[bookmark: _GoBack] LAAF CODING SYSTEM1 for Narrative Themes in Life as a Film Interviews
● REMIT: IMPLICIT PSYCHOLOGICAL CONTENT
1. DESCRIPTIVES
a. Content
Genre Comedy – Yes–1/No–0
Genre Romance – Yes–1/No–0
Genre Crime – Yes–1/No–0
Genre Action – Yes/No
Genre Tragedy – Yes/No
Genre Thriller – Yes/No
Events – all Yes = 1/No = 0
Doing Crime
Imprisonment
Victim of Crime
Birth
Death
Material success
Relationship problem
Relationship success
Message (cf. Sandberg 2009)
It was my own choice
I'm decent
We're the same
I'm interesting
I'm smart
I'm dangerous
Happy Ending/Sad Ending
Positive Tone/Negative Tone
Passive/Pro-active
2. EXPLICIT PROCESSES USED TO ORGANISE CONTENT
Agency themes (all Yes = 1/No = 0) from McAdams (2001)
Self-mastery
Status – Victory
Achievement/Responsibility
Empowerment
Communion Themes (all Yes = 1/No = 0) from McAdams (2001)
Love/Friendship
Dialogue
Caring/Help
Unity/Togetherness
Change type (adjusted from McAdams (2001)) see http://www.sesp.northwestern.edu/foley/ for definitions
a. Redemption (all Yes = 1/No = 0)
General Redemption: Movement from negative situation to positive
Specific Themes: Enjoys a special advantage
Specific Themes: Witnesses suffering or injustice in lives of others during childhood
Specific Themes: Development of sense of moral steadfastness
Specific Themes: Repeatedly encounters negative events that are transformed into redemption sequence (i.e., become good/obtain positive results from)
Specific Themes: Sets forth prosocial goals
b. Contamination
General Contamination: Movement from positive to negative
Specific Forms of contamination: (see http://www.sesp.northwestern.edu/foley/ for more detail) yes = 1; no = 0
Victimisation
Betrayal
Loss of significant others
Failure
Physical or psychological illness or injury
Disappointment
Disillusionment
Sex guilt, humiliation
Classic Narrative themes
Mention of following ideas (all Yes = 1/No = 0)
Overcoming Struggles/Obstacles/Mission
Wrong done to them/theirs
Impotence/Hopelessness
Effectiveness/Skills/Competencies
Victory/Proving Self/Success
Revenge
Fate
Tangible Rewards/Acquisitions
Masculinity/Bravery
Compulsion
Confusion/Misunderstanding
Fulfilment/Satisfaction
3. PSYCHOLOGICAL COMPLEXITY
Length in words
Number of people cited
Presence of distinct roles for ‘characters’ – Yes – 1/No – 0
Number of distinct events cited
Number of distinct psychological ideas
Presence of contingent sequences – Yes – 1/No – 0
Presence of distinct beginning, middle and end components to story – Yes – 1/No – 0
Presence of coherent theme(s) – Yes – 1/No – 0
4. AGENCY
Behaviours described by interviewee (all Yes = 1/No = 0):
Locus of Agency
Proactive
Reactive
Avoidant of others
Confronting others
Imagoes – Characterisations of self in terms of following Imagoes: (all yes = 1; no = 0) see McAdams (1993, p.124) for definitions
Healer
Teacher
Counsellor
Humanist
Arbiter
Warrior
Traveller
Sage
Maker
Lover
Caregiver
Friend
Ritualistic
Escapist
Survivor
Characterisations of others in terms of following Imagoes: (all yes = 1; no = 0) see McAdams (1993, p.124) for definitions
Healer
Teacher
Counsellor
Humanist
Arbiter
Warrior
Traveller
Sage
Maker
Lover
Caregiver
Friend
Ritualistic
Escapist
Survivor
Self identity as Stronger or Weaker than others
Others as Significant or Non Significant to them (self-identity)
Empathy for others
Hostility towards others
Emotions from Aroused – Positive Quadrant
Emotions from Aroused – Negative Quadrant
Emotions from Non-aroused – Positive Quadrant
Emotions from Non-aroused – Negative Quadrant
Justifications of general types used (all Yes = 1/No = 0) see Sykes and Matza (1957) and Bandura (1990) for definitions:
denial of responsibility,
denial of injury,
denial of the victim,
condemnation of condemners,
appeal to higher loyalties,
displacement of responsibility,
diffusion of responsibility,
distorting the consequences of an action,
dehumanising the victim,
assuming the role of victim for one's self.
Incentive (Bandura 1986)
For Material/Financial gain
For Sensory gain (pleasure based, sensation, stimulation, boredom avoidance)
For Power/Status gain
For Social (approval, advancement) gain
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