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1. Abstract 
 

Technology use with Adult male Gaelic footballers. Do the positives outweigh the negatives? 

 

Recent research has indicated an increased presence of technological tools such as Global 

Positioning Systems (GPS), Video Analysis and WhatsApp being used at club level Gaelic 

Football. Although Gaelic Football is among the most popular participatory sports in Ireland, 

research within the club context, particularly investigating the effect of technology on 

individuals and teams is currently lacking. The aim of this research was to begin to fill this 

void. Using a qualitative approach, five adult club Gaelic footballers were recorded in semi-

structured interviews detailing their experiences of technology use with their Gaelic Football 

clubs. Transcripts of these interviews were analysed thematically and six key themes 

emerged. Technology use was found to have many benefits from a team perspective but also 

carried potential risks for individuals, with implications for coaches and teams intending to 

use technology discussed. 

 

 

 

 

 

 

 

 



 

2. Introduction 

 

This study hopes to gain a deeper understanding into the lived experience of club Gaelic 

footballer players in regards the use of technology within the sport and investigate if the use 

of technology has any impact on its users from both a team and personal perspective. The 

current chapter will provide an overall summary of the sporting context for the study (club 

Gaelic Football), note the movement towards technological within the context and provide an 

explanation of the emerging discipline of Sport Cyberpsychology and its relevance to club 

Gaelic Football. Following this, a detailed examination of some of the existing research on 

the key variables of interest for the study, the use of Global Positioning Systems (GPS), 

Video Analysis and WhatsApp Groups, will also be offered. Finally a rationale explaining the 

importance of investigating the impact of technology use within club Gaelic Football due to 

the current gap in literature will be presented along with the key research questions for the 

study. 

 

2.1 Gaelic Football 

Gaelic Football is one of four indigenous sports governed by the Gaelic Athletic Association 

(GAA) in Ireland. It is one of the most popular spectator and participatory sports in the 

country (Reilly, Akubat, Lyons, & Collins, 2015). A GAA club exists in almost every 

community on the island of Ireland, with over 2200 GAA clubs in existence throughout the 

32 counties, providing native sports for approximately 330,000 participants (Lane, Murphy, 

Donohue & Regan, 2017; McGuigan, Hughes & Martin, 2018). All GAA players are amateur 

and do not get paid for their participation (Mangan, Malone, Ryan, Mc Gahan, Warne, 

Martin, & Collins., 2018). 



 

Every Gaelic Footballer plays for his/ her local club. Each year each club competes for the 

county championship within their own county. Clubs are graded according to ability across 

three tiers with Junior grade catering for weaker clubs, Intermediate grade catering for tier 

two clubs and Senior grade catering for elite clubs within a county. The winners of each 

county championship at the various grades go on to represent their county in the All-Ireland 

club championships. These competitions take place between October and March every year 

with the All-Ireland Senior club finals taking place in Croke Park (The national stadium of 

Ireland) on St. Patrick’s day each year and the Intermediate and Junior Championship finals 

usually taking place in early February, also in Croke Park. Elite players from club 

championships are selected to represent their county and compete in the All-Ireland 

championship, however, exclusively club players represent the vast majority of the 

association’s playing population and will form the main focus point of the present study. 

 

2.2 Developments in science and technology within and outside the GAA, the emergence of 

Sports cyberpsychology and its pertinence to club Gaelic football 

An ESRI report published in September 2018 noted that elite intercounty footballers now 

spend as much time travelling to, taking part in and travelling home from training sessions 

and matches as they do at work on the same day (Kelly, Banks, McGuinness & Watson, 

2018). Much of this increased commitment has been attributed to developments in Sports 

Science, the availability of new technologies and use of data with the aim of seeking 

increased performance levels on the field of play (Kelly, Banks, McGuinness & Watson, 

2018). In fact, although an indigenous, amateur sport, preparation of teams has now reached 

such a high level that it is now not uncommon to see academic research studies focusing on 

Gaelic games being published in academic journals around the world (e.g, Reilly & Collins, 



 

2008 in the European Journal of Sports Science; Murphy, O’Malley, Gissane & Blake, 2012 

in the American Journal of Sports Medicine).  

Although increased technology use has been evidenced at intercounty level, it has not been 

restricted to that level exclusively. Various research is now emerging to suggest that there is a 

growing interest in its use at club level, as well as some evidence of increasingly 

sophisticated usage at Senior Club level (Martin, Swanton, McGrath, & Bradley, 2017; 

Behan & McGrath, 2016; Gorman, 2017). Many clubs now analyse videos of their games and 

use GPS to monitor different running metrics (McMahon, 2018; Gorman, 2017). Also 

particularly relevant is the increased use of technology from a wider societal perspective. 

Some research indicates that 93% of Irish people now own smart phones, with 97% of people 

having access to one (Deloitte, 2018). Central Statistics Office statistics in 2017 also showed  

72% of Irish people now use social media apps such as WhatsApp and Facebook daily. 

Technology has now become interwoven into the fabric of daily life and sport and 

psychology has had to react accordingly. 

Hurley (2018), has responded to the increased use of technology within sport and society by  

proposing that the area of Sport cyberpsychology requires attention. First discussed in 

research by Hurley (2016), Sport cyberpsychology incorporates a mixture of traditional sports 

psychology with the relatively new research area of cyberpsychology. Cyberpsychology 

involves ‘the study of human interaction with technologies, including the internet, mobile 

phones, games consoles and virtual reality’ (Attril, 2015). Sport cyberpsychology therefore 

could be considered the study of human interaction with technologies, including the internet, 

mobile phones, games consoles and virtual reality, within sports settings (Hurley, 2018). 

Taking into account the increased use of technology within sports and society and it becomes 

clear that the concept of Sport cyberpsychology is particularly pertinent to the GAA and 



 

warrants research attention. The following sections will discuss the literature which does 

exist in relation to the key variables of interest for the study, namely GPS, Video Analysis 

and WhatsApp groups and the shortcomings of this research particularly from a team and 

individual perspective within the GAA and sport in general. 

2.3 G.P.S 

GPS devices provide objective, quantifiable information on the position, displacement, 

velocity and acceleration of field sport athletes both in training and during competition 

(Reilly, Akubat, Lyons & Collins, 2015). GPS monitoring is used over a wide range of sports 

including Soccer, Rugby League, Rugby Union, Australian Rules and GAA (Reilly, Akubat, 

Lyons & Collins, 2015).There are two types of GPS networks available today, namely 

differential and non-differential (Dellaserra, Gao, & Ransdell, 2014). Non-differential are 

generally more favoured in sports settings because they are smaller and less costly 

(Townsend, Worringham, & Stewart, 2008). GPS devices are usually worn by an athlete 

under their jersey. In some cases, they are held in specially designed vests to hold them in 

position or as they have become more popular, are now often placed in a special pocket 

stitched on the back of the athlete’s jersey.  

Through the years, question marks have consistently been raised over the validity and 

reliability of GPS devises (Adrados, Girard, Gendner, & Janeau, 2002; Johnston et al., 2012). 

Buchheit at al. (2014) and Malone, Collins, McRobert, Morton & Doran (2014) have 

validated certain models but others remain in need of further investigation. Many companies 

who provide GPS devices such as Catapolt Sports, provide different models at different 

prices with more detailed measures and better coverage provided by the more expensive 

models (Catapolt, 2018). This in itself provides issues as data collected by teams vary in their 

accuracy depending on the model used and could potentially lead to lack of trust in the 



 

devices if a player uses different models when playing with different teams and notices a 

difference in the data recorded. 

Many sports teams publicly publish recorded GPS data via team WhatsApp groups so that all 

team members and support staff can see them (Dellaserra et al,  2013). Hurley (2018) 

believes that this can motivate some athletes and demotivate others. However, research on 

this theory is currently lacking. Hurley (2018) also proposes that the use of GPS helps 

eliminate ‘social loafing’ among athletes during games and training sessions and thus leading 

to increased performance. ‘Social loafing’ as described by Moran and Toner (2017) means 

some athletes do less work than they are physically able to do during games, allowing others 

to carry the brunt of the work. According to Hurley, GPS could potentially discourage this as 

players individual performance data is recorded and comparisons can be made not only with 

other players but also with how the player themselves performed in previous games or 

trainings. Research on this hypothesis is not currently available beyond Hurley’s proposal. 

One key advantage of GPS systems in sports is that they provide objective information from 

which coaches can make their decisions about team selection and substitutions (Hurley, 

2018). Interestingly research by Collins, Collins & Carson (2016), showed that many coaches 

still go with ‘gut’ instincts when making such decisions and choose to ignore GPS data. This 

could raise issues for the unselected athlete if they are not picked ahead of somebody with 

comparatively lower scores than them on GPS recordings. In general, more questions than 

answers currently exist about the psychological effect of GPS on athletes and teams with a 

general lack of research currently existing on their psychological effect on GAA players and 

teams, something which the present study hopes to address. 

 



 

2.4 Video Analysis 

Video analysis involves the analysing of match or training video footage of athletes or teams 

in order to identify and describe player or team actions (Den Hollander, Jones, Lambert & 

Hendricks, 2018). Video analysis is a tool used across many sports including Rugby, Soccer, 

Gaelic Football and Hurling (Hollander, Jones, Lambert & Hendricks, 2018; Ekin, Tekalp, & 

Mehrotra ,2003; Reilly & Collins, 2008). Hurley (2018) describes video analysis as a 

valuable tool for both individual athletes and sports teams as it allows objective feedback to 

be communicated about performance to athletes, specifically what is being done well and 

what could require some improvement. The potential benefits of video analysis usage in sport 

outweigh mere objective feedback about performance alone, however. Video analysis can 

also be used to model expert performance, which can in turn help athletes to improve their 

own performance (Boschker & Bakker,2002; Boyer, Miltrenberger, Batsche & Fogel, 2009; 

SooHoo, Takemoto, & McCullagh, 2004). Hurley (2018) also notes that it can be used to 

study the performance of future opponents which can help teams and athletes develop 

strategies to beat them in future competitions. Hurley (2018) cites the delayed nature of video 

analysis, often two, three or more days after the event as a potential limitation of its 

effectiveness. In general, video analysis is accepted to have a positive overall effect on both 

overall team and individual performance for those who utilise it (Groome & Cushion, 2005; 

Reeves & Roberts, 2013).  

The psychological impact of video analysis in both a broader and a sporting context is less 

universally positive. Dorwick (1999) found that viewing behaviours perceived as negative 

have at times resulted in the viewers going into a ‘downward spiral’. The viewer can become 

so emotionally distraught at witnessing themselves perform a negative behaviour, rather than 

improve and see it as an opportunity for growth, they fall into worse cycles with examples of 

alcoholics drinking more and instances of suicide in marital therapy (Dorwick, 1999). Some 



 

anecdotal evidence suggests that athletes can experience psychological and social difficulties 

when watching video data of their performance, particularly within a public team setting 

(FM104 Sport, 2014), although stronger empirical evidence to suggest the same is currently 

lacking. Hurley (2018) recommends that video analysis feedback should adopt the academic 

model of giving feedback on performance one to one, individually and in private to combat 

the potential negative effects associated with receiving feedback in a group setting. Evidence 

suggests that athletes themselves are not in agreement about whether video analysis motivates 

them or de-motivates them with reports of some athletes being motivated and others being 

de-motivated (Reeves & Roberts, 2013). Although it should be noted that these findings 

come from a small 8 person qualitative study and have not been shown since in research. 

Groome, Cushion & Nelson (2013) found that in many cases coaches are unaware of the 

impact that the interactions that take place during video analysis sessions can have on 

athletes. Although widely studied from a performance analysis standpoint, significant 

empirical research into the psychological effects of video analysis in sport is far from 

comprehensive and research in the context of GAA teams and players in Ireland currently 

does not exist at all. It is intended that the present study may help contribute to this current 

gap in the literature. 

 

2.5 WhatsApp Groups 

WhatsApp is a popular mobile application which provides an instant messaging service on 

smartphones that was founded in 2009 (Ahad, & Lim, 2014). It utilises Internet services to 

communicate different type of text and multimedia messages between users or groups. In 

February 2016, WhatsApp exceeded over one billion users worldwide, with that number 

reaching 1.5 billion users by December 2017  (Statista, 2018). 



 

WhatsApp is particularly popular in team environments because it is low cost and provides 

easy information transfer in both an informal and formal manner between participants (Tate, 

Lyons & Valle, 2015; Pattison & McInerney, 2016). WhatsApp ‘groups’ are a unique and 

key feature of the WhatsApp service. A group can be created by anybody who has the app. 

The group creator can choose whichever contacts they wish to include in a group. Whoever 

creates the group automatically becomes the group administrator. All group participants have 

equal rights and can choose to exit the group at any time or stage that they may wish. Each 

participant receives an alert on their phone every time a message is sent to the group, 

participants may also mute the in-coming alerts for varying timeframes from 8 hours, 24 

hours, a whole week or a whole year. WhatsApp groups has been embraced across many 

facets of modern life. Research by Kumar and Sharma (2017) found that 57% of males and 

53% of females were members of between 3 to 6 WhatsApp groups.  

Research on the use of WhatsApp groups has provided mixed results. Research by Gould & 

Nilforooshan (2016) found that 72.5% of medical doctors viewed WhatsApp groups as a 

positive tool for teams. 80% of those questioned by Gould & Nilforooshan (2016) believed 

that WhatsApp groups improved the relationship between grades as it breaks down traditional 

hierarchies which can stunt effective communication within a team. Further to this, Gupta & 

Wingreen (2015) found WhatsApp groups to be conjunctive to better overall team 

communication, better trust and better all overall team cohesion in virtual teams. 

WhatsApp groups have also been found to be an effective tool to motivate medical students 

in India (Dar et al., 2017) but conversely Muntaner-Mas, Vidal-Conti, Borràs, Ortega, & 

Palou (2017) found that the use of a WhatsApp group was not as effective as face to face 

interaction to help provide a physical activity intervention in older adults. 



 

Meanwhile, research by Gascón (2016) with University Students found that 63% of them 

found WhatsApp ‘annoying’ when trying to concentrate on other activities and over 50% of 

them felt stress because of the psychological need to immediately respond to messages on the 

app.  

Although research in the use of WhatsApp groups is growing, it has predominantly taken 

place among University populations. There is also a significant lack of research from an Irish 

perspective and the complete absence of research on its use with GAA teams, something 

which the present study will hope to address. 

 

2.6 Rationale 

GPS, Video Analysis and WhatsApp therefore all have the potential to have some sort of 

psychological impact on their users both individually and collectively.  However, research in 

the area of sport has been demonstrated as not being abundant nor conclusive in any one 

direction. Where research does exist, it is very much in its infancy and not studied in the 

context of a club GAA sporting environment.   

In fact, up until now thought leadership in the area has either relied on inferences from 

completely different contexts (e.g, Gould & Nilforooshan, 2016), anecdotal evidence (e.g, 

FM104 Sport, 2014), conflicting results (e.g, Reeves & Roberts, 2013) or untested 

hypotheses (e.g, Hurley, 2018). 

The club Gaelic Football context is also particularly important for Ireland because although 

club players represent the majority of GAA members, the context is vastly under researched 

across all disciplines of Sports Science, Strength and Conditioning and Psychology 

(McGuigan, Hughes & Martin, 2018). With such high playing numbers and the evidence of 

increased technology use within the context of sport and on a societal level, and a clear 



 

shortfall of meaningful empirical research, research on this topic and in this context is 

therefore clearly warranted. 

With research in the area so sparse, a qualitative approach is deemed a logical starting point. 

Qualitative research, with its focus on words and not numbers (Braun & Clarke, 2013), will 

allow the research to gain an understanding of the participants experiences rather than simply 

try to report a single answer with no context. It will give a true picture of the lived experience 

of club GAA players and teams in terms of their interactions with technology and accurately 

represent the true picture of the context in a way that Quantitative research could not. 

 

2.7 Research Questions 

The research hopes to answer two research questions: 

What effect has technology use had on the collective experience of club GAA teams? 

What effect has technology use had on the individual experience of club GAA players? 

 

 

 

 

 

 



 

3. Methods 

 

3.1 Participants 

The target population for the study was adult male GAA club players over the age of 18 who 

play Gaelic Football ‘competitively’ and therefore purposive sampling was used. For the 

purpose of the sampling, ‘competitively’ was defined as engaging in at least 3 collective 

sessions per week with a GAA club. This distinction was made so as to exclude those who 

participate recreationally or seasonally and therefore do not provide an accurate reflection of 

the true lived experience of club GAA players.  

Initial access to players involved contacting GAA club Captains in the counties of Longford 

and Leitrim whose contacts were convenient to the researcher. The purpose and nature of the 

research was conveyed to the club Captain who was then asked to invite declarations of 

interest from players within each of the 5 clubs.  

Those who declared an interest in the research were contacted in order to make sure that they 

met the inclusion/ exclusion criteria of the research. This contact was made via email with an 

information form attached (appendix A). 8 potential participants were contacted, however 3 

of them did not meet the inclusion criteria as they either engaged in club football less than 3 

times a week or only trained/ played sporadically and hence were excluded from taking any 

further part in the research. 

Finally the 5 participants who met the inclusion criteria were selected. All participants 

participated of their own free will without reward, incentive or any other gain resulting from 

their participation. The 5 selected participants ranged in age from 26 to 33 with a mean age of 

31 and were all male. 

 



 

3.2 Design 

The research was primarily concerned with gathering the thoughts and experience of club 

GAA players with regards use of technology within the sport from an individual and team 

perspective and as is recommended in such cases where gathering experiences is concerned, a 

Qualitative research design was used (Braun and Clarke,2013). More specifically the present 

study utilised a semi-structured qualitative interview design which is the most common 

approach to Qualitative studies (Doody & Noonan, 2013). The semi-structured approach 

served to allow the researcher to direct the participants towards talking about the key 

variables of interest, GPS, WhatsApp groups and Video Analysis, whilst also affording the 

participants an opportunity to elaborate on their own perspective and personal experiences.  

The design of the qualitative interview began with this in mind by simply brainstorming some 

questions relating to the area of technology in sport and on a broader level sport 

cyberpsychology, an approach recommended by Smith (1995). Close attention was paid to 

the ordering and sequencing of questions to as to ensure a logical flow to the interview and to 

help establish a comfortable rapport between the interviewer and interviewee therefore 

allowing as much rich data as possible to be elicited. As recommended by Braun and Clarke 

(2013), the interview prep sheet began with a general opening question ‘Tell me a little about 

your level of experience in GAA club football to date?’ and finished off with a clean-up 

question ‘Is there anything else you’d like to add to the interview?’. Prior to finalising the 

qualitative interview, a pilot interview was conducted with a colleague of the researcher who 

plays GAA and questions which were deemed to disrupt the flow of the interview were 

removed with more open questions added. Finally a qualitative interview consisting of 16 

open-ended questions was completed and used for research purposes (Appendix B). 

 



 

3.3 Materials/ Apparatus/ Interviews 

 

3.3.1 Materials 

When initially contacted, Candidate participants were e-mailed an information sheet 

(Appendix B). This sheet explained the purpose and structure of the research and gave 

interested candidate participants an opportunity to ask any questions which may have needed 

to be clarified. Once candidate participants were deemed to have met the inclusion criteria, 

they were then provided with a consent form (Appendix C). This sheet had to be signed prior 

to any further participation in the research process. Upon completion of the interview, 

participants were given a debrief sheet (Appendix D) which included contact details for 

relevant mental health and well-being support services in Ireland. 

 

3.3.2 Apparatus 

A Microsoft Surface Pro 4 laptop, using Microsoft Word 2016, was used for preparation of 

the information sheet, consent form, interview questions and debrief form. A Samsung 

Xpress M2835DW printer was used to print hard copies of the aforementioned forms for 

distribution to participants. 

The interviews were recorded using a Philips Digital Audio Recorder DVT4010 along with 

the inbuilt audio recording application on the Microsoft Surface Pro 4 in order to protect 

against potential technical issues. A glass of water was also provided for participants during 

the interviews. Analysis of data was conducted using NVIVO 12 Software. Transcribed 

interviews were stored locally in a face recognition password protected Microsoft Surface Pro 

4 laptop to be deleted 5 years after the date of the interviews. 

 



 

3.3.3 Interviews 

The five interviews took place on an individual basis over five different days. All five were 

conducted in meeting rooms at the players respective GAA club facilities after work hours. 

Interviews varied in length from 25 minutes to 35 minutes. Prior to beginning each interview 

recording, the candidates were again verbally briefed through the purpose of the research and 

invited to ask any questions which they may have had. When the researcher was comfortable 

that the person was fully ready to engage in the interview recording began. The interviews 

predominantly took the direction of the Qualitative interview form (Appendix A) but where 

the respondent went in different directions, the interviewer continued to probe as is 

permissible by semi-structured interviews.  

 

3.4 Ethical considerations 

The research was carried out with full ethical approval from Dublin Business School (DBS) 

Ethical approvals board and designed in adherence with both the DBS Code of Ethics and the 

Psychological Society of Ireland (PSI) Code of ethics. 

All participants had to first consent to taking part in the research. As well as this, participants 

had to be willing and consent to having their voices recorded for the interview. Accordingly 

participants were asked to sign a consent form prior to conducting the interview (See 

Appendix B).  

Participants were also given the right to withdraw from the interview at any stage during the 

recording of the interview and given the opportunity to withdraw any information that they 

had contributed to the research until March 1st 2019. 

Further to this it was very important that the information was then used and stored in a 

manner that ensured that it does not become available to unauthorised 3rd parties. As such, all 



 

information is stored in a password protected laptop which along with any written 

information relating to the research is kept in a key protected filing cabinet. 

All participants have the right to anonymity and confidentiality, as did any 3rd parties 

mentioned within the interviews who are not participating in the research. For this reason no 

participant’s name or any information which could identify the participant was used within 

the data for analysis. Where names were used within conversation, pseudonyms were used in 

all instances. Generic GAA club names not in any way linked to the teams were also used e.g, 

Gaels or Shamrocks.   

On completion of the interview, participants were given a list of contact details for various 

mental health organisations (See appendix D) which may have been useful should any 

distressful memories have been evoked during the interview. 

 

3.5 Data Analysis 

Each interview was transcribed into a separate Microsoft Word document and then 

transferred into Nvivo 12. Once imported into Nvivo 12, the process of thematic analysis 

could take place. Thematic analysis involves scanning methodically through the data sets for 

patterns and themes which present themselves in the data which can help answer the research 

questions. The present research project used thematic analysis as per Braun and Clarke 

(2006) and as such six key questions had to be answered before fully engaging in the 

thematic analysis process. 

The first key question for consideration involved deciding what counts as a theme. Firstly, it 

was accepted that a theme must capture something important about the data which links to 

the research question. The repetition of a particular piece of information did not necessarily 

warrant inclusion and inclusion was decided by the researcher whilst thinking about the 



 

research questions. Themes therefore were not deemed to warrant inclusion merely based on 

the quantity of their presence in the data but rather their importance in answering the research 

question. 

Secondly, It was decided to take an inductive approach to the analysis. This meant that 

themes did not have to link to the questions asked within the qualitative interview and were 

not driven by theory or previous research.   

Coding the data was therefore also data driven and the researcher did not try to fit the data 

into any pre-existing code. As such coding was conducted in a semantic- explicit manner. 

That is, themes were only identified based on the participants responses and nothing more. 

Once patterns and themes were recognised within the data, they were developed into theories 

with meaning and implications elaborated. 

An essentialist/ realist approach was taken to the whole process. That is, data is reported 

completely on the participants reality, experience and meanings and thus provides an 

authentic account of club GAA players experience of the use of technology in sport and its 

effect on mental states.  

Once this was decided, analysis was conducted in six distinct stages, the report of which is 

explored in greater detail in the results section. 

 

 

 

 

 



 

4. Results 

 

4.1 Thematic Analysis 

The study employed thematic analysis to collect rich, in-depth data from the five recorded 

semi-structured interviews. Thematic analysis facilitated the identification of patterns within 

the data sets, which could then be further analysed and refined before finally being complied, 

structured and reported. 

In accordance with Braun and Clarke (2006), the thematic analysis was conducted over six 

distinct stages.  

Firstly, the researcher familiarised himself with the data through transcribing of the audio 

recordings. These transcripts were then read and re-read. Once comfortable with initial 

familiarity of the data, initial coding began. This involved scanning through the transcribed 

data and noting items of interest and patterns which appeared present. The entire data set was 

given equal focus and time and was conducted in a systematic manner on Nvivo 12 software. 

Once codes had been created and revisited, they were grouped into broad themes which 

linked them together with relevant supporting quotes from the data extracts. Further 

refinement saw some themes collapsed into each other and some become sub-themes of the 

broader themes present. Following this, the candidate themes were further scrutinised in 

relation to the entire data sets and further appropriate refinements were made. These themes 

were then further defined and then finally named. 

At this stage, a detailed report of the themes found in the dataset was produced and can be 

found in this section. These themes move beyond merely describing the dataset and help to 

examine the study’s two research questions. 

 



 

4.2 Themes 

As a result of the systematic process of thematic analysis outlined above, six key themes 

emerged representing the participants experiences and thoughts with regards to technology 

use from an individual and team collective perspective with club GAA teams. Each theme 

contains sub-themes which provide a greater, more nuanced understanding of the essence of 

the primary theme which they fall under (See figure 1). 

 

4.2.1 A new type of team dynamic 

The essence of this theme is the opportunities, advances and benefits which technology has 

brought to club GAA teams. Technology has made everyone more connected and this has 

helped with team cohesion in many ways.  

 

Logistics 

Every person interviewed mentioned the logistical benefits of technology for arranging 

training sessions: 

Participant 1 ‘it’s a big benefit in terms of organising training’.  

Participant 2 ‘I think they’re good for look it setting up trainings’. 

Participant 3 ‘getting everything organised logistically’ 

Participant 4 ‘it would just be used for when scheduling when training is on and maybe lads 

em are letting you know if they can or can’t make training’.  

 



 

Feeling like you are there when you are not there 

Two of the players interviewed lived away from home but felt that technology has meant that 

they felt like they were not missing out if they didn’t travel back home. 

Participant 2 ‘if players are away in college and they can’t make trainings, putting up stuff 

like of them doing stuff to show that they are actually training …. Makes them feel part of the 

team aswell if you’re actually away.’  

Participant 4 ‘if I’m training in Dublin like I can show people that I’m training in Dublin like 

I don’t feel as if people think I’m not there or not’ 

 

Conflict resolution 

Technology was also found in some instances to be an effective tool for solving conflict 

within the team environment: 

Participant 1 ‘if you have two players, John and James and the whole team knows that John 

and James don’t get on and then somebody could crack a joke about John and James getting 

on and they end up everyone having the laugh and John and James actually see the funny 

side’.   

 

Breaking down traditional hierarchies  

Apps such as WhatsApp were also found to give new members to the team a voice: 

Participant 1 ‘Eh I think there’s benefits in in terms of maybe sometimes with younger lads eh 

I could actually see it’s it’s maybe lads who struggle with with eh with their confidence 

sometimes , the WhatsApp can actually be a useful way of giving lads encouragement and 

getting part of the group’.  



 

Participant 3 ‘it probably gives a voice to the quieter players.’ 

 

Camaraderie 

And finally it gave team members an opportunity to extend general team bonding outside of 

the club ground. 

Participant 2 ‘I think they’re good aswell players ones coz ya need to have a bit of craic 

behind the scenes aswell ya know.’  

Participant 1 ‘it’s just kinda messing and putting up silly videos and slagging fellas.’ 

Participant 5  ‘it only gets going now and again if eh someone needs a slagging or 

something.’ 

Thanks to technology, the modern club team can come together and communicate with each 

other, regardless of where one is in the country and the potential benefits represent an 

exciting new dynamic for all teams. 

 

4.2.2 Effect on on-field performance 

This theme reflects the general viewpoint that technology can contribute to better on field 

performance. It can be a useful tool for improving both individual and collective 

performances by analysing what teams are doing right and what teams are doing wrong and 

trying to fix it. 

 



 

Identifying individual and team mistakes 

Participant 4 ‘well you can definitely like identify your own mistakes when you’re actually , 

looking at yourself because on the pitch you don’t maybe you don’t view things the same way 

as you would if you had a birds eye view’ 

Participant 3 ‘from our point of view maybe to recognise maybe consistent mistakes that 

we’re making each game, ya know what I mean , trying to discern eh ya know, constant 

mistakes’ 

 

Studying the opposition 

Two participants mentioned that it can also be used to analyse other teams performances as 

well and prepare specifically to counteract the other teams strengths.  

Participant 2 ‘have their key men picked out and what way they like to play football and tell 

you two or three days before a game you’re going to be on him this is what he likes to do’ 

Participant 3 ‘highlight other teams strengths and other teams weaknesses aswell’ 

 

The cost of not doing video analysis 

Participant 5 believes that since his club moved away from Video Analysis they have 

suffered decreased performance as a result. 

Participant 5 ‘I found when we went away from the video analysis sometimes we would be 

making the same mistakes ya know game after game ya know so when you see it up on the 

screen and see it front of ya ’ 

 



 

No universal increase in performance 

On field performance was not guaranteed to improve as a result of technology use however 

with participant 1 stating that he has not had any improvements because of it:   ‘I’ve basically 

got no benefit from it.’ 

And participant 3 warned that players could actually become more conservative on the field if 

they become too aware of being watched:  

‘I think sometimes if you use too much video work players can become conscious of .. the 

camera is there and are probably less inclined to take a risk or something or you know 

deviate at all from the team plan…’ 

Technology therefore, has offered club teams a new dimension in preparing to perform which 

could help keep teams ahead of the game but this has not been universal and varies from team 

to team.  

 

4.2.3. Noise 

This theme represents the increased presence of technology , not only in sport but also in 

people’s day to day lives. Every participant interviewed was a member of multiple WhatsApp 

groups with numbers ranging from 5 in total up to 20.   

 

Annoying 

Participant one and two did not look favourably towards WhatsApp groups in general. 

Participant 1 ‘it’s just total noise and if you really want to look at it coldly it’s just a waste of 

time generally.’  

Participant 2 ‘Sometimes they can get annoying.’  



 

 

Information Overload 

Two of the five participants interviewed cited the belief that feedback giving through video 

analysis sessions, WhatsApp messages and GPS has led to information overload. 

Participant 3: ‘probably information overload at times.’ 

Participant 5 ‘It can give you too much information.’ 

 

Dilution of effectiveness 

There was also a fear that with so much access to technology both inside and outside the 

sporting context, messages become diluted and the effectiveness of the tools were 

compromised. 

Participant 3 ‘I think it has the effectiveness of it diluted by the fact that we use it so much.’  

Participant 5 noted that he was a member of so many WhatsApp groups that in 

‘the last year or two I’ve sort of maybe muted groups and stuff so ya know ya’d be involved 

in too many groups sometimes.’  

Although technology offers many exciting opportunities as presented in the opening two 

themes, One should also be cognisant that there is an ongoing battle for player’s attention 

with all the available technologies today. 

 

4.2.4 Threat of misuse and misunderstanding 

This theme throws a cautionary note to the benefits of technology. It is characterised by the 

threat that exists when technology is not used to its full potential or even for its intended use. 



 

The role of the manager plays a key part in the correct implementation of technological tools 

and this role can even extend to impacting performances on the field and morale off it.  

Coaching competence 

It was noted as important that a coach knows how to use a technology and thus get the best 

out of it for the individual and the team. 

Participant 1 ‘big caveat is it’s all around who’s doing it.’  

Participant 1 ‘I suppose the main one is that it can be misused and even misunderstood and it 

all depends on who’s…’. 

 

Coach’s motivations when disseminating information 

The reason why a coach used a technology or shared results with a team or individual was 

also noted as being worthy of attention and discussion. Managers were noted as using GPS 

readings ‘as a stick’ to beat players who were underperforming. As well as this, the constant 

communication of information relating to team statistics and performance could cause people 

to feel that they were being unduly picked on which links closely to the idea that information 

could be used as a ‘stick’. 

Participant 1 ‘it can be used to confirm eh bias that eh managers have for example.’ 

Participant 3 ‘people can feel like they are being unduly picked on.’  

Participant 1 ‘it’s been used as a stick to beat him pulling up his numbers.’  

When using any technology, a coach should always consider their exact motivation for using 

a tool, their level of competence to use it and assess whether use will benefit the team once 

these questions have been answered truthfully.  



 

 

4.2.5 Individual Differences 

This theme sheds light on the important role that individual differences play with regards 

experiences of technology.  Although some similarities were recorded in terms of how 

players reacted to certain tools, there was no universal agreement of how a player would 

respond from an individual perspective. 

Motivation 

While some players saw technology as a motivating factor particularly as the quantifiable 

data offered by GPS, video analysis and on WhatsApp allowed for comparison with 

teammates: 

Participant 4 ‘I like to see Ok he’s actually running it in that time, I’ll actually maybe try and 

beat that.’  

Participant 5 ‘it definitely motivates me to get out and training and go and get my bit done.’  

 

Others did not think it had any influence with one player point blank saying ‘No’ (Participant 

3) and another (Participant 2) believing that his motivation is intrinsic in nature and GPS, 

Video analysis or WhatsApp have no effect on this  

Participant 3 ‘For me personally it doesn’t make any difference.’  

Participant 2 ‘I’d probly be motivated to do it meself anyway.’  

Participant 2 ‘I’m not going to think oh Jesus I’m going to run more today because somebody 

is going to be looking at it.’  

Participant 2 ‘I’d be as motivated as if I never watched the video dya know.’   



 

 

However, although participant 4 did note that he felt motivated by technology, he did go on 

to say that he was not as motivated as when someone was there in person with him. 

Participant 4: ‘I prefer someone to be there.’ 

 

Anxiety 

The polarity of Individual differences was extremely evident in relation to reaction to video 

analysis in particular. Participant 5 noted feeling anxious going into Video sessions, with 

Participant 3 describing himself as feeling ‘exposed’ in such situations and two of the 

participants mentioning experiencing anxiety going into the sessions. 

Participant 5:‘I’d be a little bit anxious about it maybe or if ya didn’t play well maybe or ya 

know that’s what I mean like if ya if the management zone in on one mistake maybe ya know 

that’s when it can be detrimental to your confidence and anxiety.’ 

 

Growth Mindset 

The remaining participants did not feel as negative however, one player cited not feeling as if 

the management was out to get him by focusing on a mistake but rather on helping him to 

improve: 

Participant 2 ‘you try to learn something.’  

Participant 2 ‘I never took it as a they’re out to…out to get me.’  

  



 

Private Feedback 

Interestingly, Participant 3 recommended that individual feedback regarding mistakes would 

be better given away from the group setting. 

Participant 3: ‘sometimes I think if it’s a really blatant mistake it’s best to maybe pull 

someone aside as opposed to maybe showing it to the entire group.’ 

Overall, people are different and as demonstrated in the present study, it is not possible to 

know how each and everybody will react to any technology without first taking their 

personality into account. 

4.2.6 Taking away from the enjoyment 

This theme deals with the threat that, in the pursuit of performance improvement, there is a 

risk that club teams are moving away from the essence of the sport and participation can 

become a less than enjoyable experience. 

Fun 

Participant 1 ‘Sometimes you’d forget that its supposed to be fun.’  

Participant 1 ‘it can actually eh maybe detract from the enjoyment of actually just playing 

sport.’  

Participant 5  ‘It’s supposed to be an escape from the mandarin aspects of life.’  

 

Draining 

Too much technology has the potential to drain a team mentally by focusing too much on 

data. 

Participant 3 ‘There’s a threat of paralysis by analysis.’  



 

Participant 5 ‘It can really drain a team.’  

This theme poses a philosophical question about the merits of using technology with any 

sports team and is worth considering for all managerial members of sports teams who intend 

to use technology. 

 

 

Figure 1: Model of Themes and sub-themes 



 

5.Discussion 

 

5.1 Discussion 

The aim of this study was to qualitatively explore what effect technology use has had on the 

individual and collective experience of club Gaelic footballers. Recent research from both a 

societal stand point and from within the sport had suggested that technology use was on the 

rise (Martin, Swanton, McGrath, & Bradley, 2017; Behan & McGrath, 2016; Gorman, 2017) 

but research from a psychological viewpoint was lacking. To date, thought leadership in the 

area either relied on inferences from completely different contexts (e.g, Gould & 

Nilforooshan, 2016), anecdotal evidence (e.g, FM104 Sport, 2014), conflicting results (e.g, 

Reeves & Roberts, 2013) or untested hypotheses (e.g, Hurley, 2018).  

To gain an insight into the lived experiences of club Gaelic footballers and the impact that 

technology was having on their individual and collective experience, five semi-structured 

interviews were conducted. Participants were asked to discuss their experience of technology 

use with particular focus being put on the use of WhatsApp groups, GPS and video analysis. 

Six major themes emerged from the transcribed interviews which gave a reflection of 

thoughts and experiences of how these tools were being used with teams and how it had 

affected the individual and team collective experience. The information gathered and the six 

themes identified would suggest that broadly speaking, technology use is having both 

potentially positive and potentially negative impacts on the individual and collective 

experience of club Gaelic Footballers and teams. Technology can lead to potentially more 

cohesive team units that perform better on the pitch as well as more motivated players who 

can monitor their improvements quantifiably rather than subjectively. Conversely it can also 

lead to information overload, general annoyance from over exposure to technology and can 

take away from the fun of just playing the sport for the individual. The role of the coach 



 

using the technology was found to have a major influence as did the individual personality of 

the player being exposed to it. Thus the research question was addressed and the gap in 

literature has been somewhat filled. A more detailed discussion of how these findings relate 

to previous research can be found in the following sections. 

 

5.2 What the research found on Video analysis use 

There was a general view that video analysis could have a positive effect on both a team’s 

performance and an individual performance as was shown in theme 3. This was in agreement 

with previous research undertaken by Groome & Cushion (2005) and Reeves & Roberts 

(2013) which had suggested both positive and negative impacts on individual and team 

performance in soccer. Video analysis was also found to be used to study and prepare for 

future opponents which had been suggested by Hurley (2018). 

Contrary to research by Dorwick (1999), there was no evidence to suggest that any of the 

players found themselves going into a downward spiral as a result of viewing themselves on 

screen. Interestingly evidence did emerge that the video analysis room was not a comfortable 

place to be. Participants noted feeling anxiety going into the sessions to feeling 

uncomfortable while they were going on. This adds merit to the anecdotal evidence already in 

existence in the public sphere (e.g, FM104Sport, 2014) and adds credence to Hurley’s (2018) 

recommendation that video analysis feedback should be given one to one. In fact, participant 

3 suggested that it would be better for feedback to be done away from the group, particularly 

if highlighting a blatant mistake. The research did not shed any further light on whether video 

analysis definitively motivates or de-motivates athletes beyond that it motivates some and 

does not motivate others. This however was in agreement with Reeves & Roberts (2013) 



 

which had shown the same findings. Individual differences appeared most important in this 

regard.  

 

5.3 What the research found on GPS use 

Four of the five players interviewed reported that their GPS data was publicly published on 

WhatsApp so that other team members could see it. This was exactly in accordance with 

Dellaserra et al (2013). Hurley (2018) was supported in the assertation that public publishing 

of GPS data could motivate some players and demotivate others proved to be correct with 

participant 4 and participant 5 stating that they are motivated by such and participants 2 and 3 

stating that it made no difference to their motivation. The idea that the use of GPS could help 

eliminate social loafing within the sport was largely rejected, players did not feel it affected 

what they would do on the pitch with participant 2 in particular stating that ‘I’m going to run 

more today because somebody is going to be looking at it.’. Although no coaches were 

interviewed within the study there was a general feeling that coaches would not take GPS 

readings into account when making team selections which is in agreement with research by 

Collins, Collins & Carson (2016) who had found that coaches will go with their ‘gut’ 

regardless of data. Individual differences again played a big part with participant 3 noting that 

one may feel unduly picked on or generally discouraged with continuous poor readings being 

published. 

 

5.4 What the research found on WhatsApp use 

All 5 participants noted WhatsApp to be a positive tool for teams. This was in agreement 

with Gould & Nilforooshan (2016). Also present in the interviews was the feeling that 

WhatsApp groups can help break down hierarchies. WhatsApp groups were seen as an 



 

opportunity for younger players to get their voice in and be heard (e.g, Participant 1: ‘Eh I 

think there’s benefits in in terms of maybe sometimes with younger lads eh I could actually 

see it’s it’s maybe lads who struggle with with eh with their confidence sometimes , the 

WhatsApp can actually be a useful way of giving lads encouragement and getting part of the 

group’; Participant 3: ‘it probably gives a voice to the quieter players.’). Thus more merit 

was added to Gould & Nilforooshan’s (2016) assertation that WhatsApp groups can help 

break down traditional hierarchies. 

Gupta & Wingreen’s (2015) findings that WhatsApp groups can be conjunctive to better 

overall team communication, better trust and better all overall team cohesion was also 

partially supported in the sense that WhatsApp was seen as a positive tool for communication 

and logistics. Interesting findings in relation to team cohesion were also observed. WhatsApp 

groups were seen as a way to make players still feel part of the group even if they are away 

from home (e.g, Participant 2: ‘Makes them feel part of the team aswell if you’re actually 

away.’ ;Participant 4: ‘if I’m training in Dublin like I can show people that I’m training in 

Dublin like I don’t feel as if people think I’m not there or not’) and also as a tool for solving 

conflict (Participant 1: ‘if you have two players, John and James and the whole team knows 

that John and James don’t get on and then somebody could crack a joke about John and 

James getting on and they end up everyone having the laugh and John and James actually 

see the funny side’). This use of WhatsApp groups had not come to light in the literature 

review and add an interesting aspect to their use within the team context. 

WhatsApp was not seen as a major motivator as it has been shown to be for medical students 

by Der et al  (2017). Instead findings were closer to Muntaner-Mas, Vidal-Conti, Borràs, 

Ortega, & Palou’s (2017) findings that face to face interventions were more important with  

participant 4 explicitly saying ‘I prefer someone to be there’. 



 

Gascón’s (2016) findings with University Students which showed 63% of them found 

WhatsApp ‘annoying’ when trying to concentrate on other activities were evident under the 

noise theme with participants 1,2 and 5 in particular showing annoyance towards the app. 

None of the participants interviewed displayed any pressure to respond to messages however 

which is contra to the other key findings of Gascón (2016) who had found 50% of students 

researched felt pressure to do so. 

 

5.5 Strengths and limitations  

The study was carried out diligently with an approach and design which ensured that it 

adhered to all ethical recommendations and considerations of the Psychological Society of 

Ireland. A clear rationale is presented as to why the research needed to be conducted and the 

resulting research has added some research evidence to an under researched area. It also 

provides opportunities for further research to be conducted as the design and method of data 

collection is clearly laid out and can help inform future research on the topic as it is easily 

replicable. 

However, the research did have a number of limitations. The mean age of the 5 participants 

was 31 and of the 5 interviewed, 4 were 30 or over. This limits the generalisability of the 

results particularly among generation Z people who are often referred to as ‘digital natives’ 

(Turner, 2015). This generational difference is particularly pertinent given that attitudes and 

experiences in relation to technology use and worth has already been demonstrated to be 

different among academic staff (Salajan, Schönwetter, & Cleghorn, 2010).  

Although the sample size of 5 was suitable for this particular research, the small number of 

participants and geographical proximity of them to each other may also pose some questions 

marks over certain aspects, particularly in the area of how coaches used technology. A larger 



 

sample, taken from a broader geographical area which shows coach misuse to be a wider 

GAA issue would be required to validate this and until such research is conducted, caution 

must be thrown onto suggestions of otherwise. 

 

5.6 Future Research 

This is an exciting area of research and many future research opportunities are presented as a 

result of the study. Future research which compares the attitudes of younger players to older 

players could be an interesting avenue particularly in light of the limited age profile of the 

present study’s participants. Research currently exists to suggest differences in how age 

impacts decisions and opinions on new technology in the worlpace (Morris, Venkatesh, & 

Ackerman ,2005; Salajan, Schönwetter, & Cleghorn, 2010) and thus this would be a 

worthwhile avenue to pursue. Individual differences were noted in reaction to video analysis 

sessions, WhatsApp group messages and GPS scores. Future research which measures 

individual personalities under a personality model such as the Five Factor model of 

personality (McCrae & Costa, 1987) could potentially find a correlation between certain 

personality traits and individuals responses to technology use and should be explored. As the 

present study was conducted with an all-male sample, similar research could be carried out 

with Ladies Gaelic Footballers to investigate similarities or differences. Numerous research 

does exist to suggest gender differences in regards technology use and acceptance in other 

contexts (e.g, Weiser,2000; Jackson et al. 2008; and Padilla-MeléNdez, Del Aguila-Obra, & 

Garrido-Moreno, 2013) and thus it is worth investigating.  

 



 

5.7 Applications 

The present research is particularly important for Sports Coaches in relation to implementing 

technology with teams. Considerations should be given by the coach, firstly in regards to how 

informed they are as to what a technology is used for and secondly in regards to the effects 

that using such a technology with a team will have. The cost-benefit of use should then be 

considered before deciding to use a technological tool with a team. 

How information is perceived by an individual cannot be controlled by a coach but how it is 

disseminated can be and as such coaches should treat each player differently when relaying 

information from a technological tool to avoid any unnecessary uncomfortable feeling or ill 

will by the player in question. 

Prior to implementing new technology sources with teams in future, players and coaches 

should sit down and discuss thoroughly exactly what it is they intend to use a technological 

tool for and what it should do and this may help alleviate any issues which may arise if 

players feel uncomfortable or negative towards technology during the year particularly in 

terms of GPS data and video analysis sessions. 

 

5.8 Conclusion 

This study found that technology use is becoming more and more prevalent with club Gaelic 

football teams and also showed that there are many potential positives to this use including 

the potential for better on field performance, better overall team cohesion and increased 

motivation . Individual differences were observed in how players reacted to the different 

technologies however and the role of the coach was shown to be a major influencing factor in 

how effective or poorly technology is used. This study should act as a reference point for any 

club Gaelic Football team intending to use a new technology going forward and its results 



 

and implications considered before deciding how to use technology with a team if one is to 

harvest the potential positive impacts of technology use for both individuals and teams. 
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Appendices 
 

Appendix A 

Information Sheet 

 
The impact of technology on the mental states of GAA players. 

Information Sheet 

 

My name is Cathal Twaddle and I am conducting research in the Department of Psychology 

in Dublin Business School. This research is being conducted as part of my studies on the 

Higher Diploma in Arts in Psychology course and will be submitted for examination. 

 

Please read the following information before deciding whether or not to participate. 

 

What are the objectives of the study? With the many changes that have made technology 

more accessible to a wider audience over the past 10 years, the research wants to look at how 

these technologies have been used with adult GAA teams and explore whether they have had 

any potential impact on player mental states. 

 

Why have I been asked to participate? You have been asked to participate as you meet the 

profile that the research is based on: 

• You are an Adult male over 18. 

• You play GAA. 

• You take part in at least 3 collective GAA sessions per week. 

 



 

What does participation involve?  Participation involves a 20-30 minute semi-structured 

interview where the athlete is invited to discuss his experiences with regards the use of 

technology as part of a GAA team. The main items of interest are the use of WhatsApp 

groups, the use of video analysis and the use of GPS. Participation is completely voluntary 

and so you are not obliged to take part.  

 

Right to withdraw Participants have the right to withdraw from the research at any time for 

whatever reason. Participants who complete the interview can also request to later have their 

audio recordings removed from record up until March 1st 2019. 

 

Are there any benefits from my participation? While there will be no direct benefit from 

participating in this study, studies such as this could help make an important contribution to 

the safe use of technology within team sports environments, help improve coaching styles 

and/or athlete/coach relationships. As such, the findings from this study may be presented at 

national and international conferences and will be submitted for publication in peer-reviewed 

journals. In cases where the findings are presented at the aforementioned avenues, 

participants will be contacted via e-mail with details regarding the same. Individuals will not 

be offered any monetary or other rewards for their participation. 

 

Are there any risks involved in participation? There are no known risks associated with 

participation.  However if any of the topics discussed cause you discomfort or concern, an 

information sheet with helpful services has been provided. 

 

Anonymity  Names of participants, people mentioned within the interview and/or named 

club teams will be used when reporting the study. Instead pseudonym’s will be used which 



 

will ensure full anonymity of all parties concerned. 

 

Confidentiality All individual information collected as part of the study will be used solely 

for research purposes. It will be stored safely and will not be publicly displayed or published 

without prior consent. 

 

 

Please note that you cannot participate in this study unless you have signed the consent 

form provided overleaf. 

 

 

Contact Details 

If you have any further questions about the research you can contact:  

Researcher: Cathal Twaddle 10332012@mydbs.ie. 

Supervisor: Lucie Corcoran lucie.corcoran@dbs.ie  

 

 

  

 

 

 

  

mailto:10332012@mydbs.ie
mailto:lucie.corcoran@dbs.ie


 

 

Appendix B 

Qualitative Interview Questions 

 
Qualitative Interview Questions 

Key questions relating to the study in bold. 
Questions not in bold are supplementary and may or may not be asked. 
1. Tell me about your involvement in GAA. How long have you been playing GAA at 

Senior level? 
2. How much time do you dedicate each week to GAA? (Training, Gym, Matches) 
3. Do you have access to a smart phone? 
4. What role (if any) do you feel technology has in regards GAA training and 

performance? 
5. Could you tell me about your experience with group chat on social media apps 

such as WhatsApp, Viber and Facebook Messenger? 
6. Does your club team have a WhatsApp group chat? What is it used for? How 

active is it? Is it more active at certain times of the year? Why do you think this is?  
7. Do you think it helps team cohesion by having a WhatsApp group? 
8. Are there any potentially negative sides to being a member of a team 

WhatsApp group? 
9. Do you ever feel pressure to respond to messages on WhatsApp? 
10. Do you think the WhatsApp group has any impact on player motivation? (pitch, 

gym etc) 
11. Do you think managers pay attention to the messages sent within a WhatsApp 

group when deciding team selection? Does this influence what and how often you 
post? 

12. Do you find being a member of a team WhatsApp group in any way intrusive or do 
you think it has any affect on your mental health and wellbeing? 

13. Have you any experience with video analysis? 
14. Could you describe your experience of video analysis? (Where did it take place 

and who led it?) 
15. Why do teams use video analysis in your opinion? 
16. Did you find the video analysis is helpful or unhelpful? Could you elaborate further 

on this? 
17. Are there any other potentially positive or negative effects of video analysis in 

your opinion? 
18. Have you ever felt uncomfortable during a video analysis session? 
19. Do you find video analysis intrusive or feel it can affect your mental health or 

wellbeing? 
20. Do you think video analysis can affect player motivation? Could you elaborate? 
21. Do you think video analysis has any affect on player performance? Could you 

elaborate? 
22. Do you think managers rely on video analysis when making selection decisions? 

How do you feel about this? 
23. Have you any experience using GPS devices? 
24. How was the GPS data communicated with you? 
25. Why do you think GPS is used with teams? 



 

26. Do you find GPS intrusive or feel it has an affect on your mental health and 
wellbeing? 

27. Do you think GPS has an effect on motivation levels? Could you elaborate on this? 
28. Do you think GPS has an effect on performance levels? Could you elaborate on 

this? 
29. Do you think managers rely on GPS readings when making selection decisions? 

How do you feel about this? 
30. Complete this sentence: 

• Technology in club GAA is a good thing because… 
• Technology in club GAA is a bad thing because… 

 
31. Is there anything else you’d like to add to the interview? 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

Appendix C 

Consent Form to be filled in order to take part in research. 

 
Consent Form 

The impact of technology on the mental states of GAA players 

 

I have read and understood the attached Information leaflet regarding this study. I have had 

the opportunity to ask questions and discuss the study with the researcher and I have received 

satisfactory answers to all my questions   

 

I agree to take part in the study and to have my interview recorded on audio. I also agree to 

allow the contents of this audio to be transcribed into a digital document and used for 

analysis. 

 

I understand that I am free to withdraw from the interview at any time without giving a 

reason. However, I also understand that I cannot withdraw my audio recording from the 

research after 1 March 2019. 

   

 

Participant’s Signature: ______________________________ Date: _________ 

 

Participant’s Name in print: _________________________ 

 

E-mail address: 

________________________________________________________________ 



 

 

Appendix D 

Mental Health Services Information Sheet 

 
 

If you have been affected by anything during the course of the interview the following 

services may be of help: 

 

Aware 

‘Aware provides support services which are 

available to individuals managing their own 

experience of depression or bipolar disorder, 

as well as to people who are concerned 

about a loved one.’ 

(Taken from: 

https://www.aware.ie/support/). 

Aware Head Office:  

9 Upper Leeson Street, 

Dublin 4. 

Phone: 1800 80 48 48 

Email: supportmail@aware.ie 

Website: https://www.aware.ie/support/ 

 

Samaritans Ireland 

‘Samaritans is a service that can be used 

either if your situation feels more urgent, or 

if you feel like all you need is a good chat. 

There are 20 branches of Samaritans in 

Ireland with volunteers ready to answer the 

phone if you feel overwhelmed. 

4/5, Usher's Court, 

 Usher's Quay,  

Merchants Quay,  

Dublin 8 

 

mailto:supportmail@aware.ie
https://www.aware.ie/support/


 

You can ring their helpline whether or not 

you have mental health issues, if you're 

worried about a friend, and even if you're 

under 18. 

All conversations with Samaritans are off 

the record, and there is no need to give them 

any personal details.’ 

(Taken from: https://www.joe.ie/life-

style/7-irish-charity-organisations-that-can-

help-you-if-you-are-suffering-from-mental-

health-problems-542173 ) 

Phone: (01) 671 0071 

Website: https://www.samaritans.org/ 

Mental Health First Aid Ireland 

Mental health first aid is the help offered to 

a person who is developing a mental health 

problem or who is experiencing a mental 

health crisis, until appropriate professional 

treatment is received or until the crisis 

resolves.  

(Taken from: 

https://www.mhfaireland.ie/what-is-mental-

health-first-aid) 

Phone: 116 123 

Website: https://www.mhfaireland.ie/what-

is-mental-health-first-aid  

 

https://www.google.ie/search?rlz=1C1CHBF_enIE774IE775&q=samaritans+ireland+phone&ludocid=4793769042381998202&sa=X&ved=2ahUKEwi6yeLvpZjeAhUiBsAKHW1cBhoQ6BMwFHoECAcQSw&biw=1368&bih=802
https://www.samaritans.org/
https://www.mhfaireland.ie/what-is-mental-health-first-aid
https://www.mhfaireland.ie/what-is-mental-health-first-aid

