995: 7; 146) In the 
1980’s the interest for fantasy grew in Sweden too, and today many Swedish libraries and 
bookstores have a separate department for this category of literature. In 1992, fantasy as a 
publication category in the USA even surpassed the science fiction market. (Holmberg, 1995: 
114) This points to the fact that today there is a bigger interest in the magical medieval world 
which exists without technology than a futuristic high-tech space world scenario. There has 
been a fantasy wave coming over the world. Tolkien’s trilogy The Fellowship of the Ring is 
second to the Bible considered to be the most read book in the world. J.K. Rowling’s books 
about the wizard apprentice Harry Potter would also be seen to be one of the world’s biggest 
publishing success stories. The movies about the Ring and Harry Potter respectively have 
probably just strengthened this trend. Ekholm who have written several handbooks on fantasy 
literature discovered when he was teaching at the high school that even his most ”reluctant 
pupils devoured fantasy” (Ekholm, 2000: 5). In En guide till fantasy he wrote: 
 

Youth’s big interest for fantasy has today no correspondence what so ever, and in the light of that 
many young people almost do not read books do I see the work with this kind of literature in school 
as something very urgent. 

(Ekholm, 2000: 5, my translation) 
  

Lately, the interest for fantasy has grown immensely, and a characteristic feature for both 
fairytales and fantasy stories is that magic and fantasy creatures often are natural and common 
elements, which according to Bettelheim, who has written about our urgent need for 
fairytales, are what makes them better suited to our unconscious processes. He wrote: 
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There is general agreement that myths and fairytales speak to us in the language of symbols 
representing unconscious content. Their appeal is simultaneously to our conscious and unconscious 
mind, to all three of its aspects–id, ego, and superego–and to our need for ego-ideals as well. This 
makes it very effective’ and in the tales’ content, inner psychological phenomena are given body in 
symbolic form. 

 (Bettelheim, 1976: 36) 
 

It is obvious that Tolkien’s symbols speak to a lot of people in our time. Using Bettelheim it 
seems that Tolkien has captured something important, something that offer symbols to our 
modern psyche to handle the unconscious and conscious conflicts of our time. 
 
In 1988 where in Sweden an umbrella organization for role-players established, Sveriges roll- 

och konfliktspelsförbund (Sverok). This is an idealist interest organization for the following 
hobby activities: role-playing, larp, computer games, board games, paintball, airsoft, card 
games and figure games. In 2000, they had approximately 20 000 members. In 2004 this 
number skyrocketed to 95 000 members of which comprised 90% of males in the under 25 
age group. Since 2004, have approximately 1 500 different societies been associated with 
Sverok, which now has become one of Sweden’s biggest youth organizations. The 
governmental The Boarder of Youth stands for the main part of their finances. In 2005 did 
Sverok receive 17 million SEK in governmental support. The biggest larp society in Sverok is 
The Unicorn. The informants for this study were all members of this group. 
 
To conclude, in the relatively safe and regulated role-playing world, where one has play-
leaders and arrangers who keep track of the story and the outspoken rules one have to follow, 
one can explore features of any tradition, religion or worldview from any time or place in the 
world and one can put them together in any way imagined and combine them with any fantasy 
or science fiction scenario in an endless way. Here one can together with others take on 
almost any character and explore and express almost any feeling in a safe and allowing 
atmosphere. Though, during the years have some things become forbidden in larp. For 
example, to perform any form of fake-rape, and Swedish law is ultimately ruling even in 
game. Everything in game is done in the illusionary world of fantasy and play (se further 
Pruyser, 1983; Pruyser, 1991; Winnicott, 1995 (1971). It is for example not allowed to 
perform seriously aiming rituals in a larp game. Regardless of that, people during larp may 
sometimes experience a feeling of numinousity, and some have had what they themselves 
would refer to as a real spiritual experience (see further Lloyd, 2002). In this study have 
foremost the informants more personal ritualization and narration in the role-playing world 
been investigated. However, ritualization and narration are overall very outspoken aspects of 
the role-playing phenomenon, and then especially in the tabletop role-playing games and in 
larp, where you come together under regularized and ritualized circumstances and together in 
those set frameworks create, narrate and experience a common story. Therefore, were the 
main focus in this study on tabletop role playing games and larp, even if the informant’s 
computer activities and their habits and tastes when it came to reading and movies also were 
highlighted, though those interests are closely related to the role-playing interest. The 
informants got, for example, often inspiration to their characters from fantasy books and 
movies. 
 
An important aspect of the tabletop and larp role-playing is the “in”-game and “off”-game 
concepts that are commonly used by the role-players when they are playing and talking about 
role-playing. “In”-game is everything experienced in the character, and “off”-game is 
everything experienced as the individual in relation to the role-playing game. Role-playing 
could be considered a diversified phenomenon with many dimensions. In this study, were 
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therefore the role-playing phenomenon (R) divided into the following dimensions: (R)-“off”-
larp; (R)-“in”-larp; (R)-“off”-tabletop; (R)-“in”-tabletop; (R)-computer; and (R)-
reading/movies. 
 
Lastly, some words about role-players in relation to non-role-playing youth and whether there 
is differences or not? What I know have a comparison like this not yet been done. To get a 
picture have I compared what I know about the role-players characteristics with two recent 
studies about Swedish youth’s spare time activities: The Boarder of Youth’s study Arenor för 

alla: En studie om ungas kultur - och fritidsvanor (Larsson, 2005, Ungdomsstyrelsens 
skrifter, 2005:1); and the science of sports study Träna och supa till helgen: Om 

föreningsidrott, socialt kapital och alkohol i unga vuxnas liv (Trondman, 2005). When doing 
this appeared the following tentative similarities and differences: In The Boarder of Youth’s 
study, the authors concluded that the “spare time [for youth] revolve around friends, music, 
Internet, being at parties, watching television [a growing interest for movies], being at home 
and sports training” (Larsson, (2005), Ungdomsstyrelsens skrifter, 2005:1: 39, my translation) 
and that is probably even true for the majority of role-players, as could be seen in this study’s 
analysis part. The researchers saw also a tendency for the youth to move away from 
institutions, to more creative outlets on there own, which obviously the role-playing 
phenomenon is a clear example of. However, according to the science of sports study, 87% of 
the youth said that they drank alcohol when going to parties, and 97% of them agreed totally 
or partly with the statement that “it is possible to do things when they have been drinking 
alcohol that they otherwise would not have done” (Trondman, 2005: 6, my translation). 
According to the science of sports study, youth that are engaged in sports, especially team 
sports would often drink more alcohol than any other youth groups. This could be one of the 
biggest differences. Probably role-players drink alcohol in a lesser amount than other youth 
groups, and then especially compared to those who are into team sports. This may be due to 
role-playing not being directly associated with alcohol, and maybe because role-players to a 
larger extent have an outlet for uncivilized behavior “in”-game. Those two things were also 
shown in the analysis part. Role-players commonly think that one cannot role-play when 
under the influence of alcohol, and that one of the fun things about role-playing is that during 
a play scenario one can do and experience things that ordinarily would not be possible. In The 
Boarder of Youth’s study, they also did a survey on the physical activity of youth and their 
own assessment of health and looks, but did not think that it was relevant to speculate about 
these figures in relation to the role-players. When it comes to youth’s Sense of Coherence 
(SOC) compared to role-players’ SOC, see the theory part of Antonovsky and the analysis 
part. 
 

1:4 Objectives and research design  
 
This study was focused on young male role-players (larp and tabletop role-players) 
rites/ritualization and myths/narration and their sense of coherence and meaning in life. The 
empirical material consisted mainly of in depth interviews with six informants who at the time 
were around 18 years of age. This age group was selected because of that their worldview, 
according to Erikson, ought to be in place at this age. The main aim was to investigate young 
male role-players rites/ritualization and myths/narration, generally in their personal life and 
specifically in the world of the role-playing phenomenon, to see how they used the 
rites/ritualization and myths/narration in the role-playing world to create and maintain their 
sense of coherence and meaning in life. Another aim was to see if ritualization and narration 
could be considered what Antonovsky calls general resistance resources (GRR), that can be 
anything that brings order in chaos. 
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The informant’s personal significant rites/ritualization and myths/narration that they used in 
everyday life as well as the significant rites/ritualization and myths/narration that they used in 
the world of role-playing were surveyed. The concepts ritualization and narration were for 
this study’s objectives operationalized and defined using Erikson’s and Stern’s theories where 
ritualization includes actual rites and narration includes actual myths. So from now on have 
for the most part only the more inclusive concepts ritualization and narration been used. This 
was a study in the discipline of psychology of religion, and the focus was on the 
psychological and psychosocial functions of ritualization and narration in our lives. Therefore 
were the works of Erikson and Stern chosen. Erikson and Stern have both described the 
developmental psychological process; Erikson by emphasizing the ritual aspect (ritualization) 
and its associated functions, and Stern by emphasizing the narrative (mythic) aspect and its 
functions, and they have both highlighted the interpersonal and psychosocial dimension. 
 
The in depth interview that was used for this study was structured on Erikson’s and Stern’s 
theories of ritualization and narration. In accordance with this study’s descriptions of 
ritualization and narration (Refer to the theory section), the interview questions were divided 
into four main parts: 1. basic questions concerning ritualization using Erikson, where the main 
focus was the informant’s ritualization outside the family and in the role-playing world; 2. 
basic questions concerning ritualization using Stern, where the main focus was on 
ritualization inside the family and the informant’s individual ritualization; 3. basic questions 
concerning narration using Erikson, where the main focus was on the informant’s narration 
outside the family and in the role-playing world; 4. basic questions concerning narration using 
Stern, where the main focus was on narration inside the family and the informant’s individual 
narration.  In line with Stern’s theories were in all parts questions about affective states and 
the atmosphere (“vitality affects”) highlighted. The interview questions have been presented 
in Appendix 1. 
 
When it came to the informants’ sense of coherence and meaning were in different ways the 
informants’ sense of coherence and meaning highlighted in the structured deep interview, but 
to really measure their sense of coherence was Antonovsky’s SOC-scale (Antonovsky, 1979) 
used. The SOC-scale was partly used to see how the informants scored on this scale in 
relation to other youth groups, partly to see if it were possible to see some correlation between 
the coherence and elaboration of their ritualization and narration and their SOC-score, and 
partly to see whether ritualization and narration could be considered as two main general 
resistance resources (GRR). As a complement to Antonovsky’s SOC-scale, the interview 
highlighted questions about the informant’s self assessment and self-image. (See further 
Appendix 1.) 
 

1:5 Research questions 
 
The central research question of this study has been based from three main theorists: Erikson, 
Stern and Antonovsky. To answer the central research question, it was necessary to have the 
analysis part 1 and 2 (the results) being centered around five respectively two specified sub-
questions. The section of analysis part 3 (conclusions, reflections and further research) has 
been centered on the central research question and two further sub-questions. 
 



14 

The central research question:  

 
! Applying Erikson’s and Stern’s theories about ritualization and narration, and 

Antonovksy’s theories about our sense of coherence, what role does role-playing 
games have for young male role-players for their creation and maintenance of a sense 
of coherence and meaning in life? 

 

The sub-questions and their order: 

 
Highlighted in the Analysis part 1–Overall relational network, ritualization and 

narration outside the role-playing world 

 
1. What does the informant’s relational network look like? 

! in the family 
! in the role-playing world 
! in other interests/social activities/the school 

 
2. What does the informant’s ritualization look like outside the role-playing world? 

! in the family 
! individually 
! in other interests/social activities/the school 

 
3. What does the informant’s narration look like outside the role-playing world? 

! in the family 
! individually 
! in other interests/social activities/the school 

 
4. What is the informant’s own assessment/self-image? 
 
5. What are the informant’s SOC-score, and what do those values, in regard to 

Antonovsky’s theories, indicate? 
 

Highlighted in the Analysis part 2–Ritualization and narration in the role-playing world 

 
6. Using Erikson’s and Stern’s theories about ritualization and narration as presented here, 

what are the main factors in the role-playing world that seem to create a sense of 
coherence and meaning? 

 
7. How are those factors of ritualization and narration in the role-playing world that seem 

to create a sense of coherence and meaning related to each informant’s relational 
network, ritualization and narration outside the role-playing world, their own 
assessment/self-image and SOC-score? 

 
Highlighted in the Analysis part 3–Conclusions, reflections and further research 

 

Here is first the central research question (see above) answered and reflected on by the 
findings from Analysis part 2. 
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8. How can we, using the answers to the above questions, understand the role-playing 
phenomenon in relation to the role-player’s ritualization and narration outside the role-
playing world and in relation to the cultural analysis? 

 
9. Using the answers to the above questions question and Antonovsky’s theories about our 

sense of coherence, what points to that it can be useful to, as tentatively done in this 
study, to consider coherent and meaningful ritualization and narration as two main 
general resistance resources (GRR)? 

 

1:6 Concepts important for this study  
 
The concepts rite and ritualization have for this study been defined at the end of the 
presentation of The psychological and psychosocial functions of ritualization. The concepts 
myth and narration have for this study been defined at the end of the presentation of The 

psychological and psychosocial functions of narration. The concepts coherence, meaning and 
significant have for this study been defined at end of the part Sense of coherence using 

Antonovsky. Concepts specific to the role-playing world see the presentation of the role-
playing phenomenon and the presentation of the group of informants. 
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2 Context and earlier research 
 

2:1 Research context, demarcation and earlier research 
 
This study represents the discipline of psychology of religion, and it was done in the program 
Meaning-making, Culture, and Health. Therefore, the aim was also to actualize all those three 
aspects and their relationship in this study. There is an ongoing discussion in the field of 
psychology of religion about this discipline’s boarders that includes the reasoning of van der 
Lans (1987), Vergot (1986) and others. In line with van der Lans will I argue for, and then 
especially in the highly secularized Swedish context, that the research field in psychology of 
religion should include even other meaning-making expressions in their own right than just 
explicitly religious expressions. Vergot, though, is one of them who are of another opinion. 
He has argued for that we should distinguish between what is religion and what is worldview 
by using the formula ”revelational system” (Vergot, 1986). He has stated that religion comes 
from the revelation, and that the worldview comes from man. Vergot’s conclusion was that 
the psychology of religion shall be a study of the “revelational systems” and it’s relationship 
to the socio-cultural context, wherein the worldview is an aspect. Vergot underscored in his 
reasoning that when one includes the worldviews put forth a hidden theory of what religion is 
meant to be, and ”that religion is borne out of man’s need for an all embracing, somehow 
systematic, knowledge of the world he is living in; a tourist-map for life,” and he thinks that 
we shall avoid ”an explanatory theory in the definition of the object of our discipline” 
(Vergot, 1986: 67-). I am well aware that I may yield to this fault when tentatively suggesting 
that our need for religion’s main components, rites and myths–as ritualization and narration 
generally and as rites and myths specifically–are ontogenetically grounded, regardless of if 
their content are socially constructed or builds on revelation. However, I do feel strongly that 
we who are in the field of psychology of religion ought to study rite’s and myth’s, 
ritualization’s and narration’s, psychological, psychosocial and meaning-making functions, 
regardless if they are to be considered religious or not, and not leave those fields to 
anthropologists and sociologists alone. The concept meaning is however somewhat 
ambiguous, and it has been defined in the theory part for this study, but for further orientation 
about the concepts meaning, creation of meaning and meaning-systems see: Luckmann, 1967; 
Geertz, 1973; Spilka, 1997; van der Lans, 1987; and McGuire, 2002. As said, the main 
intention with this study was to generate more knowledge about the psychological and 
psychosocial functions of rites/ritualization and myth/narration in our lives, and then 
especially in the lives of adolescents. 
 
In my D-paper (Lloyd, 2002) I did, however, more explicitly investigate whether the role-
playing phenomenon in some specified respects could be considered a substitute for religion. 
What I found was that regardless of worldview, view on life or spiritual or religious faith, the 
informants, comprising of six adult role-players (tabletop and larp), in a very clear way 
expressed, shared and maintained their specific meaning-system in the role-playing world. In 
this study I have left that particular dimension, and with using Erikson have worldviews, 
ideologies and religions been placed into one category. 
 
This study has connections to several research fields other than this specific role-playing 
phenomenon, that is a hobby role-playing that shall not be exchanged with other types of 
artistic, pedagogic or therapeutic role-playing. Most important for the field of psychology of 
religion would related research about the psychological and psychosocial functions of rites, 
myths and worldviews/idelogies/religions in our lives, primary and secondary socialization, 
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and research about the youth’s situation and (psychological and existential) health in our 
contemporary secularized Swedish society be. However, in this framework has the 
presentation been concentrated on the research on role-playing games and then more 
specifically on larp and tabletop role-playing games, though, those role-playing forms have 
been the main subjects for this study. In addition have just shortly some other researchers’ 
work been highlighted that were related to rituals and narration and youth’s existential health. 
For further research and literature in relation to Erikson, Stern and Antonovsky see the theory 
part. 
 
Up until now, there was not so much research done in relation to the role-playing 
phenomenon, either in Sweden or internationally. No study was found that contained the same 
objectives or subject matter which is detailed in this study. When it comes to dissertations, 
were searches foremost done through Libris and UMI Dissertations. According to those, only 
two theses that were presented were related to the forms of role-playing that have been 
studied in this paper. Those two were the ethnological thesis Den förtrollade zonen: Lekar 

med tid, rum och identitet under medeltidsveckan på Gotland, Gustafsson (2002), and the 
science of literature thesis De mörka labyrinterna: gotiken i litteratur, film, musik och 

rollspel, Fyhr (2003). None of these dissertations were written in the discipline of psychology 
of religion and they were not directly related to this study’s objectives. This is why they have 
not been presented more thoroughly. Several dissertations have been done about computer 
games and computer role-playing games. For an overview, see The National Swedish Institute 
for Health’s: Hälsoeffekter av tv- och datorspelande: en systematisk genomgång av 

vetenskapliga studier (Lager & Bremberg, 2005). There were also some other scientific works 
about role-playing games that were mainly of a sociological or psychological character: 
Shared Fantasy: Roleplaying Games as Social Worlds (Fine, 1983); and The Satanism Scare 

(Richardson, Best & Bromley, 1991); and the scientific article New texts and new media in 

global youth culture: the fantasy roleplaying games, Sørensen (Journal Young, Vol 7, Nr 3, 
1999). 
 
In Sweden, however, there has been several B, C and D papers written about the role-playing 
phenomenon. Some of those which have attracted the most attention were: 
Maskulinitetsspelet: Om rollspel och unga killars identitetsarbete (Henriksson, 1995); På 

äventyr bland drakar och demoner: Rollspel som social arena (Hedvall, 1995); and På 

spaning efter den lek som flytt (Hägglund, 1993). In the science of literature it has also been 
studied as a new ”fiction genre” (Hansson, 1989), and in the field of psychology was a 
Jungian analysis (Kinley, 1991) done. There was also one in ethnology, a music paper about 
the music in larp games: Skogen och krogen: en musiketnologisk studie av musiken i levande 

rollspel (Lagergren, 1998). The Boarder of Youth have also published two reports about this 
form of role-playing: Rollspel–En kartläggning av fritidsrollspelandet och dess betydelser 

(Öhlund, 1996); and Ungdomsstyrelsen rapporterar nr 9, 1997. In addition, there was the 
report Rollspel som ungdomskultur (Dahlberg et al., 1995). There were also two descriptive 
books written about this form of role-playing and role-playing phenomenon: Levande 

rollspel: Handbok (Käll, 1998), De övergivnas armé (Örnstedt & Sjöstedt, 1997; this book 
have a very critical outlook on role-playing, and it has not been received well in the circle of 
role-players). For further orientation about the role-playing phenomenon in Sweden, visit 
Sverok’s and The Unicorn’s homepages (www.sverok.se; www.enhorn.com) and the Science 
Fiction book store in Old Town in Stockholm. 
 
When the search-word ”fantasy” was used, which is considered to be closely related to the 
role-playing phenomenon, there were approximately 100 dissertations results. What could be 
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seen was that only a few of them were directly related to the subject religion. It did not seem 
as any were written explicitly in the discipline of psychology of religion. Those 100 
dissertations were not investigated more thoroughly. To get an overview of the fantasy 
literature see, Fantasy: Fantasylitteraturens historia, motiv och författare (Holmberg, 1995); 
En guide till fantasy (Ekholm, 2000); Only Connect: Readings on Children’s Literature, 
Egoff’s (1996); On Fairy Stories, (Tolkien, 1964 (1947)); and Astrid Lindgren och sagans 

makt (Edström, 1997).  
 
Öhlund who has written one of The Boarder of Youth’s reports thought that there were 
several reasons as to why the research society did not pay attention to the role-playing culture 
in any extended way. Partly, the youth’s leisure patterns have changed rapidly, and secondly 
the role-playing foremost take place at home (or in the forest). This meant that this 
phenomenon, according to Öhlund, did not constitute a “defined social problem” (Öhlund, 
1996: 24, my translation) in the public room. 
 
To get a background and overview over the role of rituals in our lives, the following books 
could be referenced: Ritual: Perspective and Dimensions (Bell, 1997); Deeply into the Bone: 

Re-inventing Rites of Passage (Grimes, 2000); Crossroads: the quest for contemporary rites 

of passage (Mahdi, Christopher & Meade, 1996); Resistance Through Rituals (Hall & 
Jefferson, 1991 (1976)); Blazing the trail: Way Marks in the Exploration of symbols (Turner, 
1992); ”Transplanting rites: the psychosocial role of religious ritual in cross-cultural 
adjustment”, DeMarinis, in Clinical Psychology of Religion–Emerging cultural and 

multicultural questions from European and North American voices (DeMarinis & Wikström, 
1996); and “Religious Ritual-Hunger and the Quest for Religious Ritual-Sustenance: A 
Psycho-Cultural Investigation of New Age Participants in Berkeley, California”, DeMarinis, 
in New Religions and New Religiousity (Barker & Warburg, 1998). 
 
When it comes to the narration’s role in our lives, the following books could be 
recommended: The uses of enchantment: the meaning and importance of fairy tales 

(Bettelheim, 1976); Det glömda språket: en första vägledning i konsten att förstå drömmar, 

sagor och myter (Fromm, 1998); Ropet efter myten: om den moderna tidens mytologi (May, 
1994); Myte, magie og mirakel: I møte med det moderna (Alver, 1999); Sagan och det 

omedvetna språket, (Brudal, 1984); Att fråga om livet: livet, tron och myterna (Carlander, 
1993); and Myternas makt (Campbell, 2003). 
 
For a theory of knowledge in the sociological background on primary and secondary 
socialization see Kunskapssociologi: Hur individen uppfattar och formar sin sociala 

verklighet (Berger & Luckmann, 1998 (1966)). 
 
When it comes to the existential health of the youth, there has been a lot of research in many 
different disciplines, regarding youth values, attitudes and views on life. To get a general 
overview of this topic in the discipline of religion see:  Tro och värderingar i 90-talets 

Sverige: Om samspelet livsåskådning, moral och hälsa (Kallenberg, Bråkenhielm & 
Larsson,1996), and to get a more specific view of the youth’s values and views on life see: En 

skola–flera världar: Värderingar hos elever och lärare i religionskunskap i gymnasieskolan 
(Sjödin, 1995), and Livsfrågor och Livsåskådning hos barn (Hartman & Pettersson, 1980). 
The thesis in behavioral science of religion Existentiell ångest hos svenska gymnasieelever 
(Åkerberg, 1987) has a more direct focus on to what extent existential anxiety is a 
fundamental problem among youth at the age of 16-19, and Tonåringen i välfärdssamhället: 

Om svårigheten att bli vuxen i dagens västerländska kultur (Ramström, 1991) has also 
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highlighted the existential dimension for young people. Ramström even underscored in his 
book that Åkerberg’s extended work about youth’s existential anxiety is ”a valuable and an 
urgent reminder that the adult world leave many young people to find the answers to the vital 
existential questions by themselves” (Ramström, 1991: 230, my translation). In relation to this 
study, the magazine Uppväxtvillkor nr 2 (1986) could also be mentioned. This was a feature 
issue about life view questions and religion, where sociologist of religion Geyer have written 
a chapter about what a life view could mean for a teenager and where they could find a forum 
for view on life discussions. 
 
It would probably also be interesting to compare the findings in this study with the theologist 
Jeffner’s definition of a view on life that comprises of three components: 1. theoretical 
presumptions about man and life; 2. central values and norms; and 3. the basic attitude 
towards life (Hemberg, Holte & Jeffner, 1982: 13; Kallenberg, Bråkenhielm & Larsson, 1996: 
16), and the sociologist Bourdieu’s theories about habitus as social relations that are 
“engraved in our bodies and senses” (Broady, 1990: 225), as our embodied way of being. A 
comparison with family systems theory and Bateson’s theories about “the pattern that 
connects” (Bateson, 1998; 1972) would probably also be worthwhile. 
 

2:2 The contemporary Swedish culture and context 
 

When we discover that there are several cultures instead of just one and consequently at the time 
when we acknowledge the end of a sort of cultural monopoly, be it illusory or real, we are 
threatened with destruction by our own discovery. Suddenly it becomes possible that there are just 
others, that we ourselves are an ’other’ among others. All meaning and every goal having 
disappeared, it becomes possible to wander through civilizations as if through vestiges and ruins. 
The whole of mankind becomes a kind of imaginary museum: where shall we go this weekend–
visit the Angkor ruins or take a stroll in the Tivoli of Copenhagen? 

Ricoeur, 1965 
 

Within a society that is not dominated by a few and strong belief systems do the youth have to 
search their own way to the answers to the existential questions. 

Ramström, 1991, my translation 
 

In this section of the study, special aspects of the Swedish culture have been referenced for 
background purposes in order to describe the factors which Swedish male youth face. A 
cultural analysis could have been quite extensive. For this study’s objectives were therefore 
three main-points chosen, that are closely connected and somewhat intertwined: 1. The 
youth’s overall problems today; 2. The many-cultural society and the growing outsider-hood; 
3. The Swedish secularization and the decomposition of the “grand stories”. This part has 
been ended with a summary and some reflections on the youth’s situation in our time and 
place and in relation to this study’s objectives. 
 

2:2:1 The youth, a group in crisis? 
 
According to the Child’s secretary report’s Upp till 18 - fakta om barn och ungdom 
(Nordström, 2004) and Satsa tidigt, en undersökning av barn- och ungdomspsykiatrin (2005) 
children and youth in Sweden to an international perspective have a good physical health. 
However, their psychical health has decreased immensely during the last years due to worries, 
anxiety, depression and self destructive behavior. Between 10-15% of the children sought 
child-psychiatric consultation at some time during their upbringing. Among youth between 
16-18 years, 28% of girls and 11% of boys agreed with this statement: “I feel often sad and 
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down.” The sales of anti-depressive drugs to youth from the age of 15 to 19 have doubled 
from 1999 figures to 2003. Girls have a higher rate of suicide attempts, but boys die more 
often from suicide. The quota is around 1:2.5. The overall suicide rate has according to NASP 
(Nationellt centrum för suicidforskning och prevention av psykisk ohälsa) decreased in 
Sweden in the last 20 years. However, the suicide frequency had increased for men who are in 
the 15 to 24 age group. This has occurred in the last ten years. The secure suicides have also 
increased with 27% and the insecure suicides with a rate of 77%. The figures for girls in the 
same age category were somewhat vague, and this was mainly due to the secure suicides 
being decreased by 20%. Furthermore, the insecure suicides for girls increased by 111%. 
NASP have attributed this increase in suicides even for young women. This means that 30 to 
50% of youth take their lives every year in Sweden. According to a report from AKU 
(Arbetskraftsundersökningar), it showed that almost every tenth individual (almost 10%) 
between the ages of 20 and 24 in 2001 also were to be considered outside the society in 
several ways. Many of the subjects were not employed, not studying, and they were not 
involved in military service or were not working within their own household. Many in this 
group of outsiders were born abroad. Since the end of the 1980’s, the rate of high school 
drop-outs have doubled, and the longtime unemployment rate among 18-24 years old have 
also doubled from 2002 to 2003. The establishment of adulthood has been delayed and made 
more difficult for the youth. In the beginning of the 1990’s where three out of four employed 
at the age of 20, today are the same figure not reached until the youth are at the age of 25. For 
persons borne abroad is the corresponding figures not reached until the age of 33. (See further 
Arbetslivsinstitutet, Centrum för folkhälsa, LO, SCB & AKU, Socialstyrelsen, SOU 2003:19, 
Ungdomsstyrelsen.) Lennart Hallsten, docent at the National Board of Health and Welfare, 
went recently through a WHO survey made in USA about children’s and youth’s anxiety level 
from the 1950’s to the 1990’s, which showed a strong increase in the level of anxiety among 
children and youth. Hallsten, well aware of the negative trend in Sweden said: 
 

What happens in Sweden and other places in the world can be part of a mega-trend that started 
somewhere after the Second World War. Maybe is that so that more and more feels lonely in a 
more and more individualized society. Many lack that security that a group belonging grants and it 
can be so that the fear increases generally, that you experience more threats than before. 

(SvD, 18/4-05,p. 19, my translation) 
 

Even if Rousseau already in Emile (1762) puts forth that the youth period for the affluent 
citizens should be a moratorium, an educational period free from work, was it not until after 
the Second World War that the teenager and the teenage period also became a general western 
cultural phenomenon for all social classes. The educational and youth period has since then 
become longer with time, where the youth period, as seen above, nowadays can continue far 
into the twenties and thirties. (Fornäs, Lindberg & Sernhede, 1994: 10-) The chief physician 
Ramström wrote in his book Tonåringen i välfärdssamhället (1991) that the youth’s 
integration into the society is a central theme during the teenage period, but that the 
psychoanalysis and the psychology rarely pay attention to this developmental aspect. He felt 
that this is a “weakness, and possibly it is in this area that the society has its biggest 
shortages” (Ramström, 1991: 119).  
 
The youth researcher Ziehe has said in regard to this that the youth suffer from what he called 
the “cultural redundancy” (Ziehe, 1994: 147-) in our society. He felt this was partly due to the 
capitalistic system which has “expropriated” (Ziehe, 1994: 154) our culture and our life room. 
Ziehe thought cultural redundancy gave the youth an expanded playroom for expectations and 
dreams, but due to the conditions in the society a limited possibility to put them into action 
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and a bigger awareness about the risks to fail. (Ziehe, 1986 (1982): 16-) Ziehe wrote that the 
adult world has become de-mystified, where everything due to television is revealed. There 
were no more miracles, no more riddles to solve. Ziehe felt that the secret of adulthood in 
previous times had a strong pull on the youth to become adults. 
 
The Swedish chief physician Ramström has also highlighted in his book Tonåringen i 

välfärdsamhället (1991) that the teenager’s existence has become more and more separated 
from the adults existence, and that the “non-generative adults”, in other words adults who 
have some kind of economical interest in the youth, have more and more influence on the 
youth’s existence. (Ramström, 1991: 216) Ramström alluded on Erikson when he used the 
word ”generative”, which means an adult’s best forces, irrespectively if the person has 
children or not on his or her own, are directed towards caring and attention for the new 
generation.  
 
2:2:2 A multi-cultural society and the growing outsider-hood 
 
The world is getting more globalized. We have possibilities to connect to the whole world 
through TV, in chat-forums, and on-line games. On the Internet one can talk and play 
whenever desired with people from all over the world, and the Swedish society has been 
getting more multi-cultural. Since the beginning of the 1970s, the first generation immigrants 
have almost doubled in Sweden. In 2004, statistics showed that over 12% of the Swedish 
population were born abroad. This indicated that there would be a growing numbers of second 
and third generations of immigrants. (SCB, Befolkningsstatistik i sammandrag 1960–2004) 
Many of those immigrants live in the million-program suburbs around the large and middle-
sized cities, like Rinkeby outside Stockholm, Bergsjön outside Göteborg and Rosengård 
outside Malmö. In suburbs like those were, according to a recent survey made by the Swedish 
Liberal Party (Rojas, 2004, Utanförskapets karta), unemployment, high rate of dropouts from 
elementary schools, low participation in political elections and the outsider-hood sense a 
growing problem. With the Liberal Party’s criteria, Sweden in 1990 only had 3 suburbs that 
were considered marked as outsider-hood. In 2002, the corresponding figure rose to 136 
suburbs. Even if this was a politically biased survey, it does indicate that the outsider-hood is 
a growing problem in the Swedish society. This points to a rapidly growing split in the 
Swedish society between those who belong and those who do not, and this would probably 
create severe problems on both a personal as well as a society level. The psychiatrist and 
psychoanalyst Cullberg has also found, in his work in one of Stockholm’s exposed suburbs, a 
new social-psychological diagnosis for those who experience some kind of outsider-hood. He 
called this new diagnosis “anomic syndrome” (Cullberg, 1984: 148, the concept ‘anomic’, 
which means without name, has he taken from the sociologist Durkheim (1858-1917)). 
Cullberg wrote in Dynamisk psykiatri i teori och praktik (1984): 
 

You can see anomic disturbances as existential deficiency, an expression for a lack of carrying of 
meaning, goals and basic trust in the existence. Our existential basic trust gets its nourishment from 
the cultural tradition we are coming from, the value milieu we live in and the confirmations we get 
on ourselves and our identity through daily contacts at work and at home with intimate persons. 

(Cullberg, 1984: 148, my translation) 
 

Cullberg thought those who are most exposed for this syndrome were the following groups: 
unemployed youth, old or lonely people, isolated parents of young children, unemployed, 
lonely housewives after experiencing their children moving out, and some groups of 
immigrants. He also underscored that a concentration of those groups is found in the new 
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suburbs of low status character “that continues to grow up” (Cullberg, 1984: 148) in our 
society. Another diagnosis that have similarities with anomic syndrome and that probably also 
could be actualized in relation to those new exposed suburbs is what the neurologist and 
psychiatrist Frankl has called noogen neurosis (Frankl, 1969, from ‘nous’, intellect), which is 
a neurosis that not is due to conflicting drives, but to conflicts between different values, where 
you have an insecurity about your own values, your faith, and a feeling of meaninglessness 
and emptiness (see also Frankl’s concepts of existential vacuum, existential frustration and 
existential neurosis (Frankl, 1995 (1969)). Frankl has as Antonovsky in his life concentrated 
on what it is that make people cope with different crisis in life without giving up. Frankl, who 
had created the logotherapy to handle life crisis and existential questions, thought like 
Bettelheim, that a psychotherapist’s main task is to help the patient find the meaning with his 
or her life. 
 
Much points to that the existential questions in different ways would be a growing field in our 
society in the near future. The psychologist and psychologist of religion DeMarinis (2003) 
suggested in her research in pastoral care that it in the postmodernity even could be 
meaningfully to talk about ”existential health” and ”existential epidemiology” (DeMarinis, 
2003: 38-43). 
 
2:2:3 Secularization and decomposition of the “grand stories” 
  
The church religious rate is low in Sweden. Very few use religious myths/narratives and 
rituals regularly, and only 4.8 % (WVS/EVS) of the Swedes felt it was important to teach 
children about religion (those figures are probably different for some immigrant groups). 
Sweden, according to the WVS/EVS (1981, 1990, 1996) polls have become the most 
secularized country in the world (Inglehart & Baker, 2000). The interest in traditional religion 
is low, but according to Bäckström (1997) when one looks to the youth, we may anticipate a 
“revival” where the Swedish youth may gain a growing interest in existential and life view 
questions in a more broad sense. Pupils in high school stated in a study made by PhD Sjödin 
(1995), that they where much more interested in life-questions than of established views of 
life or occult phenomena. Those pupils said the existential questions were important, but that 
they had no experience as to whether the established views on life gave relevant answers to 
those questions. According to Sjödin’s study (1995) thought over 50% of the Swedish youth 
often or sometimes on the meaning of life, which was about the double from what was stated 
by adults previously in the WVS/EVS (28%). Overall the pupils placed the existential 
perspective higher than questions concerning a view on life, and this was mostly found among 
those pupils who thought that the subject knowledge of religion was unimportant or un-
involving. Geels and Wikström wrote in Den religiösa människan “that a obvious risk with a 
teaching centered around the life-questions is that it only becomes therapeutic, that it only lets 
the youth express their thoughts and feelings around those questions” (Geels & Wikström, 
1999: 348). Therefore have they suggested that the teaching should be about making alive the 
connections between the life-questions and a life-view. In 1994 års läroplan för det 

obligatoriska skolväsendet (Lpo 94) has it also been underscored that the Swedish school 
shall transmit to the pupils the value-ground that our society leans on, which is supposed to be 
in agreement with “the ethic that are administered by Christian tradition and Western 
humanism” (Lpo 94, 1999: 5, my translation). However, in the government’s report En 

värdegrundad skola–idéer om samverkan och möjligheter (Departementsserien, 1997) did 
they admit that the “value-ground” was not “a known or clear defined concept for either the 
school staff, its pupils or others” (Departementsserien, 1997: 15, my translation). In their 
descriptions no longer “the Christian tradition and Western humanism” are mentioned 
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anymore. Instead they underscored “the human lives inviolability, the individuals freedom 
and integrity, all people like worth, equality between women and men and solidarity with 
weaker and exposed” (Departementsserien, 1997: 15, my translation). They also highlighted 
democracy and multi-culturalism. Zackari and Modigh used the government’s guidelines 
when they wrote Värdegrundsboken–Om samtal för demokrati i skolan (2000), and they 
stated: 
 

Many different interpretations and values are supposed to be communicated in the pluralistic 
discussion with departure point in the respect for human’s equal worth. According to our view is 
the pluralism together with democracy a departure point for the interpretation of the value-ground 
and its content. 

(Zackari & Modigh, 2000: 27, my translation) 
  

The democracy could be seen as a form of “over-ideology” (Sigurdson, 2002: 14). In the 
Swedish Board of Education’s Med demokrati som uppdrag: en temabild om värdegrunden 
(2000), the authors had stated that the school’s task was to transmit a democratic competence 
to the pupils, a competence that included respect for others opinions than the own (Statens 
skolverk, 2000: 15). 
 
Many good aiming words, Sigurdson, a docent in systematic theology, has highlighted, in his 
book Den goda skolan: Om etik, läroplaner and skolans värdegrund (2002) that our values 
and our moral were dependent on a narrative, a “grand story”, to be understood and lived by, 
and he thought an important question was what “grand story” we in Sweden live by today. 
(Sigurdson, 2002: 52) He wrote: 
 

Every religion, culture or society have its own ‘grand stories’, its own ‘myth’. Maybe is one of the 
most powerful myths or ‘big stories’ in Sweden today not the myth about the Swedish nation, but 
the myth about success, defeat and rehabilitation or failure (think of Björn Borg, the parachute-
chiefs in larger companies, Mona Sahlin or Björn Rosengren). [...] We can interpret our own lives 
using those as our ‘role-models’, incorporating our own lives within this myth. 

(Sigurdson, 2002: 52, my translation) 
 

The erosion of the “grand stories” and cultural bearing myths had attracted attention from 
many quarters and disciplines. Not the least by the philosopher Lyotard (1984) who was the 
one who popularized the concept postmodernity to describe the culture we are living in today. 
Leaning on Lytord said the sociologist Giddens that “[t]he postmodern state is signified by 
that the ‘grand story’ [religious, metaphysical or ideological systems that aims at describing 
the existence in its wholeness, Nordin, 1995: 535] dissolves, in other words the narrative ’red 
thread’ with which we places us in the history as beings with a decided past and a predictable 
future” (Giddens, 1996: 13). Sigurdson (2002) also highlighted that the philosopher McIntyre 
in his book After Virtue (1981) painted a picture of a catastrophe that had happened to our 
moral language. Sigurdson wrote with McIntyre: 
 

We have only language fragments of our moral reasoning, but we have no longer the scheme that is 
needed to put those fragments in their right place. McIntyre even argue that this moral catastrophe 
actually has passed by the most of us unnoticed. 

(Sigurdson, 2002: 58, my translation) 
  

This fragmentation was also confirmed by the psychologist of religion van der Lans (1987). 
He unexpectedly when investigating Dutch people’s worldviews found that it only was the 
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Christian worldview that could be considered a coherent meaning-system in its own right. He 
wrote: 
 

[B]eside the Christian worldview-factor could the factor-analysis not show any other meaning-
system as a separate, independent factor. Agnostic, nihilistic and inner-worldly belief-conceptions 
exists only as fragmentary interpretations, but not (maybe can you say ‘not yet’) as separate overall 
worldviews. 

(van der Lans, 1987: 6) 
  

In Sweden people is less Christian and if we look to the first time voter participation in the 
government election in 2002, the interest for politics among youth have dropped 
approximately 10% since 1970. Whereas in 2002 there was around 70% first time voter 
participation. (SCB, Valdeltagande i riksdagsval 1970-2002 bland förstagångsväljare) One 
could only guess that even if the school taught democracy, politics somehow would still be 
uninteresting without a living ideology that puts the youth in place in the history as a being 
with “a decided past and a predictable future.” The social-psychologist Mitscherlich described 
earlier that after World War II, with all the fast changes, we entered what he called a “society 
without a father” (Mitscherlich, 1963: 2). This was due to the fact that the old values and the 
old structures that were built on the father authority within the center were no longer working 
(cf Faludi, 2002; Bergstrand, 1987). Mitscherlich already argued that it was necessary for the 
humanity to build new values, a new moral and new social structure. The question however 
remained in our multi-cultural society: Which “grand story” would carry those new values 
and structures, and if anyone should have a priority when it comes to an interpretation? 
 
Summary: It seems clear that the youth period have become a longer period since World War 
II. At the same time, our life-world have changed rapidly with globalization, multi-cultural 
societies, erosion of the “grand stories,” religions as well as ideologies, and a stronger 
commercial influence in our lives.  It would probably be correct to state that youth today on 
the one side have more freedom to choose what they want and what they want to believe in 
for their life. On the other hand, it seems as though they were left to themselves with the 
commercial influences, and that they were more aware than previous generations of the risks 
of failure in life.  It is like the world was both very free and available at the same time as the 
youth seem to have to fight harder to find their place in life and to come into adult 
employment. It was maybe those polarized and unstructured conditions that highlighted the 
existential questions in many youth’s life and made a growing number of youth feel worried, 
anxious and depressed? 
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3 Theories 
 

3:1 A presentation of the three main theorists 
 

Erik H Erikson (1902-1994), the gifted bohemian artist who became a world-famous 
psychoanalyst, is probably best known for his theories about the relation between a society’s 
system of values and norms and the individual’s development, and his theory of the lifecycle 
completed. Erikson thought that his own background and youth crisis may have influenced his 
interests in these topics. He was born in Germany to a Danish-Jewish mother. His biological 
Danish father left his mother before Erik’s birth, and without knowing he grew up with a 
German stepfather. As a youth, he did feel a sense of alienation to everything his middle class 
family represented, and he did not want to follow in his stepfather’s footsteps and study 
medicine. Erikson did however, eventually become a part of Freud’s closest circle and Anna 
Freud became his analyst. Together with her, Hartmann and Kris Erikson played an important 
role for the development of ego-psychology. He had also been influenced by anthropologists 
like Margaret Mead, Mekeel and Kroeber. Since 1933 was he living and working in America. 
(Wulff, 1993 (1991): 182-; 197) 
 

Daniel Stern is an American psychoanalyst and infant researcher now living and working in 
Switzerland. Using the observed child and the infant’s interpersonal world, he have developed 
a fairly elaborated theory for the development of the “sense of self” (Stern, 1991 (1985)). His 
contribution is much due to the fact that he has made a useful synthesis of other people’s 
work. He got inspiration and knowledge from many different areas and persons. Among 
others: Mahler, who was the first in the psychodynamic tradition to systematically observe 
normal infants; Kohut’s theories about self-development; Anna Freud’s descriptions of 
different developmental lines; Tomkin’s affect theory; Bolwby’s attachment theory; Werner’s 
theory about amodal perception; Piaget’s theories about cognitive development; and the 
independent British school of object relations theory (Fairbairn, Winnicott et al.). 
(Havnesköld, 1992: 11; 18-) 
 

Aaron Antonovsky is a medical sociologist. In his life have he focused on the cause of 
health. To emphasize this research perspective, he coined the concept salutogenesis (salus 

meaning ‘health’ in Latin). He found when studying health, sickness and deadliness in 
different social classes, that people who were able to make their existence “coherent” 
(Antonovsky, 1985) that they coped better with stress and that they were more healthy. Even 
if he for knowledge and inspiration have highlighted that he owe a depth of gratitude to 
colleagues and other researchers (e. g. Selye, Dubo, Holmes, Rahe, Kohn, Cassel), did he 
when he in Health, Stress, and Coping (1979) had put forth the “salutogenic question” 
(Antonovsky, 1991 (1987): 57) feel quite alone in the academic world. When he later read 
Erikson (1982) he thought he heard an echo of his own ideas. Later, has he also related his 
ideas to many different researchers and concepts. For example, Kobasa’s theories about 
hardyness; Boyce’s theories about sense of permanence; Moss’ theories about the social 
climate’s different dimensions; Werner’s studies about stress-resistant children, “dandelion 
kids”; Reiss’ research on patterns of processing information in families with a schizophrenic 
child; and Lazarus’ theories about stress-factors and coping-styles. Antonovsky was born in 
America. In 1960 did he move to Israel, where he now lives and works. (Antonovsky, 1991 
(1987): 9; 57-) 
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3:2 Our basic need for rites and myths 
–using Erikson’s theories about ritualization and Stern’s theories about the narrative self 

 
In the act of feeding children and taking care of their needs, a world view, a way of experiencing 
the world is transferred. As Erikson shows in his studies of Northern-American Indians in 
Childhood and society, care of children differs from culture to culture. 

Zock, 1997 
 
[T]he scheme of everyday ritualization [---is] the very fabric of a culture, it is obvious that a work 
ethic is most central to every kind of ‘new man’. In this country [America], a new ritualization of 
work roles emerged, emphasizing an essential equality of all who freely chose a chance to improve 
their status–on whatever level. [---] It was called a ‘way of life’ [.] 

Erikson, 1977 
 

Erikson and Stern have both attributed to those relational patterns that are taking place 
between the child and the mother or prime caretaker to have a significant and basic role for 
how we evolve as persons and for how we create meaning and interact with our environment 
and the society we belong in. 
 
This study has focused on both ritualization and narration, and their functions to create a 
sense of coherence and meaning in life. Therefore, to operationalize the concepts of rite and 
ritualization, myth and narration were both Erikson and Stern used. Though Erikson has 
focused more explicitly on the development of ritualization, and Stern more explicitly on the 
development of narration. Erikson has, which is one of his many strengths, a psychosocial 
perspective, but he misses some important aspects when it comes to the subjective affective-
motor (Downing, 1996) and narrative aspects. Erikson’s theories were therefore 
complemented with Stern’s theories about the sense of self, which focuses more on both the 
affective-motor and narrative aspects. To comprehend the experience of rituals and 
ritualization in its totality, it would be necessary to explicitly include the affective-motor 
dimension. Erikson mentions those affective-motor dimensions, but Stern does it more 
explicit and extensively. For example, Stern’s descriptions of the interaction between the 
mother/prime caretaker and the child are good examples of Eriskon’s ritualization and they 
describe in a fairly clear way the ritualization’s bodily and affective aspects. In return was 
Erikson’s theories used to complement Stern’s theories in regard to adolescence. Erikson and 
Stern have many similarities and points of contacts. However, Erikson places the “sense of 
identity” (Erikson, 1988 (1968): 90) in the center, and he talkes about a psychosocial identity 
(Erikson, 1988 (1968): 35-), and Stern who put the sense of self in the center talks about or 
describes an interrelational self. Where Erikson sees vision as the “basic organizer of the 
sensory universe” (Erikson, 1977: 128), Stern sees the affective state per se as the basic 
organizer (Stern, 1991 (1985): 254-). Havnesköld stated in relation to this that “the affect 
seem to connect the history of perceptions”, but that “we in large lack knowledge about the 
interplay between affects and perception” (Havnesköld, 2002 (1992): 48, my translation).  
 
Even if we do have a constitution, a temperament and a sense of self from start, do we, using 
Erikson and Stern, to a big extent also become who we are in relation to our intimate relations 
and social networks. Using their theories do ritualization and narration also seem to be this 
process’ main features. We are in other words to a big extent becoming who we are through 
ritualization and narration. In line with Erikson and Stern is our need for ritualization and 
narration ontogenetically grounded in the developmental psychology, even if their features 
and content are socially constructed. This points to the fact that regardless of the time we are 
living in–premodern, modern or postmodern–need coherent and significant ritualization and 
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narration in order to develop to psychically healthy and psychosocially well functioning adult 
persons. 
 
For this study’s objectives, have the psychological and psychosocial functions of 
ritualization, and the psychological and psychosocial functions of narration been described in 
short by using Erikson’s and Stern’s theories. The descriptions have been presented separately 
for Erikson and Stern. Especially have the area of adolescence and the adolescent in relation 
to ritualization and narration been highlighted. Every part has been ended with some 
actualized questions that were relevant for this study. The most relevant of those questions 
have in the analysis part been operationalized into different sub-categories that were used to 
answer this study’s research questions. Last in the part about ritualization have the concepts 
rite and ritualization been defined for this study, and last in the part about narration have the 
concepts myth and narration been defined. The ritualization has been described first though, 
according to both Erikson and Stern, ritualization comes first, anyway in the developmental 
psychology. 
 
Stern talked about several senses of selves, for this study’s objectives have however only core 

self and the sense of self been used. 
 

3:3 The psychological and psychosocial functions of ritualization 
 
3:3:1 The functions of ritualization, according to Erikson  
 
Erikson described how the patterns for ritualization are grounded in the greeting process in 
between the mother/prime caretaker and the child, where the mother “looking, feeling, 
sniffing” (Erikson, 1977: 85) naming the child by a name and naming herself as mother: 
“mother is here”. According to Erikson is this interrelation “the ontogenetic source of one 
pervasive element in human ritualization, which is based on mutuality of recognition, by face 
and name” (Erikson, 1977: 87, italics in orig This regular and periodic caretaking is 
confirming for both the mother and the child, and it has a sense of what Erikson described as 
a “hallowed presence”, a “numninous” feeling (Erikson, 1977: 89). This numinous feeling, 
according to Erikson, assure us of a “separateness transcended” and a “distinctiveness 

confirmed, and thus of the very basis of a sense of ‘I’” (Erikson, 1977: 90, italics in orig.). He 
even suggested that the first and most incoherent “sense of identity” (Erikson, 1988 (1968): 
90) emerges from this meeting that takes place between the mother and the infant. He even 
underscored that if the child does not get this “regular and mutual affirmation and 
certification” (Erikson, 1977: 88) that the child will be psychically and socially harmed. He 
wrote: 
 

This need will reassert itself in every stage of life as a demand for ever new, ever more formalized 
and more widely shared ritualizations (and, eventually, rituals) which repeat the face-to-face 
‘recognition’ and the name-to-name correspondence of the hoped for. Such ritualizations range 
from the regular exchange of greetings affirming a reciprocity of roles, to singular encounters in 
love or inspiration, and eventually, in a leader’s ‘charisma’ as confirmed by (more or less) 
exquisite statues and paintings, or by mere multiplied banners and televised appearances. All such 
meetings at their best embody seeming paradoxes: they are playful and yet formalized; quite 
familiar through repetition, they yet renew the surprise of recognition. 

(Erikson, 1977: 88, italics in orig.) 
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For Erikson it was “ritualized affirmation, reaching from daily life to religious rites” (Erikson, 
1977: 89), an indispensable experience, and he underscored that when time changed it is 
necessary to find new and meaningful forms of ritualization. Regardless of the ritualization’s 
infantile source, Erikson did distance himself from any tendency to reduce religion and it’s 
rituals to nothing more than a regression to the infantile stage (the “originological fallacy”), 
and he thought, as mentioned above, that it is religion in its positive aspects that foremost 
answering for the first and ultimate things in life: basic trust and a sense of cosmic order. 
(Wulff, 1993 (1991): 200; 204) 
 
According to Erikson, during the whole infant period through ritualization, we incorporate 
different “sensory-kinetic patterns” and the basic “cosmic order”, where those patterns 
throughout life continues to create the base for the continued development of ritualization in 
different areas (Erikson, 2004 (1982): 48-). An important part of those patterns are the 
“hallowed presence” or “numninous” feeling that from the beginning and onwards assure us 
of the very basis of a sense of an I and an identity. Erikson defined ritualization as “an agreed 
interplay in between at least two persons, who under purpose filled intervals and in recurrent 
contexts repeat the rite” (Wulff, 1993 (1991): 197, orig. in Erikson, 1966: 337). He didn’t 
however think there could be any prescriptions for either ritualization or ritual. Even if the 
ritualization is “ontogenetically grounded” (Erikson, 1977: 113), it needs to find “unexpected 
renewal of recognizable order in potential chaos” (Erikson, 1977: 113). “Ritualization thus 
depends”, stated Erikson, "on that blending of surprise and recognition which is the soul of 
creative interplay, reborn out of instinctual chaos, confusion of identity, and social anomie” 
(Erikson, 1977: 113). 
 
According to Erikson we do also need different types of ritualization to work through and 
resolve the crises that are connected to the different developmental stage in the life cycle. For 
example, this is seen in the passage from adolescence to adult. If our need for ritualization 
does not become fulfilled in stage adequate ways, stated Erikson, then it degenerates into 
what he called “ritualism” (Erikson, 2004 (1982): 49), which is a pathological and rigid 
counterpart to ritualization. When the crisis, with the help of ritualization is turned into a 
resource, it becomes according to Erikson, a virtue. However, when instead ritualism is used 
in an attempt to “resolve” the crisis, the result becomes a pathological expression. (Wulff, 
1993 (1991): 198-; Erikson, 1969 (1950): 250-) For the adolescent who has the specific task 
of creating an identity and a worldview, it meant, according to Erikson, totalism which is “a 
fanatic and exclusive preoccupation with what seems unquestionably ideal within a tight 
system of ideas” (Erikson, 1977: 110). The psychosocial crisis for adolescence is especially 
concerned with identity or identity confusion, and this is, underscored Erikson, a 
“generational issue” (Erikson, 1968: 29) that ought to concern even older generations and 
representatives for different institutions in the society. Erikson emphasized that teenagers 
need to be part of an age hierarchical network (Erikson, 1988 (1968): 138), where their 
ritualization foremost is supposed to take place in the ideological field. The ideological aspect 
can however be the sharing of a common worldview, traditional initiation rites, exams, 
confirmation, or anything that aim at including youth as responsible citizens to participate in 
and consent to a common worldview. Erikson underscored that the adolescent’s ritualization 
to be useful and healthy needed to be part of an age hierarchical network. The question, 
though, in our context and time is what the older generations and the society offer in regard to 
this quest? 
 
In relation to the role-players it also was interesting to note that Erikson saw the adolescence 
as “a psychosocial moratorium during which the young adult through free role 
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experimentation may find a niche in some section of his society, a niche which is firmly 
defined and yet seems uniquely made for him” (Erikson, 1968: 155-). 
 
Actualized questions: What do the informant’s ritualization outside the family look like, in 
the role-playing world and in other interests/social activities/the school? Are they performed 
in the ideological field (as they are “supposed”), or do they mainly take place in the role-
playing world? How is the ritualization in the role-playing world concerned with topics 
related to adolescence (creating or maintaining a worldview/an ideology/a religion in an age-
hierarchical network)? How are the ritualization in the role-playing world used as means to 
work through and resolve the informant’s adolescent stage-specific crisis (identity/identity 
confusion)? 
 

3:3:2 The functions of ritualization, according to Stern 
 
Stern as well as Erikson started with the mother/prime caretaker-child dyad, but instead of 
talking about ritualization, Stern talked about “schemes for being with another” (Havnesköld 
& Risholm Mothander, 2002: 153). Stern who built his theories more on infant research and 
observations (Mahler; Spitz; Piaget; Tomkins; Bolwby; Winnicott; Werner; Damasio; et al.), 
focused more than Erikson upon the infant’s own subjective experience of its interpersonal 
and social life, and his departure point was to place the “sense of a self” in the center. Stern 
thought in contrast to some others that we do have some sense of a separate self from birth. 
(For a more elaborate survey about Stern vis-à-vis earlier psychoanalytic developmental 
theory, see Havnesköld, 2002 (1992): 26-; Wrangsjö, 1993: 16-.) Stern, as well as others, did 
not give or think that it is necessary or maybe even possible to make a clear-cut definition of 
what the self is. Stern though, underscored that it is how we experiences our selves in relation 
to others that give us a basic organizing perspective throughout which we see all interpersonal 
courses of events (Stern, 1991 (1985): 19-20). Havnesköld has in a foreword to a booklet 
about Stern’s theories, described the self as an “organizing process” (Havnesköld, 1992), and 
Havnesköld stated, in contrast to psychoanalytic theory, that we nowadays know that it is 
“organization,” not the “I” that develops (Havnesköld, 2002 (1992): 9). The repetitions of 
“schemes for being with another” with the same theme (“invariations”) create lasting patterns 
and networks in the body, brain and intrapsychically, which were called “representations of 
being with another” (Havnesköld & Risholm Mothander, 2002: 153), and in this process the 
body, senses and feelings/affects are very important. In relation to this, Stern did speak about 
“socioaffective competence”(Havnesköld & Risholm Mothander, 2002: 140).  
 

According to Stern, is the affective state the basic organizing element, and the schemes for 

being with another the basic units for the sense of a core self. Stern’s “affective state” relates 
to Erikson’s “hallowed presence”, and “schemes for being with another” corresponds with 
ritualization. Stern thought that every experience, even if it is unconscious, for infants as well 
as adults becomes coherent through the affective tone that comes along with it. Where he 
agreed with Basch (1977; 1988) who said that there are the emotions that are the primary 
process through which the infant creates meaning. A special kind of “global” affective tone is 
the vitality affect (Stern, 1991 (1985): 67-), and this is the overall continuing affective feeling 
that the mother/prime caretaker subtly transmit to the infant during their interaction. 
According to Stern, the vitality affects are important for the infants feeling of “going on 
being”. The vitality affects, which are qualitatively different from the hereditary category 
affects, are connected to rhythm, sound, music, food, the overall atmosphere etc. In the 
“psychically holding” (Winnicott, 1960) atmosphere of the vitality affects there begun “the 
other” to take form. Stern also highlighted that the infant perceive the world and its relations 
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through the body and the unified senses, through so called physiognomic perception (Werner, 
1948) and amodal perception (Stern, 1985). The whole life, on different levels, are we, said 
Stern, occupied with the relation “self-other”; the feeling aspect may be less strong, but 
probably continues vitality affects, physionomic perception and amodal perception throughout 
life to be important for how we perceive and organize our intimate experiences and 
interactions with others (Stern, 1991 (1985): 67-). All repeated patterns of interactions 
(invariations) are represented intrapsychically, thought Stern, as prototypical abstractions, 
which he called just schemes for being with another. To build a stabile and authentic sense of 
self we will need good enough “affect attunement” (Stern, 1990) in our schemes for being 
with another. Those prototypical memories of schemes for being with another (corresponding 
to ritualization) are then interwoven with the life story that is made up of specific, episodic 
memory (corresponding to narration). Experiences seem, highlighted Stern, to gather in 
episodes (prototypical and specific), though they almost always include perceptions or 
sensations together with affects and cognitions and/or actions. Episodes seem also to be stored 
in the memory as undivided units. The episodic memory (both prototypical and specific) is 
interdependent to the core self and its aspects. According to Stern, it is our sense of self that is 
the psycho-physical “element” that create order, coherence and meaning out of our 
experiences by storing experiences as generalized prototypical affective-motor patterns or 
specific episodic memories. The prototypical and specific memories have the ability to tell 
different stories about the same event. (Havnesköld, 2002 (1992): 53-) 
 
To conclude, and in relation to Erikson who thought that we need ritualization to stay 
psychically healthy, would probably be correct to state that the quality and regularity of the 
affective states, vitality affects and schemes for being with another, with their direct 
connections to the sense of core self, are to be considered mandatory for our ability to 
perceive the world as organized, coherent and meaningful. 
 

Actualized questions: What does the informant’s ritualization look like within the family and 
individually? What are the significant affective states and atmospheres (vitality affects) in the 
informant’s different ritualization, and how does the informant relate to those states?’ 
 
3:3:3 Definitions of the concepts rite and ritualization for this study 
 

Rite (‘holy use’ in Latin) is according to the National Encyclopedia (NE) partly a use or 
custom with religious or magical meaning, partly a decided order for ceremonies or the like. 
In this study, however, a “rite” has been considered a rite, even if it had no religious or 
magical meaning. However, in accordance with Stern, needed the use or custom, to be 
considered a rite, to have a strong affective impact on the individual. According to both 
Erikson and Stern could one then state that ritualization ought to be “an agreed interplay in 
between at least two persons, who under purpose filled intervals and in recurrent contexts 
repeat the rite”. In accordance with that, the definition of the concept rite in (NE) said that a 
rite is to be performed by one or more persons. This study have therefore even included 
solitary rituals or ritualized activities that were repeated under purpose filled intervals and in 
recurrent contexts. An important aspect of ritualization is also the fact that rites and 
ritualization are transmitted from person to person, from generation to generation. 
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3:4 The psychological and psychosocial functions of narration 
 

Hardly had I finished the manuscript when it struck me what it means to live with a myth, and what 
it means to live without one... [The] man who thinks he can live without myth, or outside it, like 
one uprooted, has no true link either with the past, or with the ancestral life which continues within 
him, or yet with contemporary human society. This plaything of his reason never grips his vitals. 

C G Jung (May, 1991) 
  

Using Stern’s theories about schemes for being with another, it became very clear that 
ritualization also have a narrative course of events, even if it is non-verbal, but with the 
development of the narration the infant enter the world of the stories in a more literal sense. 
As said before, Erikson focused on vision and the identity development and Stern on the 
narrative and the development of the sense of a self. It is probably also correct to say that 
Erikson focused on “shared” visions–worldviews, ideologies, religions, cosmologies and 
shared stories–that work on a more social level, and Stern focused more on personal, 
biographical narratives and stories, even if Stern also, but not so extensively, included the 
level of socially “shared stories”. As above have Erikson’s theories been presented first. 

 
3:4:1 The functions of narration, according to Erikson 
 
Erikson did not explicitly talk about narratives or stories. He did however, talk about dramatic 
play, personal and shared visions, worldviews, ideologies and religions, where narrative 
elements implicitly are important parts (Erikson, 1968; 1977). Erikson even saw man’s vision 
of himself (self-image) and his visions of childhood as just as important as his worldview. 
Though, he thought they were interrelated. Erikson ascribed many important functions to a 
given worldview; it is the worldview that make the interaction between the individual and the 
society work and that facilitates an optimal interplay of life cycles and institutions. Where 
Erikson said the ideal system that a society puts fort, explicitly or implicitly, is expressed as 
an ideology. The adolescent is supposed to be concerned with the social stage of engaging in 
an ideological worldview. The ideological aspect includes here the sharing of a common 
worldview, a religious tradition, or any narration that is aiming at including youth as 
responsible citizens and into participation in a common worldview. Without an ideological 
engagement, this is often implied in a lifestyle, can, underscored Erikson, the youth become 
value disoriented. This would be especially dangerous for some persons, but on a larger scale 
it could also be dangerous for the structure of the society. (Erikson, 1988 (1968): 161)  
 
Erikson attributed several functions to an ideology/a worldview/a religion, and they were for 
this study’s objectives simplified and concluded into two: 1. to give an ordered and a coherent 
structure (vision, narration) of how individuals and things are related in the world 
(geographically-historically, age hierarchical networks, etc.) and the own persons place and 
relations in that structure; 2. to give a workable vision (ideological narration, religious myth, 
etc.) onto which the individual can project intra- and interpsychical conflicts as well as 
existential questions to (by identifying with, role-taking and role-playing) work through and 
resolve them. The adolescent that is concerned with the development of a defined identity and 
a workable plan for life, a worldview, an ideology and a workable conscience, needs, stated 
Erikson, to be part of an age hierarchical network with adults “with a reasonably convincing 
consensus of ethical values within workable institutions” (Erikson, 1977: 173). However, in 
order for those institutions to maintain their convincing functions, they are required to have 
continuous feedback from the coming generations. The worldview/ideology/religion needs to 
have an actual feature that corresponds with the youth’s needs in our time. In line with this 
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adolescents along with ritualization, would require significant narration in an age hierarchical 
network. The question, though, would be: What offer the older generations and the society in 
regard to this quest? 
 
Actualized questions: What does the informant’s narration look like outside the family, in 
the role-playing world and in other interests/social activities/the school? How does the 
informant use those narratives as a worldview/an ideology/a religion that gives him a place 
geographically-historically in an age hierarchical network? How are the narratives and the 
characters in the role-playing world used as means to communicate and come to terms with 
(age-specific, identity/identity confusion) intra- and interpsychical conflicts as well as 
existential questions? 
 
3:4:2 The functions of narration, according to Stern 
 
With the development of the language the child begins to live in two worlds: the world of the 
emotions; and the world of the words. The child lives, from now on, in a life that on one side 
is “experienced” and on the other “narrated”, where some global experiences on the level of 
core self not can be transmitted adequately by language, except maybe by poetry and the like. 
(Havnesköld, 2002 (1992): 64-) However, when children develop the ability to remember and 
depict the world in personal verbal episodes (narratives), the ground is laid for new forms of 
identifications and socio-cultural learning. The self-biographical story begins to take form, 
woven together by significant episodes. Stern underscored that almost all “meaning” in those 
self-stories are created as shared meaning in dialog together with others. It is also through 
stories that the child is included as a part of the society, and the child consolidate the society’s 
moral, norms and rules. Stern also highlighted that people in all cultures have used fairytale’s 
symbolical and strict form to express its history and religion as well as their manners and 
customs. Our ability to retell experiences, occurrences and feelings, from all parts of the self, 
as stories, thought Stern, is a guarantee for the development of a stabile and consolidated 
sense of self and a stabile identity. Stern (1990) even has suggested that the human tendency 
to create stories maybe better than anything else would also reflect the functions of the human 
psyche. Even Bateson (1972) has described the “storytelling” as a central function in the 
structure in the human thinking. (Havnesköld, 2002 (1992): 70-74; Havnesköld & Risholm 
Motander, 2002: 165-169) 
 
Stern has not specifically talked about adolescence, but Wrangjsö (1993), a Swedish chief 
physician, has used Erikson’s (1968) and Blos’ (1962) developmental theories to elaborate 
around Stern’s theories in relation to adolescents. Wrangsjö stated that the teenager with his 
new cognitive state sees himself in a new light, where the self-story expandes to include an 
existential perspective with reflections on good and bad, life and death. The teenager, 
underscored Wrangsjö, also works on finding himself by telling about himself, and he makes 
life’s experiences understandable and able to handle by going over and over them again with 
a close friend. The teenager will even try out different idealized self-images in more or less 
omnipotent daydreams, where he stands in the center for an inner good story. In relation to the 
identity-building, said Wrangsjö, that the identity is shaped and consolidated by the teenager’s 
relations, the intrapsychic patterns and inner representations they create, and the individuals 
ability to express the “schemes for being with me” and in a broad sense the “schemes for 
being with another” in a coherent narrative form. In this process becomes also self-
representations, “evoked companions” (Stern, 1995), object-representations and different 
identifications from earlier periods actualized, where unresolved conflicts also can surface in 
an attempt to be resolved and integrated into the new budding identity. In short, the ability to 
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narrate would be important for the formation and the sense of continuity of the identity, 
though narration is the tool to explore and define “who I am” to myself and to others. 
Specifically, the adolescent’s narrative is oriented to exploring and defining their self and 
their identity in relation to the society and the existence as a whole. (Wrangjsö, 1993: 28-37) 
 
The adolescent narrative would with Erikson’s words, be concerned with shared visions, 
ideologies, worldviews and religions. In line with Stern’s thoughts about the vitality affects 
primary role and importance for our sense of “going on being” needs a narrative also, to 
become useful for a person and his identity, be interconnected with some significant vitality 
affect. 
 
Actualized questions: What does the informant’s narration look like, when it comes to 
worldview/ideology/religion/fairytales, inside the family and individually? How is the “story 
about me” related to the “family story” and the “grand story” about everything? What are the 
significant affective states and atmospheres (vitality affects) in relation to the informant’s 
different narratives, and how does the informant relate to those states? 
 
3:4:3 Definitions of the concepts myth and narration for this study 
 

Myth (‘speech’, ‘word’, ‘fairytale’ in Greek) do according to the NE in religious language 
indicate a narrative about God’s activities that have a fundamental meaning for man’s 
existence and gives life meaning. Actual myths do tell about the creation and fall of the world, 
the origin of man and the rise of the order of society, the death’s and the evil’s origin, and the 
salvation. Creation myths are, according to NE, often connected with illustrating rites. Then 
using Erikson and Stern, has narration in this study been used on two levels. On the one level 
as continuous narratives that foremost were made interpersonally. In those stories, that one 
continuously shares with others, were the small story about me or others, the family story and 
the big story about everything, that could be called a myth, included. On another level, 
narration was delimited documentary or fictional stories that became a part of my personal 
narratives due to the fact that it spoke to me. They became a part of the individual’s 
continuous stories by pondering on, the telling about and in the case with role-playing 
experiencing them. An important aspect of narration is also the fact that narratives are 
transmitted from person to person, from generation to generation. 
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3:5 Overall summary for ritualization and narration 
 
The affective state and the vitality affects and their interconnectedness with our basic sense of 
self and the body and as it seem an individual’s ritualization and basic “cosmic order”, ought 
to indicate that a narrative becomes more significant and meaningful if it is experienced in a 
ritualized way or together with a ritualized practice. On the other hand, would a ritualized 
practice probably become more significant and meaningful if it is performed together with a 
narrative. To conclude, ritualization and narration seem closely interrelated, and the affective 
state and vitality affects that come along with them seem to be vital for how they will be 
perceived and experienced by the individual. The affective state and vitality affects, that 
comes along with ritualization and narration, ought with their connection to the sense of self, 
an I and an identity also be crucial for how the individual ascribe significance and meaning to 
specific ritualization and narration. 
 
Overall questions: Which of the informant’s ritualization and narratives are associated with 
the most significant affective states and atmospheres (vitality affects), and what is the 
informant’s relation to these significant ritualization and narratives? How are those significant 
ritualization and narratives related to the informant’s self-assessment and self-image? 
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3:6 Sense of coherence using Antonovsky 
 
Even if there has been some a critic of Antonovsky’s theories (see further Kumlin, 1998), I 
decided to use his SOC-instrument (Antonovsky, 1979) to “measure” the informant’s sense of 

coherence, SOC. According to Antonovsky, the existence has become coherent if it are made 
“intelligible”, “manageable” and “meaningful”, and it is those three components that in 
Antonovsky’s (1979; 1987) theories build up the very sense of coherence. A central element 
in Antonovsky’s theory is that “the SOC represents a ‘global’ attitude, a way of looking at the 
world, a way of conduct, rather than a response to a specific situation” (Antonovsky, 1991 
(1987): 102). At the beginning, Antonovsky saw the SOC-concept as basically a cognitive 
concept, but with his choice of the concept sense of coherence he wanted to put forth even the 
emotional aspect, and the importance to participate, “as a participant in the processes shaping 
one’s destiny as well as one’s daily experience” (Antonovsky, 1979: 128). When it comes to 
the three sub-aspects, intelligibility more specifically relates to our ability to comprehend 
inner and outer stimuli as sensible and ordered, manageability to our ability to see and handle 
resources that are to our disposal to handle the different stimuli, and meaningfulness relates to 
our motivations and emotional motives to do different things and to invest emotionally in 
them. In his research, Antonovsky has found that individuals with a strong SOC spoke about 
areas in life that meant a lot to them, areas that were worth engaging and investing 
emotionally into. Those with low SOC showed in extreme cases that there was nothing in 
their life that meant much to them. These findings concure with Erikson’s and Stern’s 
theories, and it was interesting that Antonovsky also highlighted that our emotions are 
important for our engagement in the world and for our sense of meaning. The emotional 
aspect of the word meaning and its relation to engagement indicate that meaning and 
meaningfulness have a strong relational aspect. In other words, to have a sense of meaning in 
our lives we would need to engage emotionally in something or someone, where we share 
some significant ritualization and narration. Antonovsky did not explicitly speak of rites and 
myths, but he did however mention in relation to groups (he referred to working places) the 
importance of common values, norms, symbols, language, rituals and regular feedback for the 
workers sense of predictability of their life experiences (Antonovsky, 1991 (1987): 146). 
Tentatively “intelligibility” and “a way of looking at the world” could be related to narration, 
“manageability” and “a way of conduct” to ritualization and “meaningfulness” due to its 
emotional and relational connotations could be connected to the affective states and vitality 
affects of both narration and ritualization. 
 
Antonovsky argued that a person with a strong sense of coherence has much better 
requirements for staying healthy (Antonovsky, 1991 (1987): 188-). He did not however 
explicitly define what health is. Antonovsky’s central thesis was that a strong (not rigid, 
though) sense of coherence is mandatory for a successful handling of life’s stress factors and 
by that for our ability to stay healthy–to be able to handle tensions without becoming stressed. 
He thought that stress factors create entropy (chaos), and that general resistance resources 

(GRR) create negentropy (order) in the human system. GRR brings, in other words, “order in 
chaos” (Antonovsky, 1991 (1987): 200). Antonovsky defined GRR as any “phenomenon that 
gives experiences of life that ‘characterises of unambiguouity, participation in forming 
results, and a balance between over and under loading’ (Antonovsky, 1979: 187)” 
(Antonovsky, 1991 (1987): 42). Recurring experiences of life of this kind builds, according to 
Antonovsky, the SOC. Interestingly, this shows similarities with Erikson’s theories about our 
need for workable ritualization to build an identity, and Stern’s theories about our need for 
affect attuned schemes for being with another to build our sense of self. Antonovsky 
underscored that a GRR is intimately connected to all three components of the SOC: 
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intelligibility, manageability and meaningfulness. However, Antonovsky was somewhat 
vague in his description of a GRR. According to him, a GRR could be a variety of things. He 
mentioned for example: high intelligence, richness, a clear and stabile ego-identity, and to live 
in a stabile, integrated culture. (Antonovsky, 1991 (1987): 42; 218) Antonovsky was vague, 
but in this study I hypothetically have stated that significant ritualization and narration in 
general, and rites and myths more specifically are important GRRs. Though ritualization and 
narration, as here described by Erikson and Stern, create order in chaos on both a physical-
affective, cognitive, psychological and psychosocial level. Maybe could they even be 
considered the two most basic GGRs. If then ritualization and narration, rites and myths, are 
important GRRs, ought their whereabouts in a person’s life have a strong impact on a 
person’s sense of coherence and meaning and their SOC-score. 
 
A person with a strong SOC has the ability to structure and order the experiences of life, and 
to feel that it is meaningfully (emotionally motivated) to do whatever is needed in a situation. 
Antonovsky underscored that a person with a strong SOC not is characterized by one specific 
coping-style, but by high flexibility where he or she will handle the problem as well as the 
feelings that are aroused by the situation. (Antonovsky, 1991 (1987): 173) Antonovsky wrote: 
 

A person with a strong SOC thinks that the problem can be handled and understood and has an 
ability to transform chaos to order and confusion to clarity. A person with a weak SOC is 
convinced of that chaos is unavoidable and gives up beforehand every attempt to make the stressor 
intelligible. Which leads to a half hearted, ineffective try to handle the problem–or, more 
believable, a total focus on how to handle the emotional side of the problem. 

(Antonovsky, 1991 (1987): 173) 
 

To conclude, shall I hypothetically state that to have a strong sense of coherence (and by that, 
according to Antonovsky, the ability to handle tensions without becoming stressed which 
contributes to good health), one would need to have working and meaningful ritualization and 
narration to use and participate within in everyday life. In other words, one would need to be 
part of a regular ritualized interaction with others and a living story to build a strong SOC. 
The question, however would be what ritualized interactions and what stories would one be a 
part of? Would it be ones that create a strong SOC characterized by high flexibility or ones 
characterized by rigidity and “ritualism” (Erikson, 1977)? Antonovsky mentioned that a very 
high score on the SOC-scale even could indicate a rigid sense of coherence (see further 
Antonovsky, 1991 (1987): 47). An important question is also if a lack of working and 
significant ritualization and narration creates a weak SOC, or with Erikson’s (1968) concepts 
identity confusion or identity diffusion, or with Cullberg’s (1985) concept anomic syndrome, 

or with Frankl’s (1969) concept noogen neurosis? Questions related to the latter are 
important, but were not part of the framework for this study. It would be thought that the role-
playing youth with their richness of ritualization and narration would score high on the SOC-
scale. Even if the role-playing youth have a richness of ritualization and narration in the role-
playing world could they possibly be lacking ritualization and narration in other areas of life, 
and if so, how would that affect them and their sense of coherence? 
 
According to Antonovsky (1993), seemed the middle SOC-value for non-clinical adults 
consistently be around M=150 p. For non-clinical youth in the ninth grade, the SOC-value for 
boys was M=147, and for girls M=131. At the seventh grade, there was no difference between 
the sexes. Both had around M=144, but after a dip in the eight grade, M=138 for boys and 
M=131 for girls, the boys in the ninth grade reclaimed all they lost in the eight grade with an 
increase to M=146; whereas the girls seemed to stay on the same low level in the ninth grade, 
M=131 (Hansson & Cederblad, 1995: 28). I won’t go any further into those figures here, but 
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it was interesting to see that the 7-9 grades seemed to be a specifically critical period in 
youth’s lives, which were confirmed by some of the cases in this study. Unfortunately, I have 
not found any study that has surveyed youth in the 18 years age-category that could have been 
a match for this study. Due to the fact that the informants were still in school and that students 
who were about to become social workers scored lower on SOC (M=144) than working social 
workers (M=154) could one assume that the informants would score somewhat lower than 
working adults (Hansson & Cederblad, 1995: 27). When it comes to clinical material showed 
young out patients at BUP (Barn- och ungdomspsykiatrisk mottagning) in Växjö to have a 
SOC-value of around M=125 (Hansson & Cederblad, 1995: 30). 
 

3:6:1 Definitions of the concepts coherence, meaning and significant 
 
According to Antonovsky, our sense of coherence is dependent on that we can perceive our 
world as intelligible, manageable and meaningful. We need to understand our world, to have 
an ability to handle what is happening in life, and to have a sense of meaningfulness in life do 
we need motivations and emotional motives to do different things. However, as seen, was 
Antonovsky somewhat vague when it came to defining what it is that make our world 
intelligible, manageable and meaningful. Therefore, in line with Antonovsky, but with 
Erikson and Stern, have for this study’s objectives the concepts coherence and meaning more 
specifically been defined. So using Antonovsky’s, Erikson’s, and Stern’s theories together, I 
would argue that both coherence and meaning have a relational and an emotional/affective 
aspect. Coherence as participating, participating in (age-hierarchical) relational networks, 
regular ritualized meetings and significant and continuous narratives, and the 
emotional/affective drive that would motivate us to engage in those psycho-social activities 
makes them a meaningful thing to invest in. So on one side, to have a sense of coherence and 
meaning in life one would need relational networks, regular ritualized meetings, and 
significant and continuous narratives to engage emotionally in over time. On the other side, 
one would need to invest emotionally to create relational networks, regular ritualized 
meetings and significant and continuous narratives. As Stern underscored, the human being is 
foremost a psychosocial being that organizes his experiences on his affective states. In just 
using Erikson’s, Stern’s, and Antonovsky’s theories together, it would seem clear that 
significant ritualization and narration are related to our sense of coherence and meaning. The 
sense of coherence and the sense of meaning could probably be seen as two sides of the same 
coin. When the word significant has been used in this study, it indicates that the phenomenon 
in question (foremost ritualization and narration) are connected with some positive 
affective/emotional charge, which in its turn indicate that the phenomenon in one way or the 
other are related to the person’s sense of meaning. 



38 

4 Research design, methodology and the cohort 
 

4:1 Research design and methodology 
 
To survey ritualization’s and narration’s psychological and psychosocial functions for male 
role-playing youth’s sense of coherence and meaning, was a qualitative approach used that 
was based upon Malterud’s variant of grounded theory (Glaser & Strauss, 1967), as it was 
presented in Malterud’s Kvalitativa metoder i medicinsk forskning (1998). The grounded 
theory, that is aiming at generating new descriptions, new concepts and new theories, has 
always a close connection to the empirical material. According to Miller and Crabtree (1992) 
could a qualitative analysis be used with four different strategies for analyzing data that have 
different grades of theoretical anchoring already at the start. This study had a strong 
anchoring in the theories therefore was the so-called Template Analysis Style used, whereas 
in the case of Miller’s and Crabtree’s (1992) model this was the most theoretically anchored 
approach. The Template Analysis Style is aiming more at developing existing theories further 
by the development of new descriptions. Erikson’s and Stern’s developmental theories 
described the psychological and psychosocial functions of ritualization and narration 
generally, but their theories were not adjusted to specifically “measure” the psychological and 
psychosocial functions of a person’s ritualization and narration, so in this respect those 
theories could have been further developed. With The Template Analysis Style shall the 
empirical material be sorted by using beforehand decided categories that have been 
operationalized from already existing theories, and this has been the procedure even for this 
study. In the theory section of this study, Erikson’s and Stern’s theories were used to describe 
the psychological and psychosocial functions of ritualization and narration. At the end of 
every sub-part section about ritualization and narration, relevant questions were highlighted 
that for this study have been operationalized into sub-categories that were used to sort the 
interview material. The result from this has been presented in the Analysis part 2 section. The 
deep interview, that mainly has been used to gather empirical material for this study, as well 
as the analysis’ categories and sub-categories have been structured after Erikson’s and Stern’s 
theories. (See theory part and Appendix 1 and 2.) The results from this study could be used to 
further develop new descriptions in Erikson’s and Stern’s theories about ritualization and 
narration, but in the framework for this study this was not done. 
 
This type of Template Analysis Style may however, underscored by Malterud, imply a risk 
for reproducing already known knowledge, which was something to be observant about. 
 
The study: Empirical material for this study has been gathered from six young men, around 
18 years of age, that had regularly engaged in larp and other role-playing activities. The 
selection criteria were that all of them had to regularly attend The Unicorn’s beginner’s larp, 
the Eleria campaign. (See further the Presentation of the cohort from where the informants for 
this study are taken.) Several ways to collect the material from the informants were used: a 
structured (using Erikson and Stern) deep interview, a lifeline, a family system and social 
network map, drawings of worldview and symbolic self-image, and Antonovsky’s SOC-
instrument. The two main ones were through the deep interview and Antonovsky’s 
instrument, and the others were only used as complements and have not been presented 
specifically here. The interviews were done in a calm place, and they were taped, lasting for 
about three hours. All the informant’s interview material were transcribed and used in the 
analysis. Direct quotations were translated into English. The information has however been 
presented in a way that protects the informants’ identities, and even if it had been relevant, 
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due to ethical reasons direct questions about physical contact and physical relations were left 
out. The names used were not the informants’ real names. Nicklas and Hasse Nilsson, son and 
father and two of The Unicorn’s arrangers, and Ola Johansson, director for The Cultural 
School Kulturchock, a middle way activity for youth 15-20 years of age with psychosocial 
problems, were also interviewed. The interview with Ola Johansson was done as part of the 
research for the cultural analysis, nothing of that interview were however explicitly used in 
this paper. Surveyed also was the literature about rites and myths, the role-playing 
phenomenon, youth and their contemporary situation, and Erikson’s, Stern’s and 
Antonovsky’s theories. References and related literature have been presented throughout the 
paper. 
 
The analysis: To analyze and interpret the interviews was Malterud’s (1998) version of 
grounded theory’s step-by-step analysis method used. In the first step of the analysis, the so-
called decontextualization, were different categories used to order the material in different 
meaning carrying units that were marked in the material with different colors. For this 
Template Style Analysis study, the theories and sub-questions were used to create categories, 
sub-categories and to decide meaning carrying units. The categories and meaning carrying 
units have been displayed (with page/-s and line/-s) for every informant in a matrix (see 
Appendix 2).1 However, the category for some of the meaning carrying units had to be 
adjusted during the writing of the analysis, and those changes were not made in the matrix. 
All quotations from the interviews in the analysis part have been referred with page/-s and 
line/-s in the text. In the second step, which also was a part of the decontextualization, were 
the different categories’ and sub-categories’ meaning carrying units condensed into abstracted 
and generalized summaries. In the third step, the recontextualization, were the results related 
to the central research question. Thereafter in the forth and last step of the recontextualization 
were the findings related to the cultural analysis and the main theories. In this part, the result 
was also validated in relation to the material as a whole, where reading of the material have 
been done horizontally through the different informants material and vertically through one 
informant’s material at a time. Data that contradicted the general findings have also been 
highlighted in the presentation. Those four steps were followed during the analysis work, but 
the analysis and the results have been presented by following the order and the content for the 
central research question and the sub-questions. How this was done have been showed in the 
analysis part. Even if this was a study that was closely related to the theories, the material had 
also been allowed to develop freely. 
 

4:2 A presentation of the informants’ cohort 
 

It [larp] shall fit everybody, it shall be fun for everybody, and everybody shall participate on the 
same conditions. That’s why I write larp as I do, nobody shall be put aside, as in the sports and in 
school with much group building and excluding. Everybody shall have a natural place. People that 
have been shy do after a couple of year’s larping stand up at a platform [and speak], and they learn 
to sew. [---] You are together with others, you talk to people, because here are you supposed to talk 
to people, over all borders. You are closer to your own ‘I’ on larp than in ordinary life, you don’t 
have to fit in. It’s fun to larp, to meet others, to be together. 

Nilsson, 32 years, founder of The Unicorn, larp-arranger (own interview, 2005, my translation) 
 

Today, role-playing and fantasy literature have become an every day part of life for many 
young males who live in Sweden. Therefore young males were the focus of this study. 

                                                 
1 The coding and categorization of the study's data have been reviewed by the author and the primary advisor of 
the scientific paper. An acceptable level of agreement has been acheived in these processes. 
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Usually, the young person would start with some kind of role-playing, often computer games 
at around 12 years of age. A teen’s development of a worldview/an ideology/a religion, 
according to Erikson’s developmental psychology, would be set before the age of 18 years, 
and therefore this age-category was selected in order to meet this study’s objectives. To have 
both the ritualization and narration aspect explicitly present, informants being chosen would 
be into larp and more or less into tabletop role-playing. Some were however more interested 
in computer games than tabletop role-playing. All the six informants regularly participated in 
The Unicorn’s so called beginner’s larp which was held twice a year in the spring and 
autumn. It would take place for four to five days in a specific area of a forest outside Västerås. 
The larp would begin on a Wednesday morning and then end at noon on Sunday. Even if it 
was called the beginner’s larp all age-categories had participated, even if the majority of the 
participants were under 20 years of age. Sometimes parents and children did larp together, 
and The Unicorn was a family project in itself. Nicklas Nilsson founded The Unicorn in 1992 
at the age of twenty and his father Hasse Nilsson, a stuntman, pupil’s assistant and sports 
trainer soon joined his son with his project and role-playing interest. Since then, they have 
been working together. They write creation, background and proceeding stories, and they 
have created the larp areas and managed the administration and the “off-camp” and some vital 
characters in the game. They also engaged school tired youth in their work and they have 
arranged some larps at the historical museum in Stockholm, which in the autumn of 2004 had 
an exhibition called Middle Ages–Dead or Live?. Around 1 500 role-players from all over 
Sweden attended the beginner’s larp game that would take place in the fantasy world of 
Eleria that was based on Tolkien’s world and creatures. A larp that continues in the same 
world year after year would be called a campaign, and the world the larp is played in a 
campaign-world. In the Eleria campaign, Hasse Nilsson played the feared immortal demon 
Skuggtand during the nights and a friendly farmer during the days. In the larp game the evil 
and the good would live side by side. Skuggtand’s wizard staff had been stolen for a while, so 
because of that had no magic, neither black or white been working in Eleria for a while. So 
magicians, wizards and priests from all quarters had joined forces to get it back, but they have 
not succeeded–yet. For the most part the participants belonged to some smaller group–elves, 
Orches, humans etc.–where all have some kind of similar features or similar goals, and they 
would live on different camping areas on the larp ground. The informants come from The 
Unicorn’s register of members, and they were randomly chosen in an attempt to have a 
variety of the different “races” from the Eleria campaign represented. The role-playing 
phenomenon is mainly an urban phenomenon, and all the informants were brought up in a big 
city. 
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5 Analysis 
 
The analysis has been presented in three parts: Analysis part 1, 2 and 3. In Analysis part 1 and 
2, the decontextualization part, have the informants and the results from the interviews been 
presented. In this decontextualization part the findings have been presented in a descriptive 
form. In Analysis part 1 have the results been presented in relation to the informant’s overall 
relational network and ritualization and narration outside the role-playing world. In Analysis 
part 2 have the results been presented in relation to the informant’s ritualization and narration 
in the role-playing world. In Analysis part 3, the recontextualization part, have the findings 
from Analysis part 1 and 2 been related to the central research question, the cultural analysis 
and the three main theories. In this recontextualization part have conclusions, reflections and 
suggestions to further research in regard to them been presented. As said, the presentation 
follows the order and the topics displayed for the central research question and the sub-
questions. 
 
The empirical material were in line with Malterud (1998) and according to the Erikson’s and 
Stern’s theories first divided in three main categories: sense of coherence as: 1. relational 
network; 2. ritualization; and 3. narration, and they were in their turn ordered in the following 
sub-categories: in the family (F); individually (Ind); in the role-playing world (R); in other 
interests/social activities/the school (I). “Individually” was for natural reasons not a sub-
category to the category Sense of coherence as relational network and (R) and (I) were even 
for the category relational network presented together (R+I), due to the fact that close friends 
often were a part of both groups. Observe also that reading and discussion patterns have been 
described under ritualization and what you read and discuss under narration. The results from 
those main categories and sub-categories have been presented in Analysis part 1 in relation to 
sub-questions 1 through 3 and in Analysis part 2 in relation to sub-questions 6 and 7. A 
category was also made in relation to the sub-question 4 that highlighted the informant’s own 
assessment/self-image, and the result from that category have been presented under sub-
question 4 in Analysis part 1. In the last part of Analysis part 1 the informant’s SOC-scores 
have been presented and related to sub-question 5. (See further Appendix 2, where the main 
categories and their sub-categories have been displayed.) 
 
In Analysis part 1 the informants, 1 through 6, have been presented under every question, and 
at the end of every informant’s part heve the informant’s more general affective and/or 
sensational experiences (A, includes vitality affects and atmospheres) been highlighted in 
regard to the actual category. In Analysis part 2 have the informants, 1 through 6, also been 
presented, but here have the material been presented in relation to the theories and the 
different dimensions in the role-playing world. 
 
The informants were: ADAM, a “high elf”; BENNY, a “forest elf”; CALLE, an “Orch”; 
DANNY, a “dark elf” and “human thief”; EMIL with “serious” and “non-serious” characters; 
and FREDDY, a “power mad assassin”. 
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5:1 Analysis part 1 
–Overall relational network, ritualization and narration outside the role-playing world. 
 

1. What does the informant’s relational network look like? 

From the category Sense of coherence as relational network. 
 

ADAM, 18 years old, third year in high school 

F: Adam lives with his mother and father, who are married and fairly well educated, and a 
younger sibling who shares Adams interests for the most part, and also is in to larp. The 
family has two pets, one dog. Adam likes to cuddle with the dog. Relations to relatives is 
nothing he engages in actively. He meets some relatives on birthdays, and that is almost all. 
About once a year he participate with his family in a neighbourhood festivity. 
 
R+I: Adam has many friends and with four close friends, all guys, he shares most of his 
interests and activities. Adam and his friends usually do things together as a group. He has 
two female friends in the larp-world, and one close friend, who is a girl from high school, 
which is the “only one” (24:12-13) that he shares his inner feelings with. He has never had a 
girlfriend, which is something he is longing for. In the larp-games he participates with a group 
of about 15 people, who all of them belong to the same group. About half of that group does 
he only meet in larp-games. He plays online with 20-20 000 people at the same time. Voice-
chat is done with up till 5-6 friends at a time. 
 
A: Adam thinks that shared interests are important in his relations. He says that it is his 
interests for computers that have given him his group of friends, and from his friends has he 
got his music-taste and his interest for larp. Adam feels that he never had need for special 
support in life, but he thinks that he has “many people to lean on” (43:1-2), both in the family 
and among friends, if he at any time should need support. 
 
BENNY, 19 years old, third year in high school 

F: Benny lives with his mother and three younger siblings, that all have different fathers. 
They have no pets. Now days Benny has almost no contact with his father, but he has regular 
contact with his grandparents on both his mother’s and father’s side, and fairly much contact 
with other relatives. His mother works in the health care system and his father is a craftsman. 
 
R+I: Benny has many friends, boys and girls, and about five close male friends that he shares 
most of his activities with, and he has a girlfriend, who is not into larp or role-playing. He and 
two of his close friends frequently table–top role-play with about eight others, more boys than 
girls. They bring different friends from time to time.  
 
He is also larping in the same group with one of his close friends, and for larp-games they 
join with three other guys from different parts of Sweden. Benny and one other close friend 
are working out in a group five times a week. 
 
A: Benny feels that in his family they have a strong community, and that he has support in 
life from both family and friends. 
 
CALLE, 17 years old, third year in high school 

F: Calle lives with his mother and father, who are married, and one younger sibling. They 
have several pets. His mother is fairly well educated and works in the school, he does not 
know his fathers education, but he works with computers. The family had close contact with 
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the grandparents when they were alive. Calle does not meet other relatives or neighbors, but 
some friends to the family are so close so he almost considers them relatives. 
 
R+I: Calle plays in two bands, and the six band members are his oldest and closest friends. 
All but a few of those friends are also into writing music, making movies, role-playing and 
mini-larping, which is something they usually do together in their small group. However in 
the music world they meet a lot of people, and when they are larping they are usually a group 
of 3-4 Orches that sometimes have joined a company of 50 other Orches. Calle have one best 
friend, but he never had a girlfriend. In school does Calle come in contact with many 
nationalities and ethnical groups.  
 
A: Calle and his grandfather on his father’s side were very close friends when the grandfather 
was alive, and Calle’s best friend has many positive similarities with the grandfather. Now 
days Calle feels mostly support from his close friends, that he feels have the same opinions on 
things as he. He thinks that he has a lot of bad teachers. He also thinks a lot about getting a 
girlfriend. 
 
DANNY, 18 years old, third year in high school 

F: Danny lives with his father and mother, who are married, one older and one younger 
sibling, and three pets. His father is well educated and he works in the health care system, and 
his mother is vocational educated and works with people. The family do not have so much 
contact with their relatives.  
 
R+I: Danny has one best and two close friends. All four of them do many social things 
together, and they go to larps together and share the interest for music. And he tabletop role-
plays with one of his close friends and 2-3 others friends. Danny and some of his close friends 
play in two bands, where the foremost male members are from 18 to 30 years old. He has 
some close female friends, one in one of the bands, that he use to talk and laugh with, and for 
a while he had a girlfriend, but not at the moment. 
 
A: Danny thinks that they have much openness, honesty, community and support in the 
family, and he feels very close to and supported by his friends, both the ones outside the 
bands and the band members. 
 
EMIL, 18 years old, third year in high school 

F: Emil lives with his married mother and father and a younger sibling who also is interested 
in larp. Both parents have academic education, the mother is a civil servant in a leading 
position, and the father used to work with computers, but not now. No pets. The family has 
close contact with an uncle and some cousins, but not with other relatives. Emil had a close 
contact with his grandfather on his mother’s side when he was alive. 
 
R+I: Emil has about 15 close friends, fifty-fifty of boys and girls, that have the same interests 
as Emil, and that he does most activities with, as listening to synth music, gothic, hard rock 
and hip hop and “larping, partying and having fun” (1:10-11). This group also tabletop role-
play together. Emil does not consider any of those 15 to be closer then the others. He has had 
a girl friend, but not now. 
 
A: Emil feels that he has support in life, both from his “friends, family and everybody” 
(44:11), even if he thinks that he has bad encounters with his parents relatively often. “It’s 
unfortunately so that they get to take the shit, and also vice versa.” (22:20) 
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FREDDY, 17 years old, second year in high school 

F: Freddy lives part time with his father and part time with his girlfriend, and he visits his 
mother every second weekend. He lived with his mother until he was 14, then he moved to his 
father, who after many years treatment had recovered from an addiction. “I wanted to give 
him a chance. He got one and made it.” (21:15) Freddy, who is the only child, was two years 
old when his parents got divorced. His father works now days with addicts from a Christian 
outlook on life. His mother works in the hotel and restaurant business. Freddy has had and has 
contact with other relatives and friends of his mother and father respectively. The father has 
remarried and Freddy has a pretend (2:21) sibling at the same age as he, which is the new 
wife’s child from a preivous relationship. This sibling is also in to larp. 
 
R+I: Freddy has always had many friends. He has one group of friends from the period when 
he lived with his mother, and one from the time with the father. Freddy met one of his closest 
friends when he was two years old. They and another guy have a band together. And through 
his father’s circle of friends he has two close friends that he role-plays and larps with. And he 
considers his girlfriend, a good friend too. He is engages with her and lives with her family 
during the weeks because they live closer to his school. She has tried tabletop role-playing 
and larp but did not think it was so funny. Through a Christian youth group for studies of the 
Bible he met two more persons who have become close friends, and who are into music, role-
playing and larping too. He also has a very extended network of friends. “You name it, class 
mates, friends to friends...” (3:8)  
 
A: Freddy said the following about friends and family: “In principal the same thing to me, 
without friends/family no life, you need others than yourself” (network map). “I search for 
community because I had no siblings, so I have got close friends, especially one.” (3:17-18) 
They met when Freddy was two and they are still close friends. Freddy feels now days 
supported in life by “God, people, family, all around me” (43:5). But there was a time in 
seventh grade when he did not have the support that he needed in school, which was about to 
escalate to a very negative situation for Freddy. It was then he moved to his father and 
changed schools, which turned the situation for the better. “Since then the friends have been 
even more important, the real ones” (37:13). “I love my relatives and they love me, but I don’t 
have so much in common with them, I’m not as much in my roots that you would think, my 
friends are my roots, friends are better than school, career and everything, because if you do 
have friends you always have a future.” (38:21-23) He considers his close friends more like 
siblings and brothers. 
 

2. What does the informant’s ritualization look like outside the role-playing world? 

From the category Sense of coherence as ritualization (significant regular behaviors). 
 
ADAM 

F: “It’s not so much gatherings in the family.” (22:6) “We don’t really have any regular 
things that we do.” (22:10) Adam has dinner with his mother every day, his father usually eats 
in front of the television and his brother eats by the computer. Adams mother asks him how 
things have been in school, and he asks her how her day at work has been. “It’s not much 
more than that.” (22:8-9) Adams father, who is interested in camping and tenting, has taken 
him and his brother (more before) camping a lot. Adam likes sleeping outdoors and cooking 
food over the fire. Adams mother takes them (also more before) to their country place. Adam 
and his brother share in periods his father’s interest for motor-cross, and Adam shares his 
father’s interest for scuba diving. Adam, his brother, and his father use to go snorkeling on 
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holidays. “So, sure, we do things together.” (20:14) When Adam and his brother were small 
the mother read children’s books and they used to sing songs from a songbook in bed at 
bedtime. Adam and his family celebrate the “typical Swedish holidays” (28:6-7), but they do 
not engage in any religious or spiritual activity outside or inside the family. They do not either 
engage in any political activity inside or outside the family, except for voting in the general 
election. Adam’s parents do hardly ever talk about what they vote for, they think it is a private 
matter. “I have not heard any direct political discussion at home, I think.” (27: 9) 
 

Ind: Adam does not have any significant thing that he does regularly by himself, though he 
listens to music and read a subway-magazine every day on the subway to school, but he does 
not read books very much, and he walks the dog more or less every day. 
 
I: Regarding other interests Adam does not have any regular interludes with other people 
(except though for his brother and his father). Now and then he and his friends go to a movie 
or a restaurant. He does not drink or smoke, “I can’t see what’s so interesting with that.” (3:7-
8) 
 
A: Adam has during the interview a hard time telling what he feels in different situations. He 
does, however, know that he liked the reading and singing at bedtime when he was little. “I 
liked that, that I know.” (22:17) And he likes the country place. “It’s very peaceful out there, I 
feel fairly at home there, there is a house and a lake to take a swim in, I think that is very 
pleasant.” (22:3-4) 
 
BENNY 

F: The whole family have dinner together every weekday. “Mother pushes hard on this, so 
that you get this family communion” (23:4-6). The family is doing “fairly a lot together” 
(23:10). They go to their country house where they are together with their relatives. “Then we 
have the communion of the world, everybody is in to playing” “it may seem childish but it’s 
very fun when everybody is in to it” (23:14-16). Overall they play a lot and take walks into 
the forest. They do things that everybody can join, and everybody does participate even if 
some of the smaller children come up with something. “So that was a little about my family, 
that ‘s how I grew up” (23:23-24). The family does not engage in any political or religious 
activities outside or inside the family, except for discussing and complaining about things are 
not working right in the todays society. They have not been engaged in reading aloud. 
 
Ind: When he is alone he reads and listens to music a lot. He read more before, to and from 
school, and when he went to bed, now he just has time for reading before bedtime. He has his 
headset with music (from rock to opera) on and he ususally readsfor about half an hour. And 
he watches movies alone, now and then, at home. 
 
I: Benny likes to be social and hang out with his friends and his girlfriend. They like to talk, 
party and watch movies. Benny does his physical training five times a week, and he likes 
adventures, mountaineering, rafting, survival-visits in the mountains, which he has been doing 
for a couple of summers. He does not smoke and he seldom drinks. 
 
A: Benny likes to create his own space with music in his headset when he is reading. He has 
“music as background” (26:8-9), and then “you live the story, it’s like ordinary role-playing 
but you are not playing any part.” “You are listening to another person’s story, I think that’s 
interesting” (27:1-3). In his physical training he learns to control his feelings. “We tell each 
other what to do better, we are helping each other, that’s fun. The one who lets the anger take 
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over usually loose, because you loose control.” (19:6-8) And he likes the rush he gets from 
rock climbing. “Then you really feel alive. I imagine ther is no security-rope, and then when 
you fall the rope catches you, ooh! I think that feeling is very nice, to feel the heart beat like 
that... (he shows with his hand)” (19:22-24).  
 
CALLE 

F: The family try to have dinner as often as possible together, especially on weekends. All but 
Calle have a common interest that they share, which takes quite a lot time. The whole family 
mostly gather and talk around the dinner table and the television, and the Friday dinner, 
always with pasta, is the most sacred dinnertime during the week, which everybody tries to 
come to. The family has a country place, but Calle is not so fond of going there. The family 
does not engage in any political or religious activities outside or inside the family, they do 
however discuss politics.  
 

Ind: Calle plays guitar at least half an hour every day, he often listens to music, especially 
when he is about to sleep. Calle does not read as much as he wants to. 
 
I: The school and his interest for music take a lot of his time now. He writes texts and music 
and the bands play now and then on different small stages. He is against drugs, does never 
smoke, but drinks a little now and then at parties. He has msn-contact with his friends almost 
every day for about an hour and he meets them physically on weekends. 
 
A: Calle thinks it is always fun to create his own things, and he is often the one that inspires 
others to be creative or do things. He feels most “alive” (3:4) and “engaged” (13:16) when he 
is playing music, and when on stage he feels “elated” (13:16). 
 
DANNY 

F: Danny’s family do many things together. They try to eat together as often as possible and 
every Friday they go to a small restaurant to really be together. And every Sunday they gather 
at the dinner table to go through everybody’s schedule for the next week. What is everybody 
doing, who will have dinner at home and who will cook food, and so on. Every family 
member cooks food once a week. The schedule is then put up on the refrigerator for 
everybody to see. Danny plays music regularly with his father and they also work out together 
once a week. Every summer do the family sail for two weeks. The family as a whole does not 
engage in any political or religious activities outside the family. His parents have 
demonstrated against racism and Danny has also done it, but on a separate occasion. The 
political engagement in the family is most related to discussions and argumentation. His 
mother is doing some spiritual things outside the family, and she has initiated a tradition 
inside the family where the whole family gathers on Halloween to think about and light 
candles for everybody close and dear that have passed away. They have also had rather much 
reading aloud when he was small. Danny’s parents have also been very strict with rules, no 
alcohol when he was under 18, and he had to be home early. He was angry then, did not do as 
they wanted always, but now is he grateful when he understands why they did it. “You see 
friends that you have lost, they are not dead, but they drink daily and smoke pot and don’t 
have anything to do and they live for the alcohol only, and their parents let them stay out as 
long as they want and they offer them beer at dinner.” (46:19-22) Danny’s parents were strict 
with rules, but they supported him when it came to education to do what he liked and enjoyed 
in life now, which was music, and he decided to go to a music high school, and from then on 
have he engaged in the music more seriously.  
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Ind: Danny listens to music and read daily for 2-3 hours at bedtime, and it has happened that 
he has done the family candle-ritual by himself for somebody who has recently died.  
 
I: Danny is very engaged in the bands that he and some of his close friends play in, some of 
this engagement is connected to the music school Danny goes to. They rehears in the studio 1-
2 times a week, play on stage and go to clubs and listen to music and have a beer together 
every now and then. Danny also engages in some team sports, and he and his three close 
friends go sailing for a couple of weeks every summer.  
 
A: When Danny’s family are in a good mood together they “laugh a lot, have fun and discuss 
issues” (27:1), and even when they argue a lot, which happens now and then, do they still 
continue with their common activities and regular gatherings. Danny also likes to be with his 
bands because “there’sw such a big age-difference between us” (22:5). “We have fun, we are 
like a gang who have always been together.” (22:6-7) He lives for the music (and larp, see 
further that part) and feels really alive when he is on stage and people sing along to his songs. 
And when he listens to his favourite music he remembers things. “I get flashbacks usually, I 
want to be there again, so music means a lot to me, it helps me remember things that has 
happened.” (30:8-10) “I can get real kicks from good songs.” (30:5) He also feels good about 
the demonstration. “It felt good not just standing there” “it was both anger and joy.” (23:18-
19) He felt good when he was thinking about and lighting candles for a close friend who 
recently had died, and he prefered to do this ritual by himself. “You want to remember them, I 
do have my own picture of this person, and I want to venerate them in my own way.” (31:20-
21)  
 
EMIL 

F: The family does not engage in any political or religious activities outside or inside the 
family. They do however frequently discuss some politics and everyday questions in the 
society at the dinner. The family does not have so many things they do together regularly. 
They have dinner together almost daily, his mother used to read aloud quit a lot, they see a 
movie now and then and they go to the country place in the summer, even if Emil now days 
take part in those things, less and less. When he was younger, Emil visited museums regularly 
with his uncle.  
 

Ind: Emil does not do anything special by himself, except to listen to music. 
 
I: Emil parties and hangs out in bars about three times a month, and he goes to music festivals 
during the summer, beside that does he not have any other specific interests outside the role-
playing world.  
 
A: Emil does not describe so many things in affective terms, but he highlights his close 
relations in relation to what they have done and do in the family. “We were much at the 
country house and then there was my uncle who took me from kinder garden and we did a lot 
of activities, so it has really been very close relations, all the time.” (18:12-13) 
 
FREDDY 

F: Freddy’s mother does not have any significant political or religious things that she does 
outside or inside the family. Freddy and his mother do rarely discuss politics but sometimes 
she questions his fairly recent Christian faith. The most regular and “safe thing” (24:1) that 
they did when he was little was that she read aloud and sang a bit at bedtime. However, in the 
family of Freddy’s father, they say grace before dinner and they sometimes pray together 
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when someone close to the family is sick. They do also discuss politics and religion now and 
then, and the discussions, especially those about religion and God, usually become very 
intense and loud-voiced. Sometimes do they go to religious meetings together.  
 

Ind: He listens to music daily, and he tries to pray every day at bedtime. He prays for people, 
and he says thanks. The prayers use to follow the same pattern every night, and he often talks 
with himself in his head at bedtime. 
 
I: All his friends are in to music in one way or the other. He goes to concerts as often as he 
can and he writes and plays music with his band. And his girlfriend, who also is Christian, 
took him to the Christina youth group for studies of the Bible, where he goes once a week. He 
is also part of a Christian prayer group in school, which meet once a week. He sometimes 
prays with his girlfriend. He likes to be with his friends, have something good to eat and just 
relax. All his friends, except for his girlfriend drink at times, but Freddy who is very aware of 
his family’s addiction problems does not want to be with people when they are drinking. If 
there is a party he would rather stay at home and play table role-playing games than to go 
there, because he knows that if he would go there he probably would drink. He frequently 
participates in anti-racist-demonstrations.  
 
A: Freddy likes the intense discussions with his father and his new wife. “It’s rather 
impetuous, until we calm down, and then are all friends. It feels really good.” (28:13) After a 
discharge like this Freddy usually goes to his room, plays some good music and takes a 
shower. When he prays by himself he feels “joy, it is good, it feels sound, like what I say has 
a meaning and that there is someone who listens”. (26:19-20) Freddy thinks music is 
“wow!”.He feels powerful when he plays music and he likes to be in charge and to feel 
powerful. Freddy thinks it is nice at the different Christian groups and meetings he 
participates in. 
 
3. What does the informant’s narration look like outside the role-playing world? 

From the category Sense of coherence as narration (significant narration). 
 
ADAM 
F: Adam does not know what his parents vote for, and he is not quite sure, but he thinks that 
they belong to the Swedish church, but he does not think that anyone in the family has a faith. 
He believes that his brother and his father, like him, are atheists, and maybe “I can think that 
my mother thinks that there is some God, or something.” (28:7-8) They do not talk about 
religious or spiritual things at home. Adam don’t talk about feelings in his family, and he does 
not have so much knowledge about his relatives. 
 

Ind: Adam is “not so keen on politics” (27:15). He realises that he ought to know more about 
it, because it concerns the democracy. If he would intensify his knowledge about politics he 
would probably go and talk with some social-teacher or check it up on Internet. When it 
comes to religion he says, “” it is not for me” (30:15). Adam calls himself an atheist (18:7). “I 
do of course hope that there is something after death, but I don’t think that there is 
something.” (29:24) He wants to believe that he has come up with his worldview by himself, 
but he knows that he has acquired much of it from physics and the natural science, mainly 
through science-programs, science-magazines and school, and sometimes from talks with his 
friends about religion. “They are quite likeminded.” (28:10) He thinks that everything sooner 
or later will be logically explained. Adam thinks that the earth and the humans are rather 
unimportant in the universe. “The meaning of life [... is] to be satisfied, to do something you 
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like” “yes, to have fun, to be happy and enjoy and have a good time. Yes, and an effort can be 
something good. You feel rather good after you have run 10 kilometres or made a good result 
on the math-test, or so, that is it, I think.” (29:28-29, 30:2-5) Adam’s personal worldview and 
values are in parts “direct opposite” (7:21) to the worldview and values of his character in the 
larp-world. “I like fantasy, but not genesis, it’s a little strange, but as long as it’s in the larp-
world I think it’s very awesome, but I don’t like stories from the Bible or things like that.” 
(32:3-5) 
 

I: When it comes to other interests in large Adam does not have any significant stories that he 
participates or invests in. During the breaks in school does he mostly talks about math and 
computers. 
 
A: If Adam needs to talk about feelings he will do that with his close female friend. 
 
BENNY 

F: Benny knows what his mother votes for and they do discuss political issues in the family, 
but he does not engage so much. They do not engage in any religious narratives in the family, 
and they do not generally talk about existential questions, like death. Benny’s mother and his 
siblings believe in something higher, that there is some meaning with the existence, but 
Benny has no idea what his father thinks about those questions, they have never discussed 
that. However, when Benny was younger he was somewhat of an outsider and he then asked a 
lot of questions and he asked what happens when we die. His mother told him that he would 
come to heaven, and he felt that that was ok. Before when they had more contact, his father 
always supported him to fend for himself if somebody was bothering him, Benny’s mother 
though, has taught him that he should turn the other cheek. He does not know so much about 
his family story, but for the future he wants to work with something in the same area as his 
father is working in.  
 
Ind: When Benny was smaller he shared his mothers and siblings belief in something higher, 
but now days is he an atheist that believes in the survival of the fittest, that everything is a 
natural part of earth’s revolution. His driving force is to find logical explanations to 
everything. “There are many things in the Bible that can be explained with logics, with 
parables to that which is real instead” (32:12-13). Benny thinks that everything ends when 
you are dead and that it is a natural thing for people to move on when hard things happens in 
life. This change of worldview coincided with a big change in his life, where he turned his 
outsider-hood around and become one among the others. This turning point happened in the 
seventh grade. He read a lot of science magazines and looked on science programs on 
television, and he started to talk with and listen more to people, “if I have something to say 
against them, they will eventually stop harassing me” (32:21). And one day when he got 
attacked he pushed the other guy up against the wall and said “stop now, or otherwise will 
you not be able to push me around anymore” (32:26-27), and from that day onwards, he was 
included and treated with respect. His interest for the nature science view on life has also 
grown since he got a friend with the same view on life. They read the same magazines and 
talk about their view on things. Benny thinks friendship is the most important thing in life. 
Benny wants to vote, thinks he is more “left wing” (29:2), but has no idea what to vote for. 
 
I: Through the school and his physical training he has come in contact with Zen Buddhism, 
and thoughts like, everything has its opposites and that you need to rest to not ruin your 
practice. The Buddhists “don’t have a faith, no God or so, and they think that life just goes 
around, and that when you are dead you are dead, even if you according to their belief can be 
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reincarnated,” “they have many interesting things, that are hard to understand, but you want to 
learn more about that which you don’t understand, and I think the whole life-view is 
interesting” (31:4-6; 11-13). He reads books and search information on Internet on Zen 
Buddhism. 
 
A: After the change of worldview and the turning point does he feel that he is directing his 
own life more. “Before I just let life roll on” (44:17). Even if he feels that he can talk to his 
mother about the most things he did not talk so much about what happened when he was an 
outsider. He tried to talk to a psychologist twice, but did not think that it was productive, and 
it was after that he decided to do something on his own and he caught up on his studies, and 
started to read, listen and talk more. 
 
CALLE 

F: Calle knows somewhat what his parents are voting for, and they do discuss political 
questions in the family, but the family does not engage more specifically in any political or 
religious stories. He does not know so much about his family story, nor does he know so 
much about the grandfather, on his father’s side, that he was in close contact with. However, 
he knows a little about his grandfather on his mother’s side, because he interviewed him for a 
task in school. This grandfather, an immigrant to Sweden, did play an important and positive 
role in the Second World War. “He told me about the most important occurrences in his life, 
but not yet the most important ones that has influenced him in later days after the war and so.” 
(34:6-8) He knows that they did read bedtime stories when he was little, but he has no strong 
memories of that. 
 
Ind: Calle has a strong natural science view on things. He does not believe in any 
supernatural phenomena and he thinks religion are created by people who want to direct other 
people’s lives. “I see humans very plainly, a human is only like a plant with his own thoughts 
who can walk and move. A flower grows up and then it dies, and then another flower grows 
up, it’s the same with humans, it’s not strange at all, there are no strange things. Death is a 
part of life, and I do not see humans as something important, and the world, the earth, is just a 
little rock in the big universe, it’s nothing special at all” (21:19-22:2) “I don’t think it’s right, 
but it’s the way it is, that the stronger survives it’s the natural choice” (22:6-7) He thinks this 
is the cause to the power games in the world, and that conflicts arise when people do not 
know each other. He sees the meaning with life to be what we decide it to be. “If you do not 
have a meaning in life, then you do not have any reason to live”. “If you don’t have any 
reason to live, but you would like to have one, then you just have to get hold of your life and 
create a meaning” (22:28-23:1). Calle does not know so much about politics, but he thinks 
that it is important that people do not see things in black and white. “It feels wrong to just 
favouring one political party or just disliking one party” (213-4). “I would not vote for any 
party, yet, if it was not to get rid of one party, so that the strongest party not was strongest 
anymore, I don’t like to see things in black and white” (20:18-20). Calle tries to influence 
others with his view on life by talking to people and writing lyrics. 
 
I: In the music world he engages in thoughts related to the anarchistic punk tradition, and he 
and the band-members engage somewhat in ideological discussions and discussions about 
lyrics. 
 
A: Calle feels good about the interview with the grandfather, because he “did get to know him 
better” (34:11), and he would like to explore more about this branch of the family by visiting 
the relatives in the grandfather’s home country, but his mother is not so positive about it. 
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Calle do not usually tell anybody if he feels down, which he does sometimes, not even his 
closest friend, because he, like his grandfather did before, usually puts him in a good mood. 
However Calle feels safe with his close friend “I can say whatever I want and he can say 
whatever he wants, without anything becoming strange” (16:18-19). But it happens that Calle 
does not feel any meaning in life, and it is mostly the friends that change those feelings. 
“When you think about your friends, actually all positive thoughts, but it can also be to try to 
get other people to think as you do. You want to influence others and the society, and when 
you influence others, you influence a little part of the society, and that feels meaningful.” 
(23:5-9) 
 
DANNY 

F: Danny’s family as a whole does not engage in any ideological or religious narratives either 
outside or inside the family. Danny is even unsure of what his parents vote for, he does 
however know that they have different opinions, and the whole family use to argue about and 
analyse different moral questions, what is right and what is wrong, usually activated by 
something in the newspaper or a television program. Danny’s father has a natural science 
view on things, but his mother do believe in something spiritual, supernatural things and a life 
after death, which Danny does not now so much about, even if he question it and discuss it 
with her sometimes. When they were reading aloud they mostly read Astrid Lindgren’s Mio 

min Mio, Ronja Rövardotter and Bröderna Lejonhjärta. Danny has very little knowledge 
about his family story.  
 
Ind: Danny does not believe in god, but he does believe in something, however he does not 
know in what, “like destiny” (33:1). He does not believe in reincarnation, and he strongly 
does not want to be re-born. He thinks people were happier in the middle Ages and that we do 
not need further technological development. In Danny’s worldview all people are, 
metaphorically, from the beginning out on the periphery of a circle and they struggle to come 
to the centre. “Everybody tries to reach the centre, the freedom, the calmness, etc, and then 
you have to come through here, and it’s not many that succeed, because on the way are many 
traps and crap, war and hardship.” (32:8-11) Danny sees this struggle as a lonely task, in the 
periphery “here you are only alone, you fight each other”, and at the centre “people do 
understand each other, here you feel compassion, here you feel good” (32:16-17). He does not 
know what the meaning of life is, but he thinks that if you do your best then can you die 
happy. His driving force in life is to not get caught in any bad habit ending up a social case. 
His parents and friends have a different view on things, and he feel that he has come up with 
this worldview by himself.  
 
I: Danny exchanges a lot of ideas and feelings with his music friends in school and elsewhere. 
They listen to each other’s music, write song-texts together, read each other’s texts and talk 
about their music as well as their texts. They also talk openly about relations and feelings. 
 
A: Danny feels that both parents and friends understands his feelings well, even if he shares 
his innermost feelings more with his close friends. “I think it’s unusual, I do not know so 
many that have this good circle of friends, where you trust each other and where you dare to 
say what you think, no group pressure.” (25:16-18) 
 
EMIL 

F: Emil’s family is rather “left wing” (26:6) when it comes to politics, and they do discuss 
ideology somewhat. When it comes to religion the whole family are atheists, and they hardly 
ever talk about religion or spirituality. All in the family read a lot, his father more historical 
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books and his mother good new and classical literature. Some of Emil’s relatives know much 
about their family story due to genealogical research, and they have a family tree, but Emil 
has not been so interested in this, so far anyway. 
 
Ind: Emil is an atheist, he believes in natural science, even if he does not think that it is right 
all the time, and he believe in common sense. He thinks that it feels a little strange that we 
just live here a short time and then disappear. But as long as there is no evidence for life after 
death he does not believe in it, even if he thinks it would be nice with a life after this. Emil is 
concerned about the state of the world, that there are rich and poor people and that he live in a 
rich country. His driving force in his worldview is “that you should think sensibly and be your 
self and make the best of the situation, and not think of others so egotistically” (28:12-13). 
 
I: Emil’s interest for synth-music is also related to futuristic apocalyptic stories where the 
world has turned into a cyber-society 30-40 years from now. An example is Orwell’s book 
1984. 
 
A: Emil thinks that other people understand his feelings rather well, even if he shares his 
inner feelings more with his friends than his parents. “We are that close in our group of 
friends so you can talk with them about whatever you like, so I think people understand me 
rather well. We are rather open to each other, like telling what’s happening today, it’s not 
much you are hiding, and not so much as I think it’s in some families.” (23:1-4) Emil thinks it 
has been an asset that they have read so much in his family, and he has a very positive feeling 
towards reading aloud. “It’s also this with going into other worlds, it shows how much books 
can do, that it’s good to read books.” (42:4-5) When it comes to the family story Emil feels 
that he, at least for now, has just a small part in it, if any. 
 
FREDDY 

F: Neither his father’s family or his mother engages in any significant political ideologies or 
narratives outside or inside the family. He thinks that his mother is “left wing” but he does not 
really know what his father votes for. When it comes to religion Freddy’s mother does not 
believe in god (21:13). His father became Christian under a recovery program for addicts 
many years ago and he talks often about God and the religious dimensions on life. He “tells 
you that there is another way to walk. Tells you that Jesus can make you free, if you want”. 
(2:25-26) When the mother read aloud when Freddy was a kid she among other things read 
extensively about the Æsir cult. Freddy does not know so much about his mother’s family 
story, and he knows some about his father’s. Especially is he very aware that his grandfather 
and some other men in the father’s lineage have been alcoholics, and that he because of that 
may be predestined to become one to. 
 
Ind: Freddy consider himself “very left-wing” (20-25), but he does not know what to vote for 
because the left wing parties are against religion. “So it does not come together.” (21:3-4) 
Freddy became a Christian when he moved to his father and after he had found out what it 
meant to be a Christian. For Freddy “God in the centre of all, he’s the creator, he has given his 
son for us, who has died, that gives me grace, he has a lot that he wants to give us, and in him 
do we get communion” (30:6-7). Half a year ago he was thinking a lot. He always feels that 
he has to think about something, and he was contemplating on the meaning of life. “There has 
to be some meaning, and that must be to find God, to follow him, to get communion, die and 
to be eternal, let go of the shell, and live in heaven.” (30:12-14) In his life he does try to feel 
what God wants with him. He is not so extrovert with his faith and he does not speak so much 
about being Christian with those who are not. 
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I: In the music world he ideologically considers himself a punk rocker. And in his Christian 
groups the Bible is important and he does rather often discuss why they wrote as they did in 
the Bible with his girlfriend. “We use to end up with rather sound explanations.” (25:10) In 
the Christian groups they also talk about present topics, to decide what to pray for, and they 
share rather openly their own feelings and take even care of each other in concrete practical 
ways when needed. 
 
A: Freddy likes that his father often talks about religion and pushes him in his own faith, but 
sometimes Freddy can be furious on him, and questions everything he says. “Especially when 
I’m angry, I can stand and yell at him, you have to tell someone off, but you can’t, because he 
has answers to everything. I become totally crazy.” (40:12-13) “Its’ very funny, I love to 
discuss, especially when it’s angrily. That’s when you really get out what you want to say, 
without thinking, and that’s what’s funny. It gives some speed to the reality level.” (41:10-
143) Freddy thinks the biggest gain to becoming a Christian is that “I have got a friend [God] 
who is there for me, who listens, and it is very important at all times to have someone who is 
always there”. (29:21-22) 
 
4. What is the informant’s own assessment/self-image? 

 
ADAM 

OA: Adam sees himself and his friends as computer-geeks. He identifies with his interest for 
computers, math and larp, and even if he listens to hard rock, he does not see himself as a 
hard rocker. He thinks that the computer has made him “logical” (43:4). Even if people “look 
down on” “both the computer-interest and larping” (40:7) he does not feel like an outsider. 
“Internet is full with people that share my interests.” (40:24) He feels very satisfied with his 
life and the groups he belongs to, but he is not totally satisfied with his health, he wished he 
moved his body more. He does not want to socialize with groups who are drinking every 
weekend (he looks down on them a bit), “gothics” in the larp-world or deeply religious 
people. 
 
BENNY 

OA: Benny thinks that he belongs to the larp/fantasy-group and the physical 
training/adventure-group, but he does not like to divide people into groups, even if he likes 
and thinks it is important to be part of the group-community. He knows from his own outsider 
experience that it is easy to close people out from a group and thinks that it is important that 
everybody is welcome in the group. “The first I do when I come to a party is to go up to the 
person who stands alone, nobody should need to stand alone.” (39:7-9) Benny describes 
himself as very social, playful and kind, “I think it’s really very fun to talk to people” (25:8-
9). “If I meet a person at a party or something, I’m usually sober and use to seek up others 
who are sober, you can talk to them better. (24:16-18) Benny does not like to loose control 
and he seldom drink alcohol. Benny is now days very satisfied with his health and his life, “I 
think that I feel good and happy” (3:24-25), and that “I have a rather good self-confidence” 
(26:1-2). It has, though, not always been like this, but after he decided to take care of his life, 
has he learned to control his temper (he seldom gets angry, but when he did before, he did get 
furious), accept things as they are and to put unpleasant things behind him. He does not want 
to be involved with a group who just hate things or the drug-addicts. 
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CALLE 

OA: Calle thinks that he is part of all groups that he participates in, “one part in the music, 
one part in the punk scene, one part in the role-playing scene” (30:3-4). He thinks it is fun to 
belong to those groups, they give him goals in life, even if they also feel as pastime, and 
people sometimes take for granted that he, because of his group-belongings is supposed to be 
in a particular way. There is no particular group that he does not want to mix with. Calle 
thinks a lot. He “can often feel rather misunderstood” (17:18) and he feels like an outsider. He 
is not always positive in his outlook on life. “I’m the leader if I am into something I like, like 
music”, “but otherwise, I don’t know, they listen more to what I’m saying, maybe” (17:19-
20). He is very interested in how other people are thinking and he will eventually study 
psychology. He thinks his physical health is rather god, but that his satisfaction with life could 
be better. He sees himself as an average person, not someone special. He feels that he is 
guiding his own life, and that it is the goals that he puts up by himself that is the strongest 
ones. 
 
DANNY 

OA: Danny does not see himself as part of the larp-group even if he is larping regularly, he 
sees himself more as an aesthete and a musician. Before going to high school he thought that 
he had to be cool, but “now can you be yourself” (16:2). “If you make a fool of yourself then 
you just laugh, it’s fun, everybody laughs, and before I would have flushed.” “I go to a 
aesthetic program in school now, were everybody is very open, that has evolved me very 
much.” (16:4-7) He feels rather satisfied with his life and his health, but he is not satisfied 
with himself, because “I’m very bad at getting things done” (3:18). He has a lot of tasks in 
school that are to not yet finished, and because of this, he cannot enjoy his life. He hates being 
“on-line all the time” “you get tired of the world being so small, there is almost no more 
things to explore” (17:7-10). He describes himself as a calm river that turns into a wild 
waterfall once in a while. “I build up frustrations, I don’t speak up, and then at last I do say 
everything instead of remarking on small things all the time.” (39:9-10) He does not want to 
mix with the “gothics” in the larp-world, they are to depressing and self-destructive. 
 
EMIL 

OA: Emil sees himself as a “synther”. He dresses like one and he goes to dance-clubs where 
they play electronic music. He does not dress or see himself as a larper. He is rather satisfied 
with his health and life, even if both could be a little better. He sees himself as calm, safe and 
secure, and a good friend. His basic attitude to life is “very positive” (38:7). “Life is just good 
or fun, and then you do what you want, it’s you who create [your life], that’s the nice thing, 
you have boundaries, but inside them can you do what you want. Then do you have to face 
the consequences, but the thing is that those who say it’s boring to live they should really get 
themselves a life or find something funny to do, find some interest, because you can always 
find that. If you are only negative you will not get anywhere, then you have no fun, you have 
to see it positively.” (38:7-13) Emil does not want to be a Nazi, “they are the worst kind of 
gang out there” (37:22). 
 
FREDDY 

OA: Freddy describes himself as a “Christian role-playing larper, and musician, and a very 
politically thinking person, philosophical and friendly” (36:1-2). He thinks that he has a foot 
in most kind of groupings. He has tried different clothing styles that have been related to 
different music styles in different periods. Even if he does not play punk anymore he still sees 
himself as a “punker” ideologically. Freddy is very satisfied with his health and life. He 
thinks that he now days feel ”unnaturally good” “I have never felt better” “for everything is 
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flowing smoothly right now, everything goes well” (7:24-26). He thinks that he regardless of 
his age has lived under very many different and sometimes trying and scarce life 
circumstances, but he does not think that he “has suffered because of that, I have just felt 
good from it all” (22:20). He feels a bit like a survivor, “there has been a catastrophe and we 
survived” (42:6). And he thinks that he has developed as a person and laid the ground for his 
life after he moved to his father and changed school, because it where then he became a 
Christian and started role-playing and larping. “My life started when I begun with all that.” 
(37:17) Freddy does not accept to feel bad, “it’s the worst thing I know” (7:21), so if he does 
not feel so good he quickly does something to feel good again. Usually a call to, and meeting 
with, a friend turn his mood for the better. He does not want to be associated with pop, panda, 
Indy pop, “that kind of music is awful” (36:21). 
 
5. What are the informant’s SOC-score, and what does those values, in regard to 

Antonovsky’s theories, indicate? 

 
ADAM: 152 p; BENNY: 150 p; CALLE: 109 p; DANNY: 149 p; EMIL: 137 p; and 
FREDDY: 161 p. 

As assumed had most of the informants a fairly high SOC-score, the values were even close 
to the adult’s value, M=150, which indicated that all, but Calle and Emil, had a good sense of 
coherence in life. It is however very alarming that Calle only scored 109 p, which is way 
under the clinical value, M=125, and his low sense of coherence was confirmed by his (OA) 
where he talked about feelings of being an outsider and often being misunderstood. One may 
also be somewhat suspicious to Freddy’s high value, and question if his sense of coherence 
really was as good and solid as the value indicated. 
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5:2 Analysis part 2 
–Ritualization and narration in the role-playing world. 
 
In this second part of the presentation of the result, that also is part of the decontextualization, 
has the two main categories: sense of coherence as ritualization, and sense of coherence as 

narration (see Appendix 2) specifically been presented in relation to the role-playing world 
(R). Ritualization and narration were shown to take place in the following different 
dimensions: (R)-“off”-larp; (R)-“in”-larp; (R)-“off”-tabletop; (R)-“in”-tabletop; (R)-
computer; and (R)-reading/movies (see further presentation of the role-playing phenomenon). 
Due to the fact that computer-games and other computer-activities and reading of fantasy 
books were so closely connected to the role-playing interest those activities were included in 
the overall role-playing category. For other research objectives should or could probably this 
be done differently. Using the part of the material that concerns role-playing have first the 
sixth sub-question been answered, then the seventh sub-question. To answer the sixth sub-
question, the sub-categories were done using some of the questions actualized in the theory 
part. In accordance with the theory part, the categories have been presented in two sub-parts 
for ritualization and two sub-parts for narration. Representative condensations from the 
informants, 1 through 6, have been highlighted for every sub-category, and depending on the 
informant’s interests have different dimensions of the role-playing been described. However, 
the main focus was, as said, on larp and tabletop role-playing. At the end of the sixth sub-
question have the main factors been summarized, that in the role-playing world seemed to 
create a sense of coherence and meaning. 
 
The specifically theory bound sub-categories were: 
 
Ritualization-Erikson 

! The informant’s ritualization in the role-playing world. 
! Ritualization in the role-playing world concerned with topics related to creating or 

maintaining a worldview/an ideology/a religion in a (age-)hierarchical network. 
 

Ritualization-Stern 

! Significant affective states and atmospheres (vitality affects) in different ritualization in 
the role-playing world, and the informant’s relation to those states. 

 

Narration-Erikson 

! The informant’s narration in the role-playing world. 
! Narratives in the role-playing world used as an ideology/a worldview/a religion that gives 

him a place geographically-historically in a (age-)hierarchical network. 
! Narratives and characters in the role-playing world that seem to be used as means to 

communicate and come to terms with intra- and interpsychical conflicts as well as 
existential questions. 

 

Narration-Stern 

! Significant affective states and atmospheres (vitality affects) in relation to the informant’s 
different narratives in the role-playing world, and the informant’s relation to those states. 
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The sixth sub-question: 
 
6. Using Erikson’s and Stern’s theories about ritualization and narration as presented 

here, what are the main factors in the role-playing world that seem to create a sense 

of coherence and meaning? 

 
 
Ritualization-Erikson 

! The informant’s ritualization in the role-playing world. 
 
ADAM–a “high elf” 

Overview: Adam started role-playing when he was around 11. He started with tabletop role-
playing games, but for the last 2-3 years has he mostly been into larp. It was a friend’s older 
brother that inspired Adam to begin with larp. He goes to larp-games twice a year, spring and 
autumn, for 4-5 days. Adam also plays different computer games, where some kind of role-
taking always plays a part, every day for about 2-3 hours, and what is considered real 
computer role-playing games online with 20-20 000 persons a couple of times a week. A big 
part of the time at the computer is the daily voice-chat contact with his closest friends. Adam 
has seen people in their seventies larping, and he thinks that he will continue with computer-
games and larp “my whole life” (2:24). 
 
(R)-“off”-larp: A big part of the larp interests exists of preparations outside the game, 
together or alone, of clothes, armours, swords, shields, etc. In Adam’s group is he one of the 
2most engaged in the preparations. Adam and his group of elves usually comes one day 
before the others to the larp-game because they have so many things and so much to prepare 
on their camp area. They arrive on Monday, put up their big tent, sleep there, and dedicate the 
hole Tuesday to preparing the place to fit the high-elves and the medieval fantasy world they 
are about to enter for about four days. When they wake up on Wednesday morning do they 
wake up “in”, as elves in this fantasy world where different creatures and races as elves, 
Orches, halflings, half-dragons, demons, etc, coexist with humans. On Sunday morning they 
start to pack things together, and at noon on Sunday is it “off” again. Adam and his friends do 
not gather on the meadow with the others afterward. 
 
(R)-“in”-larp: On Wednesday-morning Adam and his group wake up “in” the game. They 
wear elf-clothes, act like elves and cook food (stews) over open fire in a cauldron. “We take it 
somewhat easy, something will always happen in the larp, it’s unavoidable. It’s all from 
Orches that get the idea to attach, then do we all go out to some sentry to help out, or some 
come who have found a paper with elf-language that we have to translate, or something 
ordinary happens, someone passes that we have to drive away, or we have to go somewhere. 
So much is happening, and then we have food over open fire as always.” (5:12-18)  
 
BENNY–a “forest elf” 

Overview: Benny started role-playing when he was about 12 years old, about once a month 
with three friends, but now he is role-playing only every half year or so, but with around 10-
12 persons. He has been going to larp-games twice a year, spring and autumn, for 4-5 days, 
the two last years. He has in periods played very much on-line games, sometimes all nights 
through, and he felt that he was about to become play-addicted. Today does he rarely play 
computer games, but he has more or less daily msn-contact with his friends. He thinks he will 
continue larping his whole life, “it’s an interest for life” (2:23).  
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(R)-“off”-larp: Benny prepares things for the larp alone, with his friends or with his mother. 
They make clothes, swords and arrows. Benny and his close friend arrive on Tuesday, the day 
before the larp starts. They try to find a place close to the others in their group of forest elves, 
but that is not always possible. They unpack, put up the tent and clean up their area. Then do 
they sit down with the others in their group, have something to eat and talk about the coming 
days. They do not have a campfire of their own, so they us the elf’s common campfire. Benny 
and his friend want as much as possible to be in larp. They have a cauldron to cook food in 
and the tent is disguised to fit the medieval world they are about to enter when they wake up 
on Wednesday morning.  
 
(R)-“in”-larp: As a forest elf Benny takes it easy for the most part. He and his group are 
sitting quietly, one by one, on sentinel in the forest. Listening, having a nap and something to 
eat and enjoying natures beauty, and as soon as they hear something they check it out. And 
even when they have to go somewhere, to get water or something, they walk in the forest. As 
much as possible do they avoid the roads and the villages where the humans live. Now and 
then, and often in the evenings, do they gather around the elf’s common campfire. Talking, 
sharing food and tea, and laughing at the small and funny halflings that are part of the forest 
beings and the elf-community. “Then you sit there and sing and so, and frankly being 
together, there is big community.” (6:24-25) The peace-loving forest elves seldom fight, even 
if others try to provoke and fight with them. 
 

(R)-“off”-tabletop: They meet on Friday or Saturday at home at somebody’s place where the 
parents are away, and they continue to Sunday. They meet, chat a little, present themselves if 
there are new ones there, and then they sit down together and start to create their characters on 
the role-play sheets if this is not done earlier, before they enter the game. They sleep when 
they get tired in the morning hours, and when they wake up they have breakfast and continue 
until all are tired and want to go home on Sunday. They do not use music or other things to 
alter the atmosphere, but the light is down. Everybody helps one another with food and 
drinks.  
 
(R)-“in”-tabletop: The play leader guides the game and everybody is playing their part in 
turns, and the scenery takes place in the inner world of imagination. 
 
CALLE–an “Orch” 

Overview: Calle has been role-playing since he was around 11 years old, he is the most eager 
one among his friends. He has been reading more about tabletop role-playing than playing 
(their rules and worlds), and when he has been playing has he been play-leading his own role-
playing games for the most time. For 3-4 years he was mini-larping with his closest friends 
about once a month, but not now, and he goes to larps about once a year. It was his closest 
friend’s older brother that initiated the larp-interest. Now days he is also into doing zombie- 
and fantasy-movies with a lot of humour and unrealistic violence. He thinks that he will have 
his interest for the role-playing world always. When he was smaller he played computer 
games a couple of hours a day, but he and his friends are not interested in that anymore.  
 
(R)-“off”-larp: Calle and his friends are not very organized. They do often register last 
minute and they do not write any deep background story, and they do not engage so much in 
arranging their camp area. But they typically meet in the weekends to make clothes and 
armors a couple of months before they go to the larp game. Calle used to be active in different 
role-playing forums, almost every second day for several years, but he is not active anymore. 
Calle’s group does not gather on the meadow with the others after the larp is over. 
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(R)-“in”-larp: Calle and 2-3 friends play Orches, and as Orches they live in the forest and 
mostly be awake when it is dark, so they will not rise up until the evening the first day in the 
fantasy larp-world. They do not plan what to do, but they have overall decided that they 
should exchange ideas with others, be troublemakers and try to rebel against different Orch-
leaders, and they have a hierarchy in the group, were Calle is the leader. Calle and his group 
do not have any campfire to gather around, but they use to go to the campfire at the secret inn 
where all the forest beings gather and exchange information. Usually do they drift around by 
themselves, but it has happened that they have joined a group of 50 other Orches. Calle and 
his group see it as their task to not follow the overall story, and they often triy to change the 
course of events. “We are directed rather much towards role-playing, to meet others and play 
against them, other Orches, humans, elves, and all sorts of things, so we use to take the day as 
it comes” (5:18-20). 
 
DANNY–a “dark-elf” and “human thief” 

Overview: Danny has been into computer role-playing and tabletop role-playing since he was 
around 12. He and 2-3 other usually tabletop role play about once a month on weekends for 
12-24 hours, but today he rarely play computer games anymore, and he has never played on-
line. He has been larping twice a year for 3-4 years. Danny thinks he will continue role-
playing for a while if he feels that he develops. “But I have to go to better larps, where you 
just play some lost eighteen years old guy, and where there is persons who are 35-years old to 
play against. Now it feels as if you are among the older guys on the larp area [The Unicorn’s 
beginners larp].” (2:2-4) 
 
(R)-“off”-larp: Danny and his 3-4 larp-friends plan very thoroughly before they go to a larp 
game. They prepare their costumes and make up extended background stories and prepare 
specific scenarios to play out in larp. Danny is very much into creating good scenarios and 
strong atmosphere, and that was what he talked about most. He did not describe how they 
arranged their camp area off-larp, but they do have a lot of coffins, torches, a campfire and a 
cauldron to cook food in. Inside the tent it is off, and they are quite much off when they are 
alone. 
 
(R)-“in”-larp: Danny has played dark-elf twice, once alone, once with one friend and the 
other times he and 3-4 friends have been a gang of human thieves. During the larp they meet 
regularly around the campfire, having food, talking about everything, planning what to do 
next and receiving guests whom they offer cider, and they usually “laugh” and “holler” and 
“become drunk in larp” (7:23). “It’s easier to larp when you are eating.” (8:2) And they do 
often go to the inn, “to see what’s happening, and see if they can get some information, and 
then head back to the campfire” (7:20-21) again.  
 

(R)-“off”-tabletop: They gather at someone’s place in the kitchen or in the living room on a 
Friday or a Saturday. They have some dinner, chit-chatting a bit. Afterwards they make coffee 
and tea and put some cookies on the table. “And then we turn of all the lights, light some 
candles and put on some larp-music, so that we feel in the mood, and then we start.” (5:8-9) 
Before they enter the game everybody except for the play-leader (always somebody else than 
Danny) creates a character. After the game they usually stay the night at the place where they 
are. They lie in the dark, talk and laugh about everything that has happened during the game. 
 

(R)-“in”-tabletop: The play-leader starts the game by “painting up a scenario in our heads” 
(5:9-10). The play-leader makes them do things, put them in hard situations that they have to 
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resolve and in fights they use the dices to decide the outcome. The next time they meet they 
continue where they left off in the story, by entering the same landscape and town. All role-
players have their vision of this imaginary world, where they know the roads as in a real 
world and town, and when they have compared they noticed that some have a much bigger 
town than others. In the role-playing game an inn in the town play the same role as a more or 
less safe meeting-place as the campfire does at the larp game. 
 
EMIL–“unserious” and “serious” characters 

Overview: Emil has been into role-playing since he was 12 years old, and he has been larping 
for four years 3-4 times a year. Before he and his friends tabletop role-played once a week, 
but now days they rarely tabletop role-play at all, instead they hang out more in bars and 
clubs. He plays computer games, but not very often. He does not think that he will continue 
role-playing and larping his whole life, but he does not think he will leave his interest for 
Tolkien’s books and his secondary world. Emil met the persons he is role-playing and larping 
with at a youth centre, when he just had changed school. Emil has also done some re-
enactment, where you re-enact historical events as historically correct as possible.  
 
(R)-“off”-larp: “We do have a group that puts down a lot of time, it’s meetings and you have 
to sew things, you must do coats of mail, it’s stuff like that.” “When it comes to larp and it’s 
little more serious, when you are at a higher level, then is it very much about improving. 
When you where smaller, ‘there was no but, I would take those clothes’ and go to the larp, 
Now it is very planned, even if you miss the time when you could just go away, I myself put 
down an awful lot of time.” (4:2-5) Emil and his group come the day before, to put up the tent 
and arrange their area. Emil and his friends participate in the after-talk when the larp is over.  
 
(R)-“in”-larp: Emil has several characters that he plays in larp, and he divide them in two 
groups: unserious and serious. Among the unserious he and his group have a high society 
company, and among the serious ones a secret order inspired by Lovecraft and the old 
Babylonian river culture and several Orch-characters. Emil does not so very specifically 
describe things that they do every larp, which may be due to the fact that he plays many 
different characters. However, they meet at theirs or their neighbor’s campfire regularly and 
he emphasis that he and his group’s main aim is to play as good as possible and together with 
the others tell a common story. He wants it to be “like a theatre scene but without audience” 
(8:11). 
 
FREDDY–a “power-mad assassin” 

Overview: When he lived with his mother he played computer games very often, and he still 
plays fairly much during weekends, sometimes 12 hours per day. He started tabletop role-
playing when he moved to his father and he has been larping the last two years, 2-3 times a 
year. This year he plans to go to 2-3 larps. Freddy wants to tabletop role-play every day, but 
that is not possible so he plays about once a week. He burns a little more for tabletop role-
playing then larp, “I can’t sew” (6:12). He will try to continue with tabletop role-playing his 
whole life. “It’s something I know I will do with my kids and grandkids.” (6:4-5) “You can 
put a lot of moral into it, so if you want to teach your son or daughter something so can you 
just weave it into to the role-playing games, and it becomes suddenly very interesting, so it’s 
like a form of education in a way.” (6:7-9) 
 
(R)-“off”-larp: Freddy and his group come the day before to arrange their area as quickly as 
possible, before they have something to eat and go to bed. His group usually are off at the 
camp, which he thinks is boring. They do not have a campfire of their own. 
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(R)-“in”-larp: Freddy does not describe any specific things that he and his group do every 
time, but he always chose to play characters that do extreme things he can not do in everyday 
life, like killing and exercising power by arguing and screaming. He has for example played a 
power-mad assassin twice, who wants to take over the thief’s guild. He also likes to “boffra” 
(‘fighting and killing as much as possible’) now and then. 
 

(R)-“off”-tabletop: Freddy and his friends typically start at 9-10 PM and play until 4-6 in the 
morning, usually at weekends at somebody’s home, but sometimes do they play even when 
they are waiting for the Bible studies to start. They meet, relax, reflect on things and talk 
“ordinary stuff, what have we done today” (8:29), sometimes they take a walk. They discuss 
what they did in the role-playing world last time, where to start and what to do this time. 
Sometimes they play two role-playing games the same night, depending on the play-leaders 
goal with the game/-s this time. They frequently take brakes during the night. “If the play 
leader starts to get tired or hungry then we have something to eat and coffee, whatever so he 
gets alert, and then we continue, as long as the play-leader is full and content it goes rather 
well” “we use to play so that you can sleep over, then we play until we get tired and the play 
leader finds an appropriate ending. Then do we go to bed and talk about what we have done 
until we fall asleep.” (9:8-13) Often, but not always, they use soft light, candles and classical 
or film music to create some atmosphere. Freddy and his friends take turns and play-lead 
different games. 
 

(R)-“in”-tabletop: See the other descriptions above of the tabletop role-playing game in 
game. 
 
! Ritualization in the role-playing world concerned with topics related to creating or 

maintaining a worldview/an ideology/a religion in a (age-)hierarchical network. 

 

ADAM 

(R)-“in”-larp: Adam and his group don’t have any specific rites that they perform “in”-larp, 
but they have thought about doing some kind of meditation or prayer to worship the dragon 
they believe in. “I think that would be a fairly fun idea with some prayers, it looks good and 
are quite impressive.” (14:2-3) This dragon is not played by some person in the larp-game, 
but there are a couple of half-dragons, played by some people, that Adam and his group visit 
and talk to several times a day. It is the high-elves’ high priestess that decides when to go and 
consult the half-dragons. They have to go over almost half the larp-area to see the half-
dragons, and three high-elves escort the priestess along the way. “Our priestess” “she can heal 
us, take care of wounds and so, and she is our spokesperson in the contact with the [half-
]dragons, they are almost gods to us, and she has very much contact with them.” (36:13-15) 
“We bow in front of them, and we don’t look them in the eyes.” (14:5-6) “They have very 
high status, they know most things, and everybody consults them.” “It’s really exciting just 
sitting there and listen, for it’s really a meeting place.” “And see all strange things that walk 
by, for there are many different ... [creatures] that walk by.” (9:2-7) Adam is about to finish a 
new armour, and when it will be ready and he will feel more secure and join the sergeants in 
his group who are the spokespersons and the ones with most authority among the high-elves. 
 
BENNY 

(R)-“in”-larp: The forest elves does not have any specific rites that they perform regularly or 
any God they worship, but they do revere and celebrate the nature in different ways because 
they come from the nature and the nature takes care of them. The forest elves do not have any 
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leader, elder or priest, they see all elves as one voice, and anyone who wants to talk to 
somebody in charge can talk to any of the elves, which often makes others frustrated. 
However, festivities with song, food and flowers are very important, which are regulated in 
the so-called “elf-sight”. They often celebrate happy things in life, and especially marriages 
and births. “Yes, when two elves have found their soul-mates, that’s big” “very many are 
invited” and “they tie some garland around their wrists, and then they plant a little seed for a 
tree which is supposed to grow strongly for their future” (16:1-8). And they have a grieving 
period when somebody dies, which seldom happens though elves are almost immortal. When 
they are grieving are they supposed to think of the person and what happened in that person’s 
life. And the halflings that are part of the elf-community are often played by children. 
 
(R)-“in”-tabletop: Once did Benny play a fanatic Christian, and he had to do things on 
specific times and say prayers regularly. Benny forgot his prayers and the play leader 
reminded him when it was time to do different things. 
 
CALLE 

(R)-“in”-larp: Calle’s group does not have any specific worldview and rites in relation to that 
that they perform, and no specific regular behaviours. But they do have a hierarchy among 
themselves, and they as a group are directed towards rebelling against the overall story and 
other Orch-leaders, which indicate that they maybe in some respects are in a negative relation 
to both the overall worldview and the (age-)hierarchical networks. Once has he witnessed a 
wedding among the dark-elves beside the secret inn. “That was fun to see when all played 
their parts so well” (12:1-2). He enjoyed and felt that it would be wrong to try to disturb their 
good acting. 
 

DANNY 

(R)-“in”-larp: As a dark-elf did Danny worship the dark-elf’s god of evil, “a male dragon” 
(20:4), “the darkness itself” (11:15). To come into the society did he and his friend join the 
dark-elf’s so called Alliance, and their meeting with and the reception into the Alliance where 
very ritualized. “We had to take our weapons of, and we respected not to go in [to the tent] 
with weapons, we went in and bowed to everyone, and there is a big table with fruits and 
guards in the corners, and you bow to everyone, and you show your coat that you don’t hide 
anything, and then they show you to sit down, and you will not speak until they speak to you, 
ask some questions and so. They interrogate you and you answer honestly and try to be as 
nice as possible, and not intimidate anyone.” “Then you sign some papers, you have to read 
them first, and it’s very thoroughly.” “And they took out some parchments that we had to 
swear an oath on” “so that they would trust us.” “It’s probably one of the most fun larp-
experience I have ever had.” “Because those men who sat there were all over 30 and they 
were really good larpers.” (18:27-19:7) “First were we just two, and now are we part of a big 
fellowship, you have a feeling of belonging.” (21:1) And his small group of thieves are part of 
a big company of 40 persons. For Danny is it a recurring team to be included in a bigger 
group or company of some sort. Danny has also participated in a burial ritual, an engagement 
ceremony and a wedding. 
 
EMIL 

(R)-“in”-larp: For Emil and his group do worldview and background story only bee 
important in relation to doing a “good scene”, and Emil thinks that rites formalized patterns 
make “good looking scenes” (15:16). Therefore is the secret order Emil and his group play 
very much into rituals and ceremonies. For this do they get inspiration from Lovecraft and 
Sumerian and Egyptian scriptures. However, Emil is not so informed about the details, he has 
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“yet, anyway” (14:12-13) only played a minor character. One ritual that he participated in 
aimed to call down a demon. “It was a lot of stones which we had put candles on. Then was it 
X [a guy] who were in charge, and he started to rattle a lot of rigmarole, and I was there in 
some kind of sub-choir and repeated something and then, I don’t know, did it become like a 
Free Church, which feels very far away, when you start to crawl on the ground and think that 
god are with them.” “It ended with that they laid and crawled on the ground and shouted a lot 
of stuff, it was a demon that where in their bodies or something.” “Larp is anyway 
improvisation theatre, nothing is decided, you can do whatever you want as long as you do it 
within the framework of the game, but when you do a ritual in this way does it become very 
directed.” (14:1-7; 22-24) 
 
FREDDY 

(R)-“in”-larp: Freddy does not have any clear examples for this category, but his assassin 
character has plans to take over the thief’s guild, and he has witnessed a wedding. If he had a 
group or a special order and somebody wanted to join would he demand some kind of 
admission test, “just to entertain myself” (17:5-6). Even if he plays many evil roles does he 
not want to participate in for examples rites that aim at calling down demons, he does not 
think he would feel good about that. 
 
(R)-“in”-tabletop: One of his characters has been forced to be initiated in a religious order.  
 
Ritualization-Stern 

! Significant affective states and atmospheres (vitality affects) in different ritualization 

in the role-playing world, and the informant’s relation to those states. 

 

ADAM 

(R)-“off”-larp: Adam has mixed feelings when the larp is “off”: “It’s very relieving, it’s a bit 
trying in the end. It’s nice to relax, there’s a lot of people who use to scream ‘McDonald’s!’, 
‘Coca Cola!’, ‘microwave-oven!’, it’s most for fun, but it feels good to come home and have 
a shower and a real meal, but after a couple of days you long to go back. There are mixed 
feelings when the larp is over.” (16:9-13) 
 

(R)-“in”-larp: “It’s very much so that you are waiting for something. It can be very exciting, 
it is a fairly big thing so you are very tense. Yes, and then you are very relaxed too, for 
example when sitting with some others or at our place and take it easy after a hard day, which 
can be very calm and nice. Yes, it’s very shifting. For example, we are living next to the 
forest elves who are rather boring. Very often we have to take care of the defense if there is 
disturbances, then we can stand in so called ‘shield-wall’, shoulder to shoulder, for hours. 
You hear sounds all the time, because people are moving in the forest, so all the time you 
have to be prepared for something to rush forward. You can stand tense like this for hours, 
and then is it very nice to come home to the campfire and relax, to come home to fresh food 
in the cauldron, that’s very relaxing.” (10:15-22; 11:1-3) At the campfire, “when nobody see 
us are we ourselves, then can we discuss what to do, so it’s very relaxed, sometimes to much. 
When others come we put away the Cola-cans under the table, but that’s how we have it.” 
(11:24-26) Adam also thinks that it is “very awesome” (8:21) and feels good when his group 
accomplish some task, especially when it is not expected. They earned respect, by that. 
“’Look, there are they who are such good fighters!’” “It’s still there, two years later.” (8:29-
30) The high-elves do not usually fight very much (compared to Orches and other groups) 
they have just fought three times in 2-3 years. Adam feels “very safe, always,” (10:7) when he 
is larping. “For I have chatted very much with them on so called forums for discussions, so I 
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know that most of them are kind, but ‘in set’ can I feel very scared sometimes, when you meet 
such aggressive people, or it can be very lovely when you are sitting around the campfire and 
talk to friends or temporary visitors. So there is very much atmosphere, and that feels good for 
the most part.” (10:7-13) “In larp is the ‘in’ and ‘off’-concept very important.” (13:4-5) And 
“you can feel different ‘in’ and ‘off’.” (13:3) 
 
(R)-computer: “It should not sound like flight from reality, but it is something else.” “I have 
done my homework and playing the two last hours before bedtime is very pleasant, because 
then I can disconnect from all schoolwork. I have done my homework, and I can just sit there 
and relax. The primary way for me to come together with my friends, is to play [online] 
together.” (25:19-20; 26:1-3) 
 
BENNY 

(R)-“in”-larp: On the sentinel at nights Benny can experience real fear and excitement when 
the demon Skuggtand (the immortal demon played by one of the organizers) or others are 
roaming around. “It’s awesome that you can be afraid for real in larp, it does not happen in 
role-playing (tabletop), there you are afraid to loose your character, but in larp are you 
playing the person and you are thinking as if it was you” (10:25-27). At a festivity or at the 
campfire he can experience jovial spirit of community. “It [the wedding] was very 
atmospheric, everybody lived their part and played the elves they are supposed to play” 
(17:22-23). “The excitement and the community, are the most giving things” (13:23-24). 
 
CALLE 

(R)-“in”-larp: Often on larp-games, when nothing is happening it is frankly boring, then you 
most of all want to go home, instead of being in a cold forest when it’s raining.” (10:21-22) 
This feeling is changed by role-playing with others. “You meet others, start to role-play 
against them, then you become happy, usually, and then you want to stay.” (10:24) “It’s fun to 
role-play, I don’t know what it is that is fun, but when you are at a fun larp, with much role-
playing, when you notice that others are there to role-play, that is that which is fun.” (11:1-3) 
 
DANNY 

(R)-“off”-larp: “After a larp, the only thing you want, is to come back to the larp”. “You feel 
empty, but satisfied.” (14:18-19) 
 

(R)-“in”-larp: “Atmosphere”, is “almost what you want to experience when you are larping, 
that everybody shall have a good atmosphere, and both I and my counter-actors shall think it’s 
fun, even if some big person is stepping on me and just going at me and I have no defense or 
anything. That’s fun because not just I think so.”(12:34-37) Danny thinks it creates a good 
atmosphere if “everybody is on” (12:41). He and his friends ordinarily act out scenario in the 
village for people to enjoy. “We give them some atmosphere, a little kick: ‘Oh, here 
something is happening!’ And then it feesl as you have achieved something, you want to 
create atmosphere and not just running your own race, and that’s probably among the most 
fun things.” (7:6-9) Personally he thinks that it feels best when he is afraid, when it is really 
scary and he gets an adrenaline-kick. “Then you know that something is working.” (13:2) And 
at the campfire the atmosphere is “cozy”, “safe” and “mystical” (13:19; 14:1; 13:14) because 
they have heard rumors about many strange things that they talk secretly about. “When 
everybody is contributing to this magic you feel that you are on larp.” (13:16-17) And he 
thinks that the larp-rituals are important. “They should not be needed those rituals, however, 
they have to be there because they add so much atmosphere, it feels serious, it feels authentic, 
it feels as close to reality as you can come in this [larp-]world. It feels as something 
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important.” (20:13-15) In the tent with the Alliance it was “very solemn and very creepy” 
(20:6). 
 

(R)-“in”-tabletop: “It’s a rather intense kick because you are painting a picture in your head 
of the landscape, so you never get disappointed, which you can get in larp, you are coming to 
the village and it does not look the way you thought it would look.” (6:9-11) “The 
surrounding are what makes the atmosphere, like I was afraid for my life with only [tabletop] 
role-playing, you have been in a cave and a lot of things happens, and the play-leader just 
throws out everything he is thinking of and it’s just becoming more and more scary, you just 
have to get away. It really feels as you are there, an adrenaline chock for awhile.” (14:9-12) 
The overall atmosphere does he describe like this: “Everything is magical, you don’t know 
who is who, you do hardly trust anybody, the play-leader always wants to put you in trouble, 
that’s what he is supposed to do.” (14:13-14) “You simply feel glad, it’s fun”. (14:24) 
 
EMIL 

(R)-“in”-larp: Emil thinks it is easier to really play and live the part in rituals. “You stop 
thinking as yourself and then does it feels very real, it’s not so that I think that ‘wow, this has 
happened for real’, because I know this is on a larp. But it feels as if it could have happened in 
reality, and that’s what you want to reach.” “When the whole group feels that it went well, 
then you feel very content and satisfied. That feels safe.” (14:14-19) Emil feels that it’s 
powerful to be part of a ritual. “You can stand there by yourself and be part of a big group 
that just repeat, it does not have to be so much, you don’t have to say so much, but just that 
you are saying it in chorus and in an even and nice beat, that is so awesome, and it’s even 
more awesome if you have a lot of chemical reactions [theatre effects].” (15:19-22) He really 
likes it when he gets an adrenaline kick. 
 
FREDDY 

Freddy has consequently no specific examples for this category either. However, the overall 
feeling that he likes in both tabletop role-playing and larp is to feel powerful and in charge. “I 
can do what I want, especially when I’m the play-leader, I’m god, obey me! This feeling of 
power is tremendously fun, at the same time, when you play and you have a good character” 
“and succeed to build it as you please, that is such a feeling of power too. So you can exert 
power without hurting people, and that’s fun, because power is fun, I understand people who 
misuse power, but that is not good.” (24:19-24) “I get the last word for my character and that 
feels like ‘Yes!’” “I can [as a play-leader] control a person, he can do nothing without me” “I 
compare that with that I’m a God that a fanatic trusts blindly in, they can’t do nothing without 
asking me, and I tell them what to do.” (25:14-19)  
 
Narration-Erikson 

! The informant’s narration in the role-playing world. 

 
ADAM 

Overview: Adam’s primal and daily way of interacting with his friends is to participate in 
online-games and voice-chat on Internet, where much talk about role-playing and preparations 
for the next larp-game takes place. Frequent discussions at The Unicorn’s chat-forum occur 
also. Here they even have an opportunity to solve eventual conflicts. “Hopefully it has been 
solved before the larp is over, but if it’s a big thing can we discuss it on Internet or over the 
phone or so, but the usual thing is that you wait until the next larp.” “If somebody knows that 
they have acted badly they usually apologize openly.” “But I have never experienced that 
somebody has been really angry afterwards.” (17:5-7, 11, 15-16) The computer-game world 
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he plays in can vary due to what game he plays, but he thinks fantasy-worlds are most fun, 
even if science fiction is closer to his personal worldview. When it comes to larp he has only 
participated in The Unicorn’s fantasy-campaign inspired by Tolkien’s fantasy-world. Adam 
does not read books very much, he does not even know if he likes Tolkien’s The Fellowship 

of the ring, but he thinks that playing computer-games is “a bit like reading books, with the 
difference that you can participate [in the story].” (35:12) 
 
BENNY 

Overview: Benny likes fantasy both when it comes to reading, computer-games, tabletop 
role-playing and larp. It was his mother that first started to read fantasy books when Benny 
was 9-10. That inspired him to start to read fantasy, and he thinks that it has had a big impact 
on his interest for role-playing and larp. His friends do not read so much, but he discusses the 
books with his mother, who still read fantasy. As said, now days he does not play computer-
games so much, but he has almost daily msn-contact with his friends. ”The books I read now, 
Sagan om drakens återkomst, I think is really good, since it has everything that should be in a 
book, in all books. It has excitement, love, adventure, fantasy, magic and mysticism, 
everything that exist, it’s there.” And “because it’s a series you get to know everybody in all 
the books” (27:24-28:1). 
 
CALLE 

Overview: Calle is most into fantasy, and the Star War-movies, which he considers fantasy 
to. “It’s like Tolkien’s world [with many different races] but in space” (8:9) He has also read 
a lot of role-playing books that describes different fantasy-worlds and the different fantasy-
people that live in those worlds. However, nowadays he mostly reads Prattchet’s 
“philosophical” (28:9) books about the disc worlds. He also tries and wants to write his own 
fantasy stories. 
 
DANNY 

Overview: Danny is exclusively in to fantasy when it comes to reading, computer-games, 
tabletop role-playing and larp. “Historical things, medieval movies, fairytales and myths has 
always appealed to me, I don’t know why.” (16:28-29) He has read Tolkien’s The Fellowship 

of the ring once, and his favorite are Moon’s Phaxilarion, which is about a girl who runs 
away from home to join a mercenary company. The play-leader of Danny’s group makes up 
his own fantasy-stories, and they seldom use ready-made games. And the larp-group meet and 
talk on the phone “and tells us what we should have done in that situation instead, or how bad 
I was there” and what “we should try to improve to next larp.” (14:27-29) 
 
EMIL 

Overview: When it comes to larp is Emil mainly into fantasy-larp, even if he has been to 
some future-larp, but “fantasy-larp is biggest and best, is where you get the most for your 
money” (37:15-16). Emil is a Tolkien-enthusiast. He has read, seen and played (larp, tabletop 
role playing, computer games) the most that builds on Tolkien, and he discusses it with 
others. He prefers larp and reading. Emil and his group do read The Unicorn’s proposals to 
intrigues, but they also write their own, “because that’s more fun and much better” (4:19). 
They do not send them in to The Unicorn. When he did tabletop role-play more, the worlds 
and stories wary more than in larp, but they always did contain vampires, Orches and 
supernatural elements. He played: Vampire, Call of Cathulu (building on Lovecraft’s books), 
Chock, Eon and Drakar och Demoner. Emil and his friends only play games that are 
upgraded successively. When he plays computer-games does he usually play Warcraft. 
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FREDDY 

Overview: When it comes to larp Freddy is mostly into fantasy games. When it comes to 
tabletop role-playing games Freddy and his friends mainly play different fantasy, vampire and 
future games. His favorites are Exaulted (which he play-leads), Mutant and Vampire. When it 
comes to computer games does Freddy mostly play different sports games, but he does play 
some fantasy and some vampire games to, some on-line. He does participate in some larp 
chat-forums, but discuss role-playing mostly with his friends, when they meet, on the phone 
or on msn. Freddy has not read the whole The Fellowship of the ring, but he has read the 
books about Harry Potter 3-7 times. However, he does not read so much now, he is more into 
movies, like the Ocean-series that is about a gang that rob banks with style.  
 
! Narratives in the role-playing world used as a worldview/an ideology/a religion that 

gives him a place geographically-historically in a (age-)hierarchical network. 

 

ADAM 

(R)-“off”-larp: In Adam’s group there are a few who thinks it is fun to write, “we have 
written fairly much about us, why we are there, stuff like that, and every person has written 
about their own character, how it is, what kind of background-story it has, and so on, and then 
we send in all to The Unicorn, and they read through this and tie it together with the other 
group’s [stories].” (6:9-13) 
 

(R)-“in”-larp: Adam and his friends are playing high-elves who are considered a finer race, 
the gods create them and they are almost immortal. People look up to them, but they do not 
have so much strength when it comes to weapons. Adam’s high-elf group is “story-wise” 
(7:13) coming from a Kingdom called the White Dragon’s Kingdom. That is why they 
worship the dragon, he is guiding them. It was when the dragon died that they left their home 
country and went to this world they are in now (the one they are larping in) to seek help. The 
high-elves do not like other races. “We think we are the finest of all, next to dragons, so it 
makes it easy to role-playing, we don’t have to speak to the others. It’s just to snort and pass 
by.” (7:17-19) But to play well together they have “a lot of communication between 
themselves” (11:30). 
 

(R)-computer: In Adam’s favorite computer-game, Warcraft, does he direct different 
fractions on different planets through their small part of the story. “First do you follow the 
paladin, a holy crusader, at the humans” “then you get to be a leader for the Orches, and 
follow their whereabouts, and then the elves, and so it continues. So you get a picture from 
different perspectives” “it’s very awesome.” (34:14-18) There are a lot of books that 
accompany this game about worlds that are built by Titans, where one of the Titans tries to 
destroy the worlds. “You can sit and read the books and get to know as much as you like, but 
everything is not spelled out clearly.” (34:19-20) So Adam and his friend engage in 
elaborated discussions about it. 
 
BENNY 
(R)-“in”-larp: The forest elves are a fellowship with strong solidarity and community. They 
see each other as a whole big family that helps one another. They call each other “close 
friends” (‘fränder’), which not is like relatives but stronger than friends. They revere nature 
and all life and take the day as it comes. If any elf is in trouble others do everything they can 
to help that elf. The elf-sight (written by The Unicorn) describes how elves interact with each 
other and with others, and that they seldom get angry, but if they do, it is not a nice sight and 
the ones who have seen it rarely have a chance to escape. Benny has read the elf-sight many 
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times to memories it. The elves that are almost immortal can die from loneliness, and they do 
have a deadly punishment: to be frozen out, to become a “hecki” (17:7) who nobody wants to 
let in. One who is sentenced to become a hecki has in one way or the other jeopardized the 
elf-village’s safety. 
 
CALLE 

Calle does not seem to explicitly, anyway, belong to any worldview/ideology/religion that 
gives him a place geographically-historically in an age hierarchical network in the role-
playing world, but he has a strong interest for different fantasy-people, their cultures and 
worlds. 
 
DANNY 

(R)-“off”-larp: As dark-elves Danny and his friend, have written an extended creation myth 
which describes how everything, the earth, the stars etc, came into being, where the two main 
gods were dragons. The two dragons were in the beginning fighting and one of each pair of 
their eyes became the sun and the moon respectively. The dragons are still fighting about the 
ruler-ship over the heaven, and that is why we have day and night. Danny and his friend 
belonged to the moon-clan. As human thieves they gather before the larp, to “write all 
background, our mother’s and father’s name, what they did, where they lived, and what they 
are doing now, everything, how the group know each other”, “and I may be sympathetic, and 
things like that you write down. And then in larp you live up to this as well as possible.” 
(7:10-14) And they have plans for a coming larp to be a group of humans from the South that 
belong to a mercenary company that are subordinated to a Duke.  
 
EMIL 

As far as I can see, Emil does not have any explicit narratives that fit this category. The 
question however is if Tolkien’s trilogy can be seen as a narrative with those functions, I will 
therefore mention a few things about that. 
 
(R)-reading/movies: “He wrote this because this is what happened in our world before it 
became our world. Everything is so calculated. Everything is so much more, there is nothing 
thin that you can find a lot of fault in, here can you find answers to everything. It’s like the 
Bible, it’s so exact.” (31:5-8) “It’s a bit nostalgic, maybe, there is so much so that you can 
never learn everything, it never ends, it goes as long as you like, and every people and the 
whole history, it’s almost as much as our ordinary history.” (32:9-11) “And it’s just a book, 
it’s seldom a writer puts down so much energy and effort on one book and one world, so 
that’s what so fun.” (32:16-17) 
 
FREDDY 

Freddy does not have any explicit narratives that fit this category. When he plays tabletop 
role-playing games he is often atheist. “If I can’t believe in Christianity it feels wrong to 
believe in something else.” (32:7-8) He consequently often plays some kind of power-mad 
character who is his own master and faithful to nobody. He can change religion or participate 
in any religion if it suits his aims and he may often rebel against the ruling gods. 
 

! Narratives and characters in the role-playing world that seem to be used as means to 

communicate and come to terms with intra- and interpsychical conflicts as well as 

existential questions. 
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ADAM 

Cannot find any clear examples for this sub-category for Adam. Though, it is interesting that 
Adam’s personal worldview and values in part are “direct opposite” (7:21) to the worldview 
and values of his character in the larp-world. “I like fantasy, but not genesis, it’s a little 
strange, but as long as it’s in the larp-world I think it’s very awesome, but I don’t like stories 
from the Bible or things like that.” (32:3-5) 
 
BENNY 

(R)-“in”-larp: Benny really likes the forest–elf’s life-view and his forest elf-character, and it 
is not so farfetched to think that his choice to belong to the forest elves with their emphasise 
on solidarity and community has something to do with his former outsider-hood. 
 
(R)-“in”-tabletop: In a Viking role-playing game Benny once played a rather soft Viking. 
“He was harassed by all and everything, it was rather funny to play, really.” (9:2-3) He was 
romantic and philosophic. “Everything you heard about Vikings, he was totally different, he 
did not like fights, avoided that, and he tried to be kind, even if they plundered him he tried to 
be kind and nice.” (9:9-10) This caused conflicts with the other Vikings. “I was often kept 
out, but as long as you are just playing, I think it is fun.” (9: 12-13) 
 
CALLE 

(R)-“in”-larp: When he is larping does he never have the same view on things that he has 
ordinarily. “When I’m larping or role-playing I’m often a totally different person. That’s 
probably the funny thing, to see the world from a different perspective” (26:5-8) And it can be 
interesting to remember that he thinks that the foremost cause of conflicts between people are 
that they do not know each others. Once he met some very religious Orches that wandered 
around and preached, and “then it was like you pondered on it [religion] a bit, even if you 
were against their religion. I don’t know if it was my role-person that thought about it or if it 
was I” (26:17-27:2).  
 
(R)-“off”-tabletop: “When I create role-playing games, the most interesting is to create the 
world and the people” “and their culture, maybe more their background, how the history has 
influenced them and where they live now, what enemies they have, and it’s often conflicts 
with other people, other religions, it’s rather similar to our world” (9:5-8). “I probably 
become influenced by how I think things are right now in time. It is something you always 
notice, through news, school, history and social studies.” (9:11-13)  
 
(R)-reading/movies: Regardless if it is role-playing games (which he has read as books more 
then played), books or movies Calle is more interested in the descriptions of the different 
people, their languages and the worlds they live in. And he is more interested in the 
individuals’ stories then the overall story. “I have seen the movies [the Star Wars Trilogy] 
about a thousand times, it’s always fun to see them over and over again. They are so detailed 
with all the people, it’s just all the details I like, I think more generally, that it’s so thorough, 
that there is a story for every separate part, every walkers-on” (25:17-20). In relation to this 
can it also be worth noticing that he in school comes in contact with many nationalities and 
ethnical groups. “Prattchet’s books could have had a strong influence on how I see things, that 
everything is natural, and so, even if there are a lot of religions and very many gods and 
different faiths, or more philosophy and so, it is at any rate as if” “it’s something the humans 
have created. Then it is not anything unnatural, even if he describes it as something unnatural, 
different magics and so. When you read it the first time it is like any fantasy-book, but then 
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[do you see] it is more like symbolically only.” (35:8-14) Calle feels influenced by Prattchet’s 
books, but they confirm also his own ideas about the order of things. 
 
DANNY 

(R)-“in”-larp: “It’s another reality, and then you will get away from this reality, it’s some 
escape-thing, actually.” (15:7-8) “It’s like holiday, not better, it’s just in different ways, it’s 
like therapy, you get away and you think of other things.” (15:13-14) Danny felt he was able 
to be more daring and that he had more freedom to express himself in larp. He also thought 
that it was more beneficial to play an ordinary person who was able to dare and do things he 
would normally not do. “Everyday larp, simply, that’s the most fun larp. Not those fights, the 
most just ask ‘who won?’ but you never win in larp, it’s like an ordinary town, world.” 
(16:22-24) And when he does something others question, he can just “blame the character” 
(16:25-26). Danny had usually been playing the “bad” guy. “You just want to break your 
ordinary track, I would never go and kill anybody here in X. The contrasts are fun, to just be 
the opposite sometimes.” “It’s often like this, that kind people take on evil roles, I don’t know 
why, but it must be that you can be something you are not.” (11:18-24) 
 
EMIL 

(R)-“in”-larp: “When you play Orch it is rather fun to get an outlet for those animal instincts, 
to get out of yourself in some way is it another I”, “that you can let go of your ordinary life, 
you don’t have to think of what you... you don’t have to pay for it, it’s just in larp, so it does 
not matter. I think that’s relieving, that you just can relax.” “Relax from your ordinary I and 
ordinary personality.” “It can be fun to play other characteristics than you have self, to be 
quite contrary to your self. Generally switch characters, those that I hate in ordinary life, they 
can be very fun to play on larp.” (12:2-12) 
 
FREDDY 

(R)-“in”-larp: In his power-mad assassin character he has a driving force to earn money, to 
be rich and go somewhere else or to take over the thief’s guild. He often, both in tabletop role 
playing and larp played a character that starts out as a “very small person that has no 
reputation at all”, who then works his way up and becomes a powerful individual, who 
becomes the leader of others. 
 
(R)-“in”-tabletop: In the Mutant game, which would be an after an atomic catastrophe game, 
he would play a street child “I’m my own master, I’m a thief.”(33:7) During the interview, he 
would suddenly be reflecting on the parallel between what he feels about his father and him 
having survived a catastrophe and his interest for Mutant. “Mutant, is just a funny idea, but 
maybe some unconscious, psychology there, survivors after the catastrophe?” (42:10) Freddy 
felt that he would probably have been partying and drinking if he had not been role-playing 
and larping: “I had probably had a totally different circle of friends. I think role-playing keeps 
me in place in life, I’m here now and this is my thing. I mean music, role-playing and a cup of 
coffee...” (16:12-15) 
 
Narration-Stern 

! Significant affective states and atmospheres (vitality affects) in relation to the 

informant’s different narratives in the role-playing world, and the informant’s 

relation to those states. 
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ADAM 

(R)-“in”-larp: During his first larp, Adam had a strong experience. In the middle of the night, 
he and three others had to escort some humans through the whole area. This trip in daylight 
would normally take three hours. Suddenly, in an open meadow, they were surrounded by 
about 50 rat-men with yellow, glowing eyes. From a distance, howls from some Orches were 
heard, and they were known to be enemies of the rat-men. The rat-men had been distracted, 
and Adam and his group ran to the forest with all their might. “I forgot that we were just 
pretending, I ran for my life. It was so very awesome. [... It lasted] sure, for several minutes, 
really, there I wondered if we should survive. It was really very awesome. It’s so totally 
indescribable” “to get precise ability to live the part. That’s probably the most awesome ting, 
the ability to live the part. The more you can live the part, the better it gets.” (8:15-21) Adam 
thought that his “very positive attitude to larp” (16:7-8) was mainly due to the “adrenaline-
rush” (16:6) that he got when he first met the rat-men out in the meadow. “There is no direct 
feeling that is comparable to the larp. If I could choose had I probably, but that had probably 
been a little bit boring, been larping all the time. What’s fun with larp is probably that you 
don’t do that so often, but as a whole is larp better than computers, that it is!” (27:4-7) “I 
don’t think there is something more fun than larp. I think about it a lot.” (2:8-9) 
 

(R)-computer: “It’s very atmospheric, you follow those characters, they talk to each other.” 
“It’s very cosy, you bound, and you get sad when a person dies.” (35:17-21) 
 
BENNY 

(R)-“in”-larp: On Benny’s first larp, some Orches had attacked the elf-village. He ran for his 
life and got an “axe” in his back. “I felt the adrenaline and the fear and everything and it was a 
nice feeling and at the same time very scary, ‘they are catching up, they are about to stab me’, 
as if it was a real axe. Then when I fell on the ground, ‘ohh, this is not real’, then did I come 
back to myself. It felt wonderful then.” (10:30-34) Then, according to the rules, he had to rest 
and be taken care of for eight hours. To larp “it’s like entering a different world, some thinks 
it nice to go on vacation, tanning, bathing and partying, I think larp is taking this totally, it’s 
like holiday in another world.” (11:1-3) 
 

(R)-reading/movies: Benny bonded strongly with the characters in the books he had read and 
felt was strongly affected when somebody died. “No, she can’t die, she is kind” “yes, it’s just 
a book, but anyway, it gets emotional” (28:4-5). 
 
CALLE 

Calle did not describe any specific feeling or atmosphere in regard to the narratives he had 
engaged with inside the world of role-playing. “You are concentrated, if it’s someone you like 
very much do I engage very much in that one, fascinated.” (26:1-2) 
 
DANNY 

(R)-“in”-larp: Danny felt best when he was afraid and got an adrenaline-kick, which can 
happen if he was “afraid to be seen or you are simply careful” (13:20), and he had been part 
of a story where he had a price on his head many times. He also liked nice everyday-larp 
experiences. Once he had a very pleasant and “innocent” (16:8) one. “It was really fun. A 
really hot day and you had worn coat of mail and you were stiff in your joints and so, and 
then do you see a sign ‘Girls of Joy’, ‘ahh, now we can start larping, beautiful ladies’. They 
were larping very well and they had a very nice pavilion with carpets and pillows, and then 
where we let to take of our clothes on the upper body and you lay face down on the pillows. 
And then did you get some cider, nuts and fruits, grapes, and then could you choose oils and 
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stuff, and then did you get massage on your back. Just pure atmosphere.” (16:9-15) “And then 
when I’m larping and get some good experience, good argument if I’m discussing with 
somebody for some hour and feel that I’m getting something out of it, that is probably that 
that makes it really funny.” (2:18-20) And around the campfire is it “cozy”. “You have some 
guests and then do you sit and talk about everything between heaven and earth” “you talk 
about things outside the larp[area].” “You just gossip around the campfire”, “it’s a cozy 
feeling.” (13:19-24) 
 
EMIL 

(R)-“in”-larp: Emil thought of it as an exiting feeling with larp due to the fact that it was 
fantasy and that you are not required to play a human. “You search for the adrenaline kicks 
and these new experiences that you can not get in ordinary life. It’s those you want.” (8:9-10) 
And when he went to a larp with just evil characters, humans, Orches etc, did he be “in flow” 
(8:19) for several hours. 
 
FREDDY 

(R)-“in”-larp and (R)-“in”-tabletop: “It’s fun, extremely fun, it’s the most funny hobby I 
have, role-playing [tabletop] and larp, both and. It’s sick fun to larp, it’s among the most 
awesome things. You are there, under a good role-playing session are you also there, in 
almost the same way, but you don’t get physically exhausted, but your psyche can drum in 
180.” “The difference between larp and role-playing is that in larp are you bound to your 
body, role-playing, are you not, you can suddenly have another personality, other traits, larp, 
you can’t be a better fighter then you are, you can not run faster then you can.” “You are 
bound to the world and the laws, but under a role-play for example are a vampire thousand 
times better than a human physically.” “So role-playing becomes so much more awesome if 
the play-leader [by narration] can transmit what you are doing, and describe that.” (15:3-17) 
“I prefer role-playing because then do you have all those powers, you have them in your 
fantasy.” (15:23-24) 
 
Summary: To conclude, some main factors in the role-playing world were summarized that 
in one way or the other seemed to have evoked a sense of coherence and meaning. These 
factors could probably be used to develop new concepts and descriptions in rite and myth 
theory, but this was not to be included in the scope or framework of this study. The factors 
were represented by one or more informants: 
 
! They engaged regularly in role-playing and larp with close friends and other friends, and 

they thought they would definitely continue with this for the rest of their lives. 
! They prepared and improved their characters continuously alone and together. 
! They engaged in arranging their larp area and their tabletop role-playing place to create 

the right atmosphere. 
! They gathered regularly around a campfire in larp to exchange information, gossip, tell 

stories about everything that happened inside and outside the larp area (in game) and they 
shared food and drink. Sometimes they would sing and holler. The tabletop role-playing 
sessions had the same content and patterns that were evident in the gatherings around the 
campfire. 

! They engaged in rites and reception ceremonies that were related to a shared worldview 
and a (age-)hierarchical network. 

! They experienced both very relaxed and intense feelings, like adrenaline-rushes, and 
atmospheres together with close friends and others in a safe and structured setting that 
supports and allows for very free explorations. 
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! They participated in a shared story. They would return to the same world and story and 
continue where they had left off. 

! They engaged in continuous (meta-)discussions with friends and engaged in different 
chat-forums for role-playing and larp. 

! They were part of narratives that gave them a place geographically-historically in an 
(age-) hierarchical network. 

! They created characters and episodic narratives together in a game where they were able 
to express and explore personality traits and feelings which they would not normally 
express or explore; those of which were used to communicate and come to terms with 
intra- and interpsychical conflicts as well as existential questions. 

! They had relaxed and intense meetings, conversations and discussions with close friends 
and others in a game environment, in a safe and structured setting that both supports and 
allows room for very free expressions. 

 
A summary of these points may be stated as follows: larp and tabletop role-players engaged in 
regular ritualization and continuous narration with both very relaxed and intense atmospheres 
within a relational network where they were able to express and explore a variety of feelings 
and personality traits. 
 
Now to the seventh sub-question: 
 
7. How are those factors of ritualization and narration in the role-playing world that 

seem to create a sense of coherence and meaning related to each informant’s 

relational network, ritualization and narration outside the role-playing world, their 

own assessment/self-image and SOC-score? 

 
Here have the results also been presented for every informant separately, and only the most 
significant aspects were highlighted for each individual. 
 
ADAM–a “high elf”–SOC=152 p 

Adam scored high as an adult on the SOC-value. He was rather satisfied with his life and he 
felt that he had support from both parents and friends. He did however, not mention so much 
about politics/ideology, religion/existential questions or his feelings towards his family or his 
friends. He did not know what to vote for and he did consider himself an atheist who believes 
in natural science. The most regular things he did with the family was having dinner with his 
mother every day and going away to the country place every summer. He did not have so 
much contact with relatives and he did not know so much about the family story. He had no 
other regular leisure activities together with others outside the role-playing world, and he had 
never had a girlfriend. It seemed Adam had little significant ritualization and narration and 
emotional stimulus and engagement outside the role-playing world. With his high elf 
character in the role-playing world, Adam was however part of a regular ritualization, 
continuous narration and strong atmospheres and affective states. He gathered regularly with 
his group around their campfire where he in a relaxed atmosphere had engaged in continuous 
narration and he had escorted the high elf’s priestess to the venerated half dragons several 
times a day during every larp. He was also part of a narrative that gave him a place 
geographically-historically in a(age-)hierarchical network. Together with close friends and 
others, he had created episodic narratives in a game where he was able to express and explore 
personality traits and feelings he did not normally express or explore. 
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BENNY–a “forest elf”–SOC=150 p 

Benny scored high as an adult on the SOC-value, but he felt that nowadays he was rather 
satisfied with his life and he felt supported in his life by his mother, relatives and friends. In 
the seventh grade he was an outsider, a situation he was able to reverse it and improve his self 
esteem. He did not speak so much about politics/ideology or religion/existential questions 
with his family or his friends. He did, however, regularly speak about his natural science 
views on things with one close friend. He was more left but did not know what to vote for and 
he said he was an atheist with a natural science view on things, even though he also through 
his physical training had an interest for Zen Buddhism. He spoke mostly about his innermost 
feelings with his friends and he said that he had a girlfriend. The most regular thing he did 
with his family was have dinner and go away to the country place where he would meet his 
grandparents and other relatives regularly. Benny did have regular contact with relatives, 
except not with his father. Despite this, he did not know so much about the family story. 
Benny seemed to have some significant ritualization and narration outside the role-playing 
world, but he had handled the outsider hood by himself. May be this was the most significant 
aspect regarding Benny. He had chosen a forest elf character that belonged to the elf 
community; they would have a very strong solidarity and connection to nature that supports 
the elves and their community. 
 
CALLE–an “Orch”–SOC=109 p 

Calle scored alarmingly low on the SOC-value and he felt often misunderstood and as an 
outsider. He had regular dinner meetings with his family but he did not feel supported by 
them. The family did not engage in any political or religious activities and they did not 
extensively discuss politics/ideology or religion/existential questions. Even if he was close to 
his grandfather when he was alive, he did not know so much about him or the family story. 
He would vote in order to make the ruling party fall and he said he was an atheist with a 
natural science view on things. He played music in bands with his close friends, and they 
belonged to the anarchistic punk scene. He thought that he had many bad teachers, and felt 
supported mostly by his friends. He never had a girlfriend and often thought about the many 
cultural situations in the world and the conflicts caused by individuals and people who do not 
know each other. Calle seemed to have had a few significant ritualization and narrations 
outside the role-playing world. He did not belong to any significant ritualization or narration 
in the role-playing world and he seemed to be in a negative relation to the ruling ritualization 
and narration outside the role-playing world as well as inside the role-playing world. He did 
not express any feelings or atmospheres. One can guess that this lack of significant 
ritualization and narration was due to his low SOC–score. He did however express a strong 
interest for different races and individual’s stories, cultures and backgrounds and for playing 
characters that were totally opposite to him. This had indicated that his interest for role-
playing anyway in some ways was related to communicating and coming to terms with intra- 
and interpsychical conflicts as well as his existential questions. 
 

DANNY–a “dark elf” and “human thief”–SOC=149 p 

Danny almost did have a high score as an adult on the SOC-value, but he felt rather satisfied 
with life. He felt supported by both parents and friends. Danny’s family were not engaged in 
any particular political or religious narratives, however they had participated in anti-racist 
demonstrations. His mother also had initiated a family memorial ritual for the dead. Danny’s 
family had dinner together regularly, and they had family meetings every Sunday. He played 
music and did sports regularly with his father and the family went sailing every summer. He 
did not have contact with relatives, and he did not know so much about the family story. He 
said he was not a believer in God. He thought people were happier in the middle Ages and 
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that we did not need to further technological development. He was very engaged in his music 
interest and the bands he was playing in and he shared his feelings more with his friends. It 
seemed as though Danny had some significant ritualization and narration in his life outside 
the role-playing world. For some reason while in the role-playing world, he was very 
interested in ritualization and narration that was related to becoming a member of an age-
hierarchical network, and it was speculative as to whether this was a result of not having any 
contact with grandparents and other relatives. He did also like to play characters and be a part 
of episodic narratives where he felt intense feelings and could express and explore personality 
traits and feelings he would not normally express or explore. 
 
EMIL–“non-serious” and “serious” characters– SOC=137 p 

Emil did not score high on the SOC-value, but he felt rather satisfied with his life and he felt 
supported by both his family and his friends. This was despite the fact that he had many bad 
meetings with his parents. Emil’s family did not engage in any significant political or 
religious ritualization or narration, and the most regular thing they did was having dinner 
together. Even if he had regular contact with some relatives, he did not know so much about 
the family story. He had however developed an interest for history through his uncle. Emil 
has a left wing tendency, but does not know what to vote for and he said he was an atheist 
with a natural science view on things. Emil was the only one that had a smaller group of close 
friends. He spoke about feelings mostly with his friends, but during the interview, he had a 
hard time expressing what he felt in different situations. With his friends, he is outside the 
role-playing world and expressed an interest with listening to music and going out to clubs. It 
was somewhat hard to say if he was part of any significant ritualization and narration outside 
the role-playing world. It did not seem as if he was part of any coherent significant 
ritualization and narration inside the role-playing world, and the question was whether this 
was due to his low SOC-score. He did however enjoy being a part of larp-rituals together with 
others and he had a very deep interest for Tolkien’s trilogy. He also liked to play characters 
and be a part of episodic narratives where he would feel intense feelings and was allowed to 
express and explore personality traits and feelings he would not normally express or explore. 
 

FREDDY–a “power mad assassin”– SOC=161 p 

Freddy scored suspiciously high on the SOC-score. He felt unnaturally good, even if he felt 
like a survivor after a catastrophe. Nowadays, he has been feeling support by both parents and 
friends, but he considered his close friends to be more as his family and his roots than his real 
family. Freddy had since been moved to his father. After he became a Christian and recovered 
from a drug addiction, he had been engaged in reading the Bible, praying and the Christian 
faith. This was done together with his father and his new family, alone and together with 
others. His mother’s family was not interested in any religious activities or narratives, and 
neither the father’s side or the mother’s side of the family were into politics in any specific or 
significant way. He did not know so much about his family story, but he knew that some from 
his father’s side had been alcoholics. Freddy has been a Christian and he would be left wing, 
but he would not know what to vote for. He was the only informant that did not have dinner 
regularly with the family. Freddy was also into playing music in bands, and he spoke mostly 
with friends about his feelings. Freddy with his Christian faith has been explicitly engaged in 
significant ritualization and narration outside the role-playing world and he was in the role-
playing world, like Calle, more in a negative relation to the ruling ritualization and narration. 
He did however show a strong interest in an after the catastrophe tabletop game, which had 
parallels to his and his fathers lives. He would often start off as a nobody and then work his 
way up to become a powerful leader for others in both the tabletop role-playing and larp 
games. This indicated that he had chosen characters and created episodic narratives where he 
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could communicate and come to terms with intra- and interpsychical conflicts as well as 
existential questions. He thought that role-playing kept him in place in life and that he would 
probably go out to parties and participates in drinking if he were not into role-playing. 
 
 



77 

5:3 Analysis part 3 
–Conclusions, reflections and further research 
 
In the following recontextualization section have the results, which were documented in 
Analysis part 2, first been presented in relation to the central research question. Thereafter 
have the last part of the recontextualizing process been presented, where the results from 
Analysis 1 and 2, and some of the factors in the cultural analysis were used to answer the 
eight and ninth sub-questions. In this last part of the analysis have the final conclusions and 
relevant recommendations to further research been concluded for every sub-question. 
 
The central research question: 
 
! Applying Erikson’s and Stern’s theories about ritualization and narration, and 

Antonovksy’s theories about our sense of coherence, what role does role-playing 

games have for young male role-players for their creation and maintenance of a 

sense of coherence and meaning in life? 

 

Adam, Benny and Danny were all part of the significant ritualization and narration in the role-
playing world that was related to having a place geographically-historically in a 
(age-)hierarchical network (even if the forest elves were very egalitarian) and they expressed 
fairly easily their experiences of feelings and atmospheres in the role-playing world, and they 
all scored high on the SOC. Calle and Emil on the other hand were not part of any significant 
ritualization and narration in the role-playing world that was related to having a place 
geographically-historically in a (age-)hierarchical network, and they had a harder time 
expressing feelings and atmospheres in relation to their experiences in the role-playing world, 
and both of them scored low on the SOC. Freddy was the exception, he was not a part of any 
significant ritualization and narration in the role-playing world that was related to having a 
place geographically-historically in a (age-)hierarchical network. However, he was able to 
easily express his feelings of power and being in charge when he was his own master that 
obeyed nobody, and he scored very high on the SOC. Freddy had, though, some significant 
narration and ritualization in relation to his Christian faith, but even so, would I question 
whether his SOC-value was a stable value and therefore were not any conclusions drawn from 
this. Benny, Calle and Freddy seemed to be explicitly using role-playing to communicate and 
come to terms with intra- and interpsychical conflicts as well as existential questions. Emil 
and Danny seemed to be using explicitly the role-playing to play characters and participate in 
episodic narratives where they were able to express and explore personality traits and feelings 
which normally they would not express or explore. As noted in question six, seemed all those 
ways of using role-playing to be related to our sense of coherence and meaning. All this 
points to the fact that significant ritualization and narration, as well as our ability to engage 
and express emotionally would be important for our sense of coherence and meaning in life. 
Especially, it seemed that significant ritualization and narration that were related to having a 
place geographically-historically in a (age-)hierarchical network was positively correlated 
with our sense of coherence and meaning. It can be assumed, as in the case for Calle, that a 
negative relation to the ruling ritualization and narration in our society would be correlated to 
a very low SOC-value. In relation to what several of the informants had said, that it was the 
adrenaline rush they had wanted to experience. This would lead to the assumption that 
coherent ritualization and narration to be significant in the long run need to be connected to 
the possibility of encountering some kind of peak experiences. Even if the peak experiences, 
as little as the therapeutic use of role playing, on it’s own were not enough to create a strong 
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SOC-value. This was a small study, but overall have the findings strongly validated the 
hypothetical statements in the introduction and the theory sections. 
 
The two last sub-questions: 
 

8. How can we, using the answers to the above questions, understand the role-playing 

phenomenon in relation to the role-player’s ritualization and narration outside the 

role-playing world and in relation to the cultural analysis? 

 
If we look to the information gathered from the interviews from the informants regarding 
ritualization and narration outside the role-playing world, then the following findings were 
uncovered: Freddy’s father, the only Christian in the study had shown in an explicit and 
extended way to have had transmitted religious ritualization and narration to his son. Except 
for this, it did seem that the informants lacked significant ritualization and narration when it 
concerned worldviews, ideologies and religions. This low engagement in worldviews, 
ideologies and religions and ritualization and narration did in fact show as an overall 
contemporary problem in the cultural analysis. In the cultural analysis, we could see that those 
who seemed most devoid of significant ritualization and narration were often those who were 
most exposed to the severe symptoms of anomic syndrome. It also seemed that the 
speculations about the youth of nowadays being more aware of the possibilities to fail in life 
was further confirmed by the informants who in different ways expressed that they did not 
want to belong to those who were involved in self destructive activities, and that no one was 
special. Implicitly, this indicated that we all are capable of failure. The informants, in several 
ways also expressed that the meaning of life was to decide something to engage in and to do 
their best.  This implicitly indicated that if one does this, then they were able to die happy 
regardless if they had failed. Some of the informants were however, regularly engaged in 
playing music and doing physical training, and some of the other informants were somewhat 
relating themselves to ideologies (anarchism) and religion (Zen Buddhism). Van der Lans 
found it was only the Christian worldview (for other ethnical groups is this of course a 
different religion) that could be considered a coherent meaning-system in its own right. In 
relation to this, it would not seem so far fetched to conclude that the role-playing phenomenon 
was a response by the youth due to their lack of coherent and significant ritualization and 
narration in the family as well as within the Swedish society. It was however interesting to 
note that the most regular thing the informants said they did with their family was having 
dinner and discussions around the dinner table, and that the most regular and consistent thing 
they did in the role-playing world was share food and stories around the campfire or the 
tabletop role-playing table. The role-playing phenomenon with its close connection to fantasy, 
where different races, lives and relations are in the center, may also seem better than 
traditional ideologies and religions suited to our needs to come to terms with any problems 
there may be due to our multi-cultural society described in the cultural analysis. As previously 
seen, it was specifically the significant ritualization and narration that was found to be related 
to having a place geographically-historically in a (age-)hierarchical network that seemed to be 
most positively correlated with our sense of coherence and meaning.  This also would confirm 
Geels’ and Wikström’s (1999) thoughts about that teachings centered around life-questions 
that is aiming at being therapeutic not is enough; not enough anyway to create and maintain a 
sense of coherence and meaning in life. However, in relation to that the informants did seem 
to even use role-playing in a therapeutic way to communicate and come to terms with intra- 
and interpsychical conflicts as well as existential questions, and that they had chosen 
characters and created narratives to express and explore personality traits and feelings that 
they would not normally express or explore, it would be interesting to more specifically do a 
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study that aimed at investigating the psychotherapeutic use of significant ritualization and 
narration and the psychotherapeutic use of this type of role-playing. This would, though, 
maybe not be a study in the discipline of psychology of religion.  To get more in depth 
knowledge about our ritualization and narration processes in life, it would probably also be a 
good idea to do more case studies where over time one could study a person’s ritualization 
and narration more thoroughly. 
 
9. Using the answers to the above questions and Antonovsky’s theories about our sense 

of coherence, what points to that it can be useful to, as tentatively done in this study, 

consider coherent and meaningful ritualization and narration as two main general 

resistance resources (GRR)? 

 
As mentioned, specifically it was significant ritualization and narration that was related to 
having a place geographically-historically in a (age-)hierarchical network that was especially 
positively correlated with the informants sense of coherence and meaning. In relation to this 
study, it may then be correct to state that coherent and significant ritualization and narration 
could be seen as two main general resistance resources. It would also be an interesting task to 
do further research and create a psychometric instrument from the SOC-instrument that is 
aimed at measuring our sense of coherence and meaning in relation to our significant 
ritualization and narration–an instrument that could be used for further research in the 
discipline of psychology of religion. 
 

5:4 Critical reflections 
 
The thesis writing was a process and it is hard to say what I could or should have done 
differently whether I should have done the study all over again. The selected theories in their 
adjusted form, demonstrated to be very useful in this study when it came to describing the 
psychological and psychosocial functions of ritualization and narration. Erikson’s and Stern’s 
developmental theories could probably even be more permanently merged to a unified rite-
and-myth theory, that in different ways could be used for further research in the discipline of 
psychology of religion. The initial hypotheses have also been more strongly confirmed than 
first thought. Whether this indicate that I have fallen prey to reasoning in circles, or perhaps 
that I too easily have found what I was looking for, albeit that was the risk of doing a theory 
bound study. However, I do hope and think that this material could be used for further 
research, further discussions and further work to develop (new) ways and (new) forums for 
youth as well as adults to create and maintain significant ritualization and narration in their 
lives, where the youth as well as the adults would be placed geographically-historically in an 
age-hierarchical network. Important though, to be significant need the ritualization and 
narration also to have a living actuality in our lives and in our time; they need consent from 
the young people and the young people need to experience convincing confirmations or 
meaningful patterns of dissent or revolt. 
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6 Summary 
 

Topic: This study was in the discipline of psychology of religion, and the focus was placed 
upon the premise of psychological and psychosocial functions of rites/ritualization and 
myths/narration within our lives. This topic was chosen due to the fact that in the Swedish 
highly secularized society, it did seem to be evident that Swedes use traditional rites and 
myths less, both when it came to religion and ideologies. This shortage of rites and myths in 
our time had also attracted attention from many quarters. A hypothetical departure point for 
this study was that when religion and ideologies no longer would be considered a meaningful 
thing to invest in, at the same time as our life world has been changing rapidly due to 
globalization and multiculturalism in our society, that a resulting impact would be that the 
young people would feel a lacking of rites and myths. Another hypothetical departure point 
was that significant rites/ritualization and myths/narration were important for our sense of 
coherence and meaning in life. This hypothesis was built on the tentative suggestions that 
rites/ritualization and myths/narration, according to Erikson and Stern, could be considered 
ontogenetically grounded in the developmental psychology, and that they could be considered 
what Antonovsky calls general resistance resources (GRR). A GRR could be a variety of 
things that brings order in chaos. Overall, in general the Swedish society seemed to use 
traditional rites and myths in a lesser degree. However, in recent times there has been a 
growing interest for fantasy literature, which according to Grimes could function as 
“initiatory fantasies” where the children and youth could project their inner existential worries 
and questions. The fairly new role-playing phenomenon (i.e. live acting, tabletop, computer 
role-playing games), has a close connection to the fantasy genre, and rites/ritualization and 
myths/narration have showed to be the role-playing phenomenon’s main components. The 
role-playing youth culture in Sweden consists of 90% of males who are under the age of 25. 
This study was therefore focused on young male live acting role-players’ rites/ritualization 
and myths/narration and their sense of coherence and meaning in life. The following theories 
were applied in this study: Erikson’s developmental psychological theories about 
ritualization, Stern’s developmental psychological theories about narration and the narrative 

self, and Antonovsky’s theories about our sense of coherence (SOC) and general resistance 

resources (GRRs). 
 
Objectives: The main aim was to investigate adolescent male live acting role-players 
rites/ritualization and myths/narration, generally in their personal life and specifically in the 
world within the role-playing phenomenon. This was done to see how they psychologically 
and psychosocially used the rites/ritualization and myths/narration in the role-playing world to 
create and maintain their sense of coherence and meaning in life. Another aim for this study 
was to distinguish whether ritualization and narration could be considered what Antonovsky 
called general resistance resources (GRR). 
 
Research question: Applying Erikson’s and Stern’s theories about ritualization and 
narration, and Antonovksy’s theories about our sense of coherence, what role does role-
playing games have for young male role-players for their creation and maintenance of a sense 
of coherence and meaning in life? 

 

Methods: For this study’s objectives were a qualitative approach used that were built upon 
the grounded theory’s so-called Template Analysis Style. In this style one uses a strong 
theoretical foundation to create new descriptions in already existing theories. In this study 
were Erikson’s and Stern’s theories about ritualization and narration used to structure the in 
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depth interview that were the main instrument to gather information, and Antonovsky’s SOC-
instrument was used to measure the informants’ overall sense of coherence. The empirical 
material was gathered from six young men who were approximately 18 years of age, that 
regularly had engaged in live acting role-playing games and other forms of role-playing 
activities. To analyze and interpret these interviews, were Malterud’s version of the step-by-
step analysis method of the grounded theory used. The categories used in this method were in 
line with the Template Analysis Style decided from Erikson’s and Stern’s theories. 
 
Results: This was a small study. However, it seemed as the informants, anyway when it came 
to worldviews, ideologies and religions, lack significant ritualization and narration outside the 
world of role-playing, and that the role-playing interest in some ways could be a response by 
the informants to the lack of coherent and significant ritualization and narration in the family 
as well as in the Swedish society. The informants seemed to use the rites/ritualization and 
myths/narration in the role-playing world in several different ways in order to create a sense 
of coherence and meaning. This have been concluded in the following points: 
 
! They engaged regularly in role-playing and larp with close friends and other friends, and 

they thought they would definitely continue with this for the rest of their lives. 
! They prepared and improved their characters continuously alone and together. 
! They engaged in arranging their larp area and their tabletop role-playing place to create 

the right atmosphere. 
! They gathered regularly around a campfire in larp to exchange information, gossip, tell 

stories about everything that happened inside and outside the larp area (in game) and they 
shared food and drink. Sometimes they would sing and holler. The tabletop role-playing 
sessions had the same content and patterns that were evident in the gatherings around the 
campfire. 

! They engaged in rites and reception ceremonies that were related to a shared worldview 
and a (age-)hierarchical network. 

! They experienced both very relaxed and intense feelings, like adrenaline-rushes, and 
atmospheres together with close friends and others in a safe and structured setting that 
supports and allows for very free explorations. 

! They participated in a shared story. They would return to the same world and story and 
continue where they had left off. 

! They engaged in continuous (meta-)discussions with friends and engaged in different 
chat-forums for role-playing and larp. 

! They were part of narratives that gave them a place geographically-historically in an 
(age-) hierarchical network. 

! They created characters and episodic narratives together in a game where they were able 
to express and explore personality traits and feelings which they would not normally 
express or explore; those of which were used to communicate and come to terms with 
intra- and interpsychical conflicts as well as existential questions. 

! They had relaxed and intense meetings, conversations and discussions with close friends 
and others in a game environment, in a safe and structured setting that both supports and 
allows room for very free expressions. 

 
Specifically, it seemed that significant ritualization and narration that were related to having a 
place geographically-historically within an (age-)hierarchical network that were especially 
positively correlated with the informants sense of coherence and meaning in life. Therefore, it 
would be correct to consider coherent and significant ritualization and narration to be two 
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main general resistance resources that help people cope and stay healthy in stressful 
situations. / 
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Appendix 1 

1(8) 

1 

Interview questions (structured deep interview format) 

 

Demographic and overall questions 

 

1. Name 

 

2. Age 

 

3. Education/job 

 

4. Family 

 

5. Parents education and job 

 

6. Close friends and their interests 

 

7. For how long and how frequently have you been playing role-playing games, and what 

types of games have you used/participated in most? 

 

8. For how long do you think that you will continue with some form of role-playing games? 

 

9. How frequently do you use alcohol or other substances, and how does this relate to the role-

playing? 

 

10. What makes you really feel that you are alive, that you exist, and when do you feel that 

you do not? (from Wrangsjö, 1993: 42) 

 

11. If you would judge your own health, how would you estimate it: very bad, bad, ok, good, 

very good? 

 

12. If you would judge your own satisfaction with life, how would you estimate it: very bad, 

bad, ok, good, very good? 

 

Basic questions concerning ritualization with departure point from Erikson’s theories, 

here have I mainly concentrated on the informant’s ritualization in the role-playing 

world and outside the family: 

 

13. How often and with whom do you play role-playing games? 

• What kind of role-playing games do you participate in most? 

• How much time do you spend role-playing an ordinary day/week? 

 

14. Can you describe an ordinary role-playing session? 

• What is it that you do “every” time? 

 

15. Do you have any favorite character that you use? 

• If yes, please draw a picture. 

• Please describe? 

• What is it about it/them that you like? 

 

16. Is it some adventures that you like most? 
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• If yes, please describe. 

• What do you do? 

• What is it about them that you like? 

 

17. Please describe your feelings and the atmosphere during and after a role-playing session 

(tabletop or live)? 

• How do you feel about yourself? 

• How do you feel in relation to the others? 

• Can you describe how you interact and the quality of your interaction? 

 

18. What do you think is the most giving thing with the participation in a role-playing 

session? 

• Why do you think that just you are role-playing? 

• What do you think that you have done if you have not been role-playing? 

 

19. Do you use more specific rites in the role-playing games (tabletop or live) that you 

participate in? 

• If yes, please describe them. 

• How would you describe a “rite” and/or what a rite is? 

 

20. Please describe your feelings and the atmosphere during and after participation in ritual 

activities like this? 

• How do you feel about yourself? 

• How do you feel in relation to the others? 

• Can you describe how you interact and the quality of your interaction? 

 

21. What do you think is the most giving thing with the participation in role-playing ritual? 

 

22. Can you see some recurring themes in the role-playing rituals that you participate in? 

• How do you feel about them? 

• Are there some themes that you are missing? 

• Are there some themes or rituals that you would not participate in?  

 

23. Do you have had any special, extra ordinary, experience during a role-playing session? 

• If yes, please describe, who where involved, and what happened with you afterwards? 

• Did it affect you in any way? 

• If yes, please describe. 

 

24. Do you come together regularly with other groups in your life, besides the role-playing 

“community”? 

• If yes, what do you do and with whom? 

 

25. Please describe your feelings and the atmosphere during and after participation in 

activities like this? 

• How do you feel about yourself 

• How do you feel in relation to the others? 

• Can you describe how you interact and the quality of your interaction? 

• Do you feel any frustrations?  

 

26. Do your family participate in any political activities outside the family? 
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• If yes, describe?  

• Do you participate with your family? 

• If yes, please describe your feelings and the atmosphere during and after participation in 

activities like this? 

 

27. Do your family participate in any religious activities outside the family? 

• If yes, describe?  

• Do you participate with your family? 

• If yes, please describe your feelings and the atmosphere during and after participation in 

activities like this? 

 

Basic questions concerning ritualization with departure point from Sterns’s theories, 

here have I mainly concentrated on the informant’s ritualization in their more private 

world and inside the family. 

 

28. Please draw a picture over the most important people in your life. 

• Please describe shortly your relation to them.  

• With whom do you spend most time? 

• Who do you meet regularly/daily? 

• Do you have pets? 

• If yes, what is your relation to it/them? 

 

29. What is the most regular and most comforting thing you have done in your family during 

your upbringing? 

• Who takes the initiative? 

• Do you still participate in those activities? 

• How did/do you feel (about yourself) during and after a meeting like this? 

 

30. Please describe a “good” meeting with a person you are close to. 

• Who takes the initiative? 

• What do you do, can you describe the atmosphere? 

• How do you feel (about yourself) during and after a good meeting like this?  

 

31. Have you had any extra ordinary experience during such a meeting? 

 

32. How frequent are “good” meetings like this? 

 

33. Have you had bad experiences where for example a good meeting turned into a bad one? 

• If yes, please describe as much as you feel comfortable with. 

• How do you feel about yourself during and after a “bad” meeting like this? Please 

describe as much as you feel comfortable with. 

 

34. How frequent are “bad” meetings like this? 

 

35. In what grade do you feel that people understand your feelings? 

• Do you share your inner feelings with somebody? 

• If yes, with whom, and please describe a meeting like this? 

 

36. How do you feel about your own body? Please describe as much as you feel comfortable 

with. 
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37. Is it something that you do, by and for your self, regularly? Please describe as much as 

you feel comfortable with. 

• If yes, please describe, what do you do, when and how often? 

• Describe the atmosphere, and how you feel (about yourself) during and after your special 

thing that you do? 

• Do you have any specific inner images (of persons, entities, idols, symbols etc) that are 

activated during that special time or thing that you do? 

• Can you share what you do with others, do others now about it? 

• What about alcohol, drugs, sex? 

 

38. Have you had any extra ordinary experience during your solitary activities? 

• If yes, describe. 

 

39. Do your family engage in any political activities inside the family? 

• If yes, describe? 

• Who takes the initiative? 

• Do you participate in those activities? 

• If yes, please describe your feelings and the atmosphere during and after participation in 

activities like this? 

• How do you feel about yourself? 

 

40. Do your family engage in any religious activities inside the family? 

• If yes, describe? 

• Who takes the initiative? 

• Do you participate in those activities? 

• If yes, please describe your feelings and the atmosphere during and after participation in 

activities like this? 

• How do you feel about yourself? 

 

Basic questions concerning narration with departure point from Erikson’s theories, here 

have I mainly concentrated on the informant’s narration in the role-playing world and 

outside the family: 

 

41. Please draw a picture of your way of looking at the world, the universe and your place in 

it. 

• Please describe, how do you think things are related to each other. 

• Do you believe in God, does he/she/it have a place and a function in this picture? 

• Do you believe in any power, does it have a place and a function in this picture? 

• Please describe what you do or do not believe in when it comes to spiritual things. 

• Please describe what you do or do not believe in when it comes to death, reincarnation and 

the meaning of life. 

• Does your worldview affect your values and your choices in life? If yes, how? 

• What is the main driving force in your worldview? 

• How have you arrived at your worldview? 

 

42. Do you have any shared, common, vision of how you look on the world in the role-

playing world?  

• If yes, please draw a picture, and describe? 

• How is this shared vision related to your own worldview? 
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43. What kind of stories, myths, fairytales, do you use and or participate in in the role-playing 

world? 

• Please describe their basic content, story line? 

• What is your place in them? 

• What do you like about them? 

• Are there some story/stories that you would not participate in? 

 

44. Do you have a favorite story? 

• If yes, please tell me? 

• What do you like about it? 

• What is your relation to the story? 

• How often do you participate in it or use it in any other way? 

• How much time do you spend with this favorite story?  

 

45. Please describe your feelings and the atmosphere during involvement with your favorite 

story? 

• How do you feel about yourself? 

 

46. Do you use more specific religions, ideologies or worldviews in the role-playing games 

(tabletop or live) that you participate in? 

• If yes, please describe them and your relation to those meaning-systems? 

• Do you have a favorite role-character in relation to them? 

• Do you have any favorite religion, ideology or worldview in the role-playing world? 

• If yes, how do they relate to your own personal religion, ideology or worldview? 

• Does your role in play in any way ponder on religious, spiritual or existential questions? If 

yes, please describe how. 

 

47. Please describe your feelings and the atmosphere during involvement in those religions, 

ideologies or worldviews? 

• How do you feel about yourself? 

 

48. What do you think is the most giving thing with the participation in role-playing religion 

or ideology? 

 

49. Can you see some recurring themes in the role-playing religions, ideologies or worldviews 

that you participate in? 

• How do you feel about them? 

• Is there something that you miss? 

• Are there some themes, religions, ideologies or worldviews that you would not participate 

in? 

 

50. Do you have other stories in your life, outside the role-playing world, that is important for 

you? 

• If yes, tell me? 

• When do you engage in them, and with whom? 

 

51. Please describe your feelings and the atmosphere during involvement in those stories? 

How do you feel about yourself? 

 



Appendix 1 

6(8) 

6 

52. Who and what, outside the family, have most influence on you on what you think and 

believe? 

• In relation to your family, do they have more or less influence on you? 

• Why do you think that you have chosen them? 

 

Basic questions concerning narration with departure point from Stern’s theories, here 

have I mainly concentrated on the informant’s narration in their more private world 

and inside the family. 

 

53. What would a symbolic image of your self look like? 

• Please draw a picture, and describe. 

• How do you see and perceive yourself? 

• Do you feel that you belong to any special group? If yes, which? 

• How do you feel about that? 

• Do you express this belonging in any special way (clothes, music, books, movies, values 

etc)? If yes, how? 

• Is there any group that you want to belong to, that you do not? 

• Is there especially any group that you do not want to belong to? 

• Do you sometimes feel like an outsider? If yes, when and what makes you feel like an 

outsider? 

• Please describe as good as you can your basic feeling in life and/or your attitude towards 

life. (inspired by Jeffner, 1994; Kallenberg et al 1996 and 2004 (2000))  

• Have you in any way changed after starting role-playing? If yes, please describe how. 

 

54. Please make a line and draw, write down, the most important episodes and/or things that 

have happened in your life along the line. 

• Please, tell me your story (keep it short). 

• Are the things that happened in any way related to your self-image? 

• If yes, please describe. 

• Please fill in things on the line that you want to happen in the future. 

• Please describe shortly your thoughts about what you want with your future. 

• Please describe shortly what you know about your family story, and where your place in 

this story is? 

 

55. What stories (books, films, etc) have been important during your upbringing? 

• Did you have any favorite? 

• If yes, please tell me. 

• What story/stories has/have given you most comfort? 

• What story/stories has/have given you most comfort when it comes to questions of death 

and life, good and evil etc? 

 

56. When and how have you and your family used those stories, who took the initiative? 

• Please describe your feelings and the atmosphere during and after participation in “story” 

activities like this? 

• How do you feel about yourself? 

• How do you feel in relation to the others? 

• Can you describe how you interact and the quality of your interaction? 

 

57. Can you see some recurring themes in the stories? 

• How do you feel about them? 



Appendix 1 

7(8) 

7 

• Is there something that you miss? 

 

58. Do your family believe in any political ideology? 

• If yes, describe? 

• Do you discuss about that at home? 

• If yes, who takes the initiative, what do you discuss about? 

• Do you feel that you in the family can ponder on life’s many different questions when it 

comes to politics? 

 

59. Please describe your feelings and the atmosphere during and after participation in 

activities like this? 

• How do you feel about yourself? 

• How do you feel in relation to the others? 

• Can you describe how you interact and the quality of your interaction? 

 

60. Do your family believe in any religious belief system? 

• If yes, describe? 

• Do you discuss about that at home? 

• If yes, who takes the initiative, what do you discuss about? 

• Do you feel that you in the family can ponder on life’s many different questions when it 

comes to religion? 

 

61. Please describe your feelings and the atmosphere during and after participation in 

activities like this? 

• How do you feel about yourself? 

• How do you feel in relation to the others? 

• Can you describe how you interact and the quality of your interaction? 

 

62. What stories (apart from role-playing, books, films, etc) are important now in your life? 

• Do you have any favorite story? 

• If yes, please tell me. 

• How do you engage in those stories? 

• Do you share them with others in any way? 

 

63. Please describe your feelings and the atmosphere during and after participation in “story” 

activities like this? 

• How do you feel about yourself? 

• If you share them with others, how do you feel in relation to the others? 

• If you share them with others, can you describe how you interact and the quality of your 

interaction? 

 

64. From who inside the family do you get your most influence for what you think and 

believe? 

• Why do you think that you have chosen that person or those persons? 

• In relation to other influences, do they have more or less influence on you? 

 

65. If you should pick one story, which one would you then choose and why? 

 

66. Do you feel prepared to become an adult? 

• Do you feel supported in life? If yes, whom do you get most support from? 
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• In what ways does your view on life affect what you choose and do? 

• In what ways does what you do affect your view on life? 

• What do you think is most important in your life? 

• What is your main driving force in life? 

• Who or what do you feel are the mane steering factor (locus of control, acting agent) in 

your life? 

• What is your feeling and attitude towards military service? / 
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Matrix for decontextualisation (Malterud, 1996) 

 

F = Family 

Ind. = Individual 

R = Role-playing 

I = Other interests/social activities/the school 

OA = Own assessment/self image 

 

Sense of coherence as relational network (in F, R, I) 

 1 (Adam) 2 (Benny) 3 (Calle) 4 (Danny) 5 (Emil) 6 (Freddy) 

Family       

Role-

playing 

 

 

     

Other 

interests/ 

social 

activities/ 

the school 

      

 

Sense of coherence as ritualization – significant regular behaviours (in F, Ind., in R, in I) 

 1 2 3 4 5 6 

Family       

Individual       

Role-

playing 

      

Other 

interests/ 

social 

activities/ 

the school 

      

 

Sense of coherence as narration  – significant narration (in F, Ind., in R, in I) 

 1 2 3 4 5 6 

Family       

Individual       

Role-

playing 

      

Other 

interests/ 

social 

activities/ 

the school 

      

 

 

Own assessment of health and life satisfaction and description of self image (OA) 

 1 2 3 4 5 6 

Own 

assessment/

self image 
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SOC-value 

 1 2 3 4 5 6 
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Sense of coherence as relational network 

 1 (Adam) 2 (Benny) 3 (Calle) 4 (Danne) 5 (Emil) 6 (Freddy) 

 

Family 

1:5-6 

19:1, 12-14, 

15-22, 38-

40 

20:21-23 

21:1-2, 3-6 

41:1-2 

43:1-2 

1:8-15 

20:2-6 

21:7-27 

22:1-4, 21-

27 

44:6 

 

1:5-8 

3:7-9 

14:13-15 

15:1-4, 6-9 

17:8-9 

34:1-2, 17-

20 

40:9 

1:5-7 

24:8-12 

26:6 

41:18 

46:8-23 

47:11 

1:5-6 

18:3-12 

19:9-11 

23:5-6 

39:5-8 

40:9-10, 

16-17 

44:11 

1:15-18 

2:11-17, 

21-24 

20:10 

21:15-17 

22:6-7, 12-

15, 24-25 

24:5-7, 14-

15 

35:9-12 

43:5 

 

Role-

playing 

 

1:9-11 

4:5-6, 8 

10:9 

12:10-12 

19:2-3, 9, 

32-35 

20:15-23 

21:1-2, 17-

19 

26:3 

 

1:19-20 

2:8-10, 24, 

27 

4:5-8 

5:1-2, 12-

13, 23-27 

10:19 

12:29-34 

13:5-6, 28-

32 

14:1-3, 10-

16 

18:1-3, 5-6, 

17-18 

19:19-20 

20.8-9, 15-

16 

1:11-15 

4:1-5 

5:13-14, 

16-17 

6:3-4 

10:2-3 

11:5-8, 12 

18:14 

1:8-10 

2:3-4, 14 

4:3-4, 7-10, 

12-13, 21-

23 

6:34 

7:31-32 

10:16, 18 

11:8-13 

12:33-34, 

40-41 

15:15, 18-

19 

18:35 

22:16-18 

23:4-5 

24:12-13, 

18-19 

26:1-2 

40:9-13 

46:1 

1:5-11 

2:5-6 

3:1-3, 7 

4:15-18, 

21-23 

5:11-12 

6:11, 19-22 

7:16-19 

11:4-5, 7-8, 

10-21 

12:13-16 

16:20-23 

25:4 

39:17-18 

40:1 

44:11 

1:13 

2:22 

3:4-6, 13, 

21-22, 30-

32 

4:35-36 

5:14, 27, 

29-30 

8:12-13, 

17-24 

10:11-12, 

16-19 

12:25-26 

16:12-13 

18:1-5, 10 

19:18, 22 

22:11 

43:5 

 

Other 

interests/ 

social 

activities/ 

school 

1:9-11 

17:17-18 

19:2, 5-8, 

10-11, 15-

16, 23-31, 

34-37 

21:10-16 

30:23-30 

43:1-3 

1:21 

2:1-6 

4:2 

18:14-16 

19:19-20 

20:17-18 

21:1-2 

22:17-20 

38:4-10 

44:6 

1:9-1, 18 

12:6-7 

13:5 

17:11-14 

18:8-13 

19:21-22 

40:5-8, 10 

1:8-10 

2:14 

22:3, 5-6, 9, 

12-15 

23:1-3 

24:12-17, 

20-22 

25:1-19 

26:1-3 

42:8-10 

46:1 

1:9-11 

3:1-3 

16:20-23 

23:1-16 

25:2-6 

38:1-5 

39:4, 13-16 

44:11 

1:14 

2:19 

3:1-4, 7-12, 

33 

4:32-33, 

35-36 

7:18-19 

18:1-3, 7-8, 

15-16 

19:1-11, 

14-22 

20:1-6, 13-

16 

22:8-9 

25:1-7 

29:21-23 
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30:1, 4, 7 

35:7-9 

37:1-9, 13 

43:5 

 

 

Sense of coherence as ritualization 

 1 2 3 4 5 6 

 

Family 

12:19-20 

18:1 

19:17-21 

20:6-14 

22:1-21 

23:20-21 

25:7-17 

28:3-7 

4:28 

19:25 

20:1, 6-7 

22:11-13, 

27-29 

23:4-24 

25:1-5 

28:20-21 

29:11-13 

37:13-14 

14:11-12 

15:16-22 

16:1-10 

20:14 

21:5 

37:5-6, 12 

38:13 

3:13 

23:8-14 

24:5-6 

26:10-19 

27:1-13, 16, 

21-23 

28:1-10 

29:3 

31:1, 4-7, 

14-21 

41:18 

43:3-4 

1:14 

10:16-20 

17:4-9 

18:7-9, 11-

14 

19:1-8, 12-

14 

20:1-17 

21:1-13 

22:17-22 

25:10-11 

26:1-4, 10, 

16 

27:1-3, 5 

39:9-11 

6:18-19 

20:10-12 

21:12-14 

23:2-6 

24:1-4, 6, 

8-10, 13-14 

28:10-11, 

14-16 

29:1-6, 9-

16 

40:6, 12-15 

41:1-3, 6-

13 

 

Individual 

 

18:2-3, 6-7 

20:6-7 

23:2-5, 7-

10, 18-19 

25:5-6 

27:11 18:16-18 

20:6-7 

29:13-16 

32:1-7 

1:12-14 26:3-4, 8-

11, 15-16, 

19-20 

27:10 

 

Role-

playing 

 

1:12-24, 

2:1-16, 24 

3:1-8, 9-12 

4:2, 5, 7-9, 

11-12, 14-

15 

5:1-8, 12-

27 

6:1-8, 19-

22 

7:1-10, 31 

8:15-21, 

32-33 

9:1-7 

10:1-8, 10-

22 

11:1-9, 14-

15, 18-28 

12:5-9, 12-

18, 21-23 

13:3-22 

2:7-14, 17-

21, 23-26 

3:13-19 

4:5, 8-13, 

15-26 

5:3-11, 14-

22, 27 

6:1-29 

7:9, 26-31 

8:8-31 

10:15-19, 

25-27, 30-

38 

11:1-3, 6-

29 

12:1-25, 

30-31 

13:23-24 

14:3-6, 9, 

21-24, 26-

31 

2:2-5, 10-

14, 19-20 

3:1 

4:6-8, 19-

23 

5:8-20, 22-

25 

6:2-3, 13-

15, 18-19 

7:5-12, 15 

8:14 

10:1-2, 4-

24 

11:1-3, 10, 

13-15 

12:1-5 

13:2-4 

14:8-10 

19:2-9 

25:6-7, 17-

18 

1:11-22 

2:1-4, 18-

21 

3:26 

4:1-7 

5:1-25 

6:1-1-12, 

17, 24-34 

7:1-3, 5-9, 

15-33 

8:1-2 

9:21-24 

10:1-9, 19-

20, 25-31 

11:5-7, 18-

21, 23-24 

12:1-2, 9-

11, 15, 28-

41 

13:1-9, 12, 

14-19 

2:1-3, 7-14 

3:4-6, 13-

14 

4:1-8, 10-

18, 20-21 

5:9-10, 13-

25 

6:1-19, 22 

7:1-16, 20-

22, 24-30 

8:1-2, 4-23 

9:1-9, 10-

11, 15-31 

10:1-8, 12-

25 

11:1-2, 6-7, 

15-17, 19-

20, 23 

12:1-12 

13:15-22 

14:1-24 

2:1-6 

3:29-30, 

36-39 

4:1-3, 5-17, 

25-32 

5:7-8, 11-

13, 27, 37-

38 

6:1-7, 9-13, 

20-23 

7:1-11 

8:6-16, 20, 

21, 24-31 

9:1-34 

10:4-14, 

19-20 

11:26-32 

12:5-6, 11, 

20-24, 28-

32 

13:34-44 
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14:1-3, 5-

19 

16:1-13 

25:18-20 

26:1-5, 21-

25 

27:1-7 

28:1-2 

35:1-11, 

15-16 

36:13-15, 

18 

37:3-4 

15:2-7, 32 

16:1-11, 

17-19, 29-

30 

17:1-5, 17-

19, 22-26 

18:9 

19:20-21 

20:10-14 

26:3-4 

27:1-11 

29:3 

34:13-14 

28:1-2 

32:11-16 

35:18-19 

14:1-25 

15:2-3, 7-

15 

16:14-27 

17:26-31 

18:1-3, 5-

10, 13-35 

19:3-14, 

20-28 

20:1-3, 6-

18 

21:1-15, 

17-22 

23:5-7 

41:12, 21-

25 

45:9 

47:7-10 

15:1-23 

16:2-19 

17:1-2 

30:17, 22-

23 

31:13-15 

32:1-4 

34:16 

37:11-19 

38:15 

40:2 

14:8, 17-33 

15:3-35 

16:4-6, 811, 

15, 17-24 

17:1-27 

18:10 

22:3-5, 10 

23:16-19, 

23-26 

24:16-17, 

19-23 

32:10 

34:12-13 

41:13-17 

Other 

interests/ 

social 

activities/ 

school 

3:5-8 

4:2 

17:19, 21-

23 

19:27-28 

2:22 

3:1-12, 18-

19 

11:4-5 

18:10-14 

19:1-8, 13-

18, 19, 22-

24 

20:17-18 

21:3-4 

22:13-16 

24:1-2 

26:5-19 

36:17 

37:1 

39:18-19 

2:1, 21-23 

3:4 

5:1, 3 

10:10 

12:6, 12-13 

13:6, 10-13, 

15-19 

14:8-10 

15:15-16 

16:13-18, 

20-22 

17:1-2, 7-8 

19:10, 21 

20:1, 4-7 

29:1 

1:3-4 

2:5-10, 15-

17, 21 

3:7-10, 12, 

14-16, 26 

22:1-2, 4-8, 

10-11 

23:13-14, 

18-19 

26:3-5 

29:6-7 

30:1-5, 7-

16 

31:8 

41:13-17, 

19-25 

42:1-3, 22-

24 

43:1-2 

47:7-10 

2:14-16 

4:9 

13:9-11 

17:1-3 

21:14-21 

22:1-14 

24:6-15 

25:1, 7 

26:15 

37:18-19, 

20 

46:9-12 

3:33-35 

4:33-34, 35 

6:14-17, 

24-28, 30-

32 

7:1-19 

16:12, 14-

15 

18:9, 11-13, 

14-15 

19:5 

20:7-9, 11, 

13, 15-17, 

23-25 

22:1-2 

23:7-15 

24:16-18, 

24-25 

26:18 

28:12 

36:12 

 

 

 

Sense of coherence as narration 

 1 2 3 4 5 6 

 

Family 

18:4-5 

24:21-22 

26:14-20 

27:8-14 

28:7-10 

37:7-15 

1:16-18 

4:1-2 

22:4-10, 

25-26 

23:25 

25:10-15 

3:7-8 

14:12 

15:4-5, 13-

14, 21 

16:10-12 

17:15-18 

23:15-17 

24:1-3 

26:17-19 

27:14-18 

29:1-2, 4-5, 

9-10 

12:17-21 

18:1 

19:2 

21:2, 11-12 

25:9 

26:5-9 

2:25-26 

20:10, 21-

22 

21:13 

22:15-23, 

25-30 
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27:10-15 

28:21-23 

29:4-10 

32:28-33 

33:16-19 

37:2-12 

38:1-3 

41:19-20, 

25-26 

42:4-7 

43:1-6 

18:4 

20:14-15 

22:16-17 

33:8-29 

34:2-15, 

20-24 

35:1-5 

36:8-10 

37:1-4, 7, 

12-16 

38:1-12 

39:1-13 

31:1-3, 11-

13 

34:2-3 

38:1-2 

42:15-21 

43:5-11 

44:1-9 

45:4-7 

27:4 

28:15-17 

35:7-11 

40:4-23 

41:1-5, 9-

14 

42:1-16 

43:1-2 

44:1-4 

23:1-2, 5-7 

24:11-12, 

14-15 

27:18-21 

28:1-9, 11, 

14 

29:17-20 

31:5-7 

34:14-20 

38:13-22 

39:1-4, 11 

40:1-5, 7-

13 

41:4-6 

42:1-15 

 

Individual 

7:21-22 

18:7 

23:6, 11-17 

24:10-20, 

23 

25:3 

27:15-29 

28:11-16 

29:1-30 

30:1-22 

31:1-4 

38:1-9, 14-

15 

28:16-19, 

24-26 

29:1-3 

30:4-31 

31:1-3, 21-

27 

32:3-27 

33:12, 20-

21 

34:6-10, 

20-24 

37:2-6, 14-

16 

38:4, 12-17 

39:8-10, 

21-23 

40:1-2, 15-

20 

41:1-12, 

15-18, 22-

24 

42:1-2, 7 

44:7-17 

45:4-8 

3:2-3, 5-6 

9:10-13, 19 

17:3-6 

19:20 

20:16-23 

21:1-4, 6-

22 

22:1-15, 

18-31 

23:1-23 

28:11-13 

29:6-9, 13-

15 

30:1-2, 7-

23 

31:1-2, 7-

15 

32:17-21 

33:1-7 

37:8-11 

40:11-16, 

19-20 

29:13 

32:8-17 

33:1-19 

34:1, 4-7 

37:13-15 

38:9-14 

41:1-12 

42:4-8, 11-

14 

46:24-25 

47:1-4, 12-

13 

27:6-12 

28:1-14 

33:12-18 

34:1-3 

45:9-11, 

18-19 

 

20:25 

21:1-11 

26:4, 12-14, 

16-17 

27:1-4, 11 

30:1-16 

31:1-6 

35:3-5 

36:15 

38:1-10, 

22-23 

39:3-8 

43:6-7 

 

Role-

playing 

 

2:13, 15-23 

4:10-14, 16, 

17 

5:8-12 

6:9-18 

7:11-20 

7:23-31 

8:1-15, 21-

31 

9:1, 3-5, 8-

27 

2:7-8, 15-

16 

4:14 

5:24-25 

6:29-41 

7:1-25, 32-

40 

8:1-6 

9:1-26 

10:1-14, 

20-25, 27-

2:5-9, 15-

20 

4:6-7, 10, 

15-19, 21-

24 

5:2, 4-6, 

17-18, 21-

23 

6:1, 4-14, 

16-23 

7:1-4, 13-

1:12-16 

4:11-21, 

23-33 

5:9-10, 16-

25 

6:1-7, 12-

16, 19-23 

7:3-5, 10-

14, 24, 32 

8:3-29 

9:1-21, 23-

1:14-23 

2:4-5 

3:8-9, 12 

4:18-19, 24 

5:1-8, 12-

13 

7:15-16, 

20-27 

8:1-4 

9:9-15 

10:6, 8-11, 

3:13-29 

4:3-8, 12, 

15-26, 29, 

36, 38 

5:1-6, 8-11, 

14-40 

6:7-9 

7:14, 31 

8:1-3, 13-

14, 20, 35-

41 
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10:2-3, 8-

10, 12 

11:10-14, 

16-17, 28-

31 

12:1-5 

13:18 

14:4-5, 20-

21 

15:1-8 

16:14-18 

17:1-16 

26:6-13, 23 

28:1-2 

31:5-25 

32:1-22 

33:1-32 

34:1-24 

35:3, 8-21 

36:1-12, 

16-27 

37:1-2, 6 

38:20 

30, 34-35 

12:7-9, 25-

28 

13:7-22 

14:16-20, 

24-26 

15:1-2, 7-

10, 25-34 

16:11-17, 

20-27, 31 

17:6-17, 

20-26 

18:4-8, 19-

22 

26:3-4 

27:9-11, 

16-27 

28:1-5 

29:3 

34:15-24 

35:1-9 

39:16 

14, 16-19 

8:1-13, 15-

18 

9:1-9, 14-

18, 20-22 

10:4 

11:4-5, 10-

11 

12:10-12, 

14-16 

13:2-4 

24:2-12, 

16-20 

25:1-23 

26:1-17 

27:1-21 

28:3-10 

35:7-17, 

19-25 

36:1-7, 11-

14 

39:14-15 

34 

10:10-18, 

20-24 

11:1-5, 14-

17, 22-24 

12:2-9, 12-

28 

13:9-12, 

14-15, 19-

26 

14:25-29 

15:1-2, 4-8, 

19-21 

16:8-14, 

28-29 

18:3-4, 11-

12 

19:1-4, 8-9, 

15-20 

20:4-5 

21:2-4, 15-

17 

29:16-17 

34:8-17 

35:1-10 

36:1-24 

37:1-14 

38:3-8 

44:11-12 

45:1-3, 8-9 

46:1-4 

 

 

25-26 

11:1-2, 20-

22 

12:1, 22-23 

13:1-3, 5-8, 

12-13 

16:1-2, 4 

29:1-27 

30:1-21 

31:1-12 

32:5-17 

33:1-12 

34:4-19 

35:1-2, 5 

38:14, 16 

41:6-8 

44:5 

10:1-3, 21-

34 

11:1-26, 

33-41 

12:1-19, 

25-27, 33-

34 

13:1-33, 44 

14:1-14 

15:1-2 

16:1-2, 6-8 

21:18-21 

23:19-23, 

25-26 

26:5-7 

31:8-24 

32:7-13 

33:1-20 

34:1-8, 10-

13 

38:5 

42:16-18 

 

Other 

interests/ 

social 

activities/ 

school 

17:19-20 

30:30-33 

32:1-7 

37:5 

38:11-13, 

16-19 

42:1 

15:10-24 

19:9-12 

24:2-14, 

17-26 

25:6-16 

31:4-20, 

29-31 

32:1-2 

36:1-21 

39:17 

40:16-18 

41:13-14 

9:20-22 

12:10-16 

13:4-9, 14 

14:1-8 

15:16 

16:18-19 

17:15-18 

18:1-3 

19:1, 5, 9-

19 

20:1-3, 8-

13 

24:1 

29:15 

32:6-7 

29:4-5, 8 

30:6-7 

31:9 

34:2-3 

38:1-2 

44:10 

13:5-8, 12-

13 

26:11-14 

28:15-22 

35:3, 6 

37:6-10 

12-13 

3:35 

4:35, 37-38 

18:11-12 

19:12 

21:18-19 

23:27 

25:6-11 

27:12-19 

29:6-8 

34:9, 21-23 

35:1-5 

42:16-18 
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Own assessment of health and life satisfaction and description of self image 

 1 2 3 4 5 6 

 

Own 

assessment/

self image 

3:12-22 

4:1, 3-4 

21:7-9 

24:5-9 

25:1-2, 4 

39:1-11, 

14-15 

40:1-24 

43:3-6 

3:20-25 

13:25-27 

14:7-8 

21:15-17, 

28-30 

24:15-16, 

27-30 

26:1-2 

28:6-8, 13-

15 

32:33-35 

33:9-11, 

13-14, 22-

28 

34:2-5, 11-

12 

38:18-20 

39:1-15 

40:3-14 

42:1-2 

44:1-4, 18 

1:16-17 

3:10-17 

12:8-9 

17:9-10, 

18-21 

18:5-7 

20:21-23 

29:10-12 

30:2-15, 

22-23 

31:3-7, 16-

26 

32:1-5, 8-

10 

39:1-13, 

16-17 

40:1-4, 17-

20 

41:1-4 

2:15-17, 21 

3:1-7, 9-11, 

17-25, 28 

15:16-18, 

21-26 

16:1-7, 28-

29 

17:1-25 

27:18-20 

29:11-12 

33:20 

39:1-19 

40:1-6, 14-

25 

46:5-7 

47:5-6, 14-

18 

 

2:17-21 

24:1-5 

36:2-16 

37:1-5, 21-

22 

38:3-13 

44:6-10, 

12-13 

45:7-8, 12-

15 

46:4-8 

7:19-30 

8:1-5 

20:18-20 

25:12-25 

26:1-2 

31:24-26 

32:1-6 

35:13-14 

36:1-10, 

13-14, 17-

21 

37:14-18 

43:1-3, 8-

14 

 

 

 

SOC value 

 1 (Adam) 2 (Benny) 3 (Calle) 4 (Danny) 5 (Emil) 6 (Freddy) 

 152 p 150 p 109 p 149 p 137 p 161 p 

 




