






• interviewing people that play games about what, when, and how they play;
• performing network measurements (see the Internet Microscope projects below) and power measurements of games devices to better understand their 

potential impacts.
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• Enquire into the data and/or energy demands of streaming on Twitch (or other service) through meta-data scraping or other quantified measurements.
• Interview Streamers and/or Viewers to understand why, how, when, where, etc., they stream/consume streaming content. 
• Simulate streaming and measure the data and energy consumption of devices/services used in the practice.
• Investigate the footprint of Twitch.tv by deploying LCA (Life Cycle Assessment) methodologies.





https://www.it.uu.se/research/human-machine-interaction/digital-ecologies-lab/internet-microscope
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