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1 Abstract

Escapism is a diversion of the mind into entertainment or imag-
inative activity to escape from routines or reality. In this study,
the researchers focused on how escapism impacts individuals
while playing video games. The research goal was to find out
what affective outcomes of the individuals that used gaming
to escape from reality but also explored if the pandemic could
have any impact on it since the study was conducted during a
pandemic. The results show that recovery was the main form
of escapism in non-harmful escapism and coping in harmful es-
capism among the 7 participants. The pandemic did also have
an impact on the respondents, and most of them thought es-
capism had a positive affective outcome.
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2 Introduction

Escapism is defined by Cambridge(n.d.) as ”a way of avoiding an unpleasant
or boring life, especially by thinking, reading, etc. about more exciting but
impossible activities” or by Merriam-Webster(n.d.) as a ”habitual diversion
of the mind to purely imaginative activity or entertainment as an escape
from reality or routine.” This study focused on researching the impact es-
capism had on players through anecdotal interviews. But the motivation here
extended beyond anecdotal observations since both the benefits and detri-
ments of escapism have been well documented. The benefits include stress
relief (Reinecke,2009), cognitive skills development (Barr, 2017), emotional
regulation (Uyusal Kosa,2020), and more. While detriments are procrasti-
nating, psychosis, addiction (Warmelink et al., 2009), and more.

Massively multiplayer online games(MMOs) have been commonly studied
and used as a framework for research regarding gaming and escapism. Kuo
et al. (2016) conducted a study on active escapism with players who played
World of Warcraft in order to develop a better understanding of escapism as
a theoretical construct and a unique consumption experience. Hagström and
Kaldo’s (2014) research wanted to clarify the escapism concept and examine
its relation to problematic gaming, psychological distress, and satisfaction
with life among players from MMOs. The players that answered Hagström
and Kaldo’s (2014) survey had played EVE Online(CCP Games, 2003), Guild
Wars(Arenanet, 2005), Everquest (Verant Interactive 989 Studios, 1999),
Star Wars Galaxies(Sony Online Entertainment, 2003), etc. There have been
studies conducted on other genres of games like Animal Crossing: New Hori-
zons (Zhu, L. 2021) and First-Person Shooter games (Frostling-Henningsson,
2009). That Animal Crossing: New Horizon (Nintendo, 2020) had become a
sort of “dreamland” for players to escape to, according to Zhu (2021). Who
argued that the New Horizon world is a perfect social platform for social
interactions (Zhu, L. 2021). There is also a study on the game with par-
ents who played Animal Crossing as a form of coping against the pandemic
(Pearce et al.,2021). Except for MMOs, most genres of games were under-
studied in relation to escapism.
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3 Background

3.1 Escapism

Escapism is one avoiding reality by doing activities that make oneself ig-
nore daily routines, as defined by Merriam-Webster and Cambridge. Hastell
(2017) describes it as “Media escapism is a complex phenomenon that in-
volves specific motivations, cognitions, emotional states, media choices, me-
dia use periods, and short-term as well as long-term consequences. Most
notably, escapism is just one of several ways individuals deal with challeng-
ing life situations.”.Calleja (2010) proposed that escapism was about going
to a more desirable place and situation but that the escapee aimed for a per-
manent or long-term change of the situation. Escapism also does not need
a specific negative situation to rectify, and it plays a crucial part in break-
ing away from stagnation and as an antidote to boredom (Calleja, G, 2010).
Video games can be used to recuperate from stress and strain(Reinecke,2009),
but it also gives better cognitive performance and subjective vitality (Uyusal,
Kosa,2020). According to Hastell (2017), there has not been any form of the-
ory or framework regarding escapism and media. It has been criticized for
being exploratory rather than grounded in theory. Nevertheless, escapist rel-
evant predictions could be derived from several frameworks (Hastall, M. R.
2017).

3.2 Self-Suppression and Self-Expansion Conceptual-
ization

Stenseng et al (2012) proposed the intention to minimize ill-being(”Self-
Suppression”) and the intention to maximize well-being (”Self-Expansion”).
They hypothesized that self-suppression would have been positively related
to depression vulnerability and trait emotion suppression and has been nega-
tively related to self-control and subjective well-being (Stenseng et al., 2012).
However, their study included that Self-Expansion was related to positive af-
fective outcomes from activity engagement and personality measures. The
conceptualization was based on the Regulatory Focus Theory (RFT) sug-
gested by Brockner and Higgins (2001). It suggested that human behavior is
motivated by two fundamentally different self-regulatory viewpoints. A pro-
motion focus directs the individual towards superior standards and ideals.
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The promotion focus motivates the individual towards nurturance of self and
the allocation of attention towards the positive outcome of the desired end
state. The second is the prevention focus, which leads the individual towards
concordance between one’s actions and duties. It drew the individual’s at-
tention to the inhibition of negative outcomes related to potential failures in
order to gain the desired end state and prevent negative evaluations. The
conceptualization is grounded on this theory and is heavily based on the in-
dividual’s motivations and focus(Stenseng et al., 2012).

3.3 Four Pillars of Healthy Escapism in Games: Emo-
tion Regulation, Mood Management, Coping, and
Recovery

Kosa and Uyusal(2020) suggested that there are benefits to escapism and
that there are four pillars of healthy escapism and that escapism has nega-
tive effects not only when it comes to video games but that there are also
positives when playing video games. What they call negative escapism is
referred to as subversive escapism in their work. The four pillars are emo-
tion regulation, mood management, coping, and recovery. The four healthy
pillars of escapism is more of a study about what type of escapism is healthy
and as such they did not conduct any tests but used academic publications
to come to a conclusion.

3.3.1 Emotional Regulation

Emotional regulation is defined as trying to modify the trajectory of emo-
tions, and they think playing games gives the individuals emotional bene-
fits. It consists of five sets of processes: situation selection, situation mod-
ification, attention deployment, cognitive change, and response modulation
(Gross,2015). Once a situation has been selected it can be tailored to mod-
ify its emotional impact. Attention deployment is the decision of focusing
the attention to a certain aspect of the situation that includes complete dis-
traction. After the situation has been selected, modified, and attended the
individual can change the meaning of the situation. Then finally the individ-
ual can therefore modulate their responses to elicited emotions.Games have
been shown to have emotional benefits for players by promoting emotional
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regulation. Games are not only used for regulating negative emotions but
also extending and enhancing positive emotions as well.

3.3.2 Mood Management

Mood management posits individuals that tend to maintain their positive
moods or to try to end their negative affective states. One of the more ef-
fective ways of changing or terminating moods is to consume media. Mood
management is conceptually close to escapism (Liau et al, 2011) in regards
that escapism is avoidance of reality in general and mood management is the
altering of the mood through selective media exposure. Mood management is
seen as one of the approaches to study positive escapism (Hagström Kaldo,
2014). Studies have shown that as the player agency increases in game the
mood of a bored or stressed individual improves as well. It also shown to
reduce hostility and enhance positive effects (Riegar et al, 2014)

3.3.3 Coping

Coping is defined as trying to minimize problems and stress, and several cop-
ing strategies exist (Lazarus Folkman, 1984). The first strategy is problem-
focused coping, when the individual is trying to solve the problem that is
causing them stress directly—getting organized, managing time, and getting
active support to solve the problem. The second strategy is emotion-based
coping, in which individuals regulate their feelings about the problem by
distracting themself with activities and relaxation. The third strategy is
avoidance-based coping, where the individual refuses to interact with the
problem (Endler Parker, 1990). Mehmet and Uyusal (2020) suggest that
gaming can be seen as a coping strategy rather than compulsive behavior.
Nevertheless, they imply that excessive gaming implies an underlying prob-
lem that is separated from the game content and the activity, which could
not result in problematic behavior.

3.3.4 Recovery

Recovery is when the player tries to recuperate from cognitive and emotional
exhaustion. It is characterized by psychological detachment, relaxation, mas-
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tery, and control (Reinecke, 2009). It focuses on the return of energy and
longer-term effects. However, there needs to be more future research in order
to understand the recovery experiences fostered by gaming.

3.4 MMOs and Escapism

Massively Multiplayer Online Games, or MMO, as described by itself to be
multiplayer games that are focused on being online and have big lobbies full
of players playing the game. Some examples of games that are an MMO in-
clude World of Warcraft (Blizzard Entertainment, 2004), Eve Online (CCP
Games, 2003), and Guild Wars(Arenanet, 2005). Many researchers have
been involved in MMOs in their studies regarding the impact of escapism
on the players. World of Warcraft (Blizzard Entertainment, 2004) has been
studied to moderate the relationship between escapism and negative out-
comes (Bowditch et al., 2018). It explored how the different coping strate-
gies could differentiate between escapism and negative gaming outcomes.
That problem-focused coping provided fewer negative outcomes concerning
escapism and seemed to protect individuals from negative gaming outcomes
in general, according to Bowditch et al. (2018). Kuo et al. (2016) also
suggested that active escapism provides the benefits of empowerment and
affirmation through role-playing.
Nevertheless, Blaisi et al. (2019) suggested that escapism could cause prob-
lematic gaming patterns through emotion dysregulation and maladaptive
coping strategies.

Not being able to manage one’s emotions and having avoidance-based coping
can cause negative affective states. However, there are benefits to emotion
regulation since it could help with managing the mood, and that emotion-
based coping could help with temporarily seeking relief from affective states.
Kirby et al. (2014) suggested that a correlation between the number of hours
we spend playing MMOs could correlate with psychological well-being and
escapism. Nevertheless, using the multiple mediation model which a model
they made for the study to show the correlation between social interaction,
immersion and achievement in accordance to playtime and psychological well
being could constitute problematic use. They found that gaming starts to
become problematic when the game immerses the individual since it could
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cause a negative affective state. Nevertheless, the amount of hours of play-
time that a player has does not have an impact on the player’s well-being
since the results do not show evidence that supports playtime having an
impact on the player. Hagström and Kaldo suggested that socializing and
showing interest in mechanics have a protective factor in protecting the player
from the negative affective outcome. Socializing with friends gives a strong
positive reinforcer rather than a destructive reason for playing the game.

3.5 Other Genres of Games and Escapism

MMOs and Escapism are often together in escapism studies since they delve
into the social, immersion and achievements in combination with playtime
and psychological well being. Other genres can still achieve the same kind of
results through the same reasons as MMOs in terms of escapism. Zhu (2020)
conducted a study on Animal Crossing: New Horizons during the pandemic.
Animal Crossing: New Horizons (Nintendo,2020) is a social simulation game
where the player goes to a deserted island and develops it, accomplishing
tasks and making animal friends. It can also be played online by visiting
player islands and interacting with other players. Zhu(2020) suggests that
Animal Crossing: New Horizons (Nintendo, 2020) can provide a means of
escape from the pandemic and give a form of positive affective state. Dur-
ing the pandemic, many individuals were under quarantine which could help
individuals with getting rid of loneliness and social isolation. That social
interaction could provide a positive affective state. Pearce et al. (2021) sug-
gested that Animal Crossing: New Horizons(Nintendo, 2020) was used by
families as a coping tool through emotion-based coping that also includes
emotion regulation and mood management. They tried to suggest a form of
communal or social coping, but the results showed no evidence. Children did
not discuss the game as a form of distraction. Frostling-Henningsson (2009)
conducted a study on First-Person Shooter games, but it did not specify the
games. It suggests that players use first-person shooter games to escape be-
cause they could provide more experiences than real life. Social interaction
is the main factor in players using the genre as a form of coping. Mood
management also plays a factor but is not as equally important as social
interaction for most players.
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4 Methodology

4.1 Qualitative Study Based on Interviews

The thesis aims to discover how games affect people with escapism in differ-
ent situations. The researchers chose situations non-subversive, subversive,
and under pandemic. The researchers wanted to find out if there are different
ways for people to escape the game world. The researchers selected a non-
subversive scenario as daily life as the average human beings as the control
scenario, and they assumed casual or competitive gaming would make no
difference.

Since the researchers gathered the data in the summer of 2021, non-subversive
life was referred to as life before the pandemic when people could have social
activity without considering social distancing or getting COVID-19. Individ-
uals were less likely to be constantly mentally strained.

Subversive life is similar to non-subversive life but with people constantly
feeling mentally ill or depressed. They were not motivated to presume their
routine or confront their problems but to spend time on unproductive activ-
ities.

During the pandemic, people were discouraged from going outside and so-
cializing with people physically, which could heavily change some people’s
daily routines; they needed to fill their schedule with new activities suitable
for a pandemic life. According to Maslow’s pyramid of needs, people would
want a sense of connection or “love and belonging,” which people got less
during the pandemic, especially if they lived alone. Furthermore, the article
“Cognitive emotion regulation strategies and psychological distress during
lockdown due to COVID[U+2010]19” (Rodas et al., 2022;2021) wrote that,
in a sense, the period under pandemic could also be referred to as a type
of non-subversive life. However, when the interview was designed, the re-
searchers wanted to have subversive and pandemic scenarios separately to
compare if there would be different outcomes. The researchers believed that
there are differences between non-subversives and people under a pandemic,
especially if there is a lockdown. Since non-subversives could adjust their
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mood by meeting up with people and having physical contact if they were
willing to, people under a pandemic could not do that. For the scenario
“during the pandemic period,” the researchers defined it as people who were
unable to go outside worried free, and they started to feel down about the
situation being brought by the uncontrollable force as COVID-19. Ideally,
the researchers would like to interview players under long-period lockdown,
such as China or Spain, to larger the differences. Since the research is con-
ducted in Europe, mainly Sweden, the sense of being forced to stay home has
been largely decreased, considering there was no strict lockdown and people
in Sweden barely quarantined themselves. The researchers considered com-
bining the two scenarios in the result if there were no significant differences
between them.

The researchers decided to conduct a qualitative study where they would fo-
cus on one-on-one interviews. Interviewing people would allow them to have
the chance to ask follow-up questions and potentially get more profound and
more detailed information out of the interviewees(Lankoski, 2015). Consid-
ering the research is based on the target audiences’ feelings while spending a
lot of time gaming in different mental states or in a particular scenario, such
as being in a pandemic. It could be difficult for the target audience to write
about their feelings in long answers, and make it easier if the researchers tried
to provide them with a safer environment with friendly communication. It
would also be easier for them to talk about potential negative feelings inside
themselves. The interviews were also anonymous and could be held online,
meaning the interviewees did not need to worry about the social impact of
the interviews.

The researchers selected a group of people with regular gaming habits or
who called themselves ”gamers” as the interviewees for gathering data. By
targeting gamers specifically, there is a higher chance that they have expe-
rienced escapism through gaming in their life. The researchers asked people
on social media, such as Discord and people who attended offline gaming
events, if they were willing to participate in a short interview about this
study of escapism. In the end, seven people responded that they were willing
to be interviewed. The questions in the interview will be tailored towards
escapism and the impact it has on the player. While the researchers use a
script of questions to ask the player, they would also improvise if the player
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says something that could lead them closer to clear and specific answers. The
researchers also would be able to explain the questionnaire if the participants
were confused by the questions. Furthermore, having a short introduction
could help the participants gain a deeper understanding of the purpose of
the interview.

The questions in the interview were based on the escapist theory, such as cop-
ing(Lazarus Folkman, 1984) and mood management(Reigar et al., 2014)).
The questions were open-ended, with the possibility of asking some follow-
up questions based on the interviewees’ answers. We will also ask questions
based on the current pandemic if it has any correlation related to the individ-
uals and the reason for showing escapist behavior during the period. The re-
searchers used the SPIN strategy(Rackham,1988) to structure the interview,
which is a selling strategy with four questions: situation, problem, implica-
tion, and need-payoff questions, which are needs-development processes to
reach the selling purpose in the end. In our interview, the researchers would
start with a situation question, ”How are you today?”. Hopefully, it would
release some stress from the interviewees as they were attending an inter-
view about a topic they could not be comfortable discussing. Moreover, it
would also allow the researchers to decide in which order they would ask the
interview questions to smoother the interview process. If the interviewee an-
swered anything positive, the interviewer would first start the interview with
non-subversive questions. Meanwhile, if the answer is negative, it would start
with subversive questions.

4.2 Approach to The Data Analysis

After the interviews have been conducted, the data will be analyzed using
the framework of Four Pillars of Healthy Escapism in Games: Emotion Reg-
ulation, Mood Management, Coping, and Recovery (Uyusal Kosa, 2020)
and the self-suppression and self-expansion conceptualization (Stenseng et
al., 2012). Depending on what the individual is saying in the interviews
and interpreted and structured using the healthy pillars and Stenseng et al.’s
conceptualization to establish a framework for what is also seen as a positive
or negative affective outcome of escapism. An example would be that prob-
lem and emotion-based coping would be seen as inherently positive because
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of the individual trying to solve the problem or by regulating their feelings.
While avoidance-based coping would be seen as negative due to the individual
avoiding the problem. Emotion-based coping would be seen as self-expansion
since it is related to maximizing well-being, while avoidance-based coping is
self-suppression since the individual is trying to minimize ill-being by avoid-
ing the problem(Stenseng et al.,2012). The researchers would categorize it
based on the pillars of healthy escapism(Uyusal Kosa, 2020). The categories
are Recovery, Emotion Regulation, Mood Management, and Coping. If it
could be clearly defined where the individuals have a type of escapist strat-
egy, it will also be put in the tables and decoded as well be explained.

4.3 Ethics

The researchers received a total of seven respondents, three from online via
a discord server called The Almighty Bread. In this general gaming server,
many individuals play different genres of video games. In contrast, four re-
spondents were from an offline video gaming tournament event in Stockholm
that focused on Super Smash Bros Ultimate(Nintendo, 2018). The respon-
dents from Discord have a wider variety in terms of what game they played
when answering the questions during the interview. At the same time, the
interviewees who attended the tournament had a more limited selection of
games they were gaming. The interview data was recorded on a computer
if the interview took place online and on the cellphones if it was an offline
interview. The researchers were authorized with the interviewees’ permission
to record the interviews before proceeding with the interviews. The inter-
views were anonymous. Under the GDPR, the researchers would delete the
interviews if the interviewees no longer wished to permit them to store their
recorded interview files.

4.4 Limitations

The study was conducted during the Covid-19 pandemic, which was harder
to reach people to conduct interviews with, and communication was more
difficult to conduct online than offline. Because the study relied on qualita-
tive interviews, the data sample size would be small because conducting each
interview was time-consuming. Also, since the interviews would be about es-
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capism, it could be too sensitive of a topic for the individual; the researchers
would start going through the questions related to subversive escapism. Nev-
ertheless, it could also be that the individual has not been subversive. If so,
the researchers could be unable to ask them questions about subversive es-
capism. There was also a chance that some participants answered the same
to different questions, making the research less valid since they got less varied
data.

12



5 Results and Discussion

In this section, the researchers will review the results from the seven inter-
views, with four held offline and three held offline. The Data was recorded
through the use of a smartphone or computer. The interview answers were
later separated and coded into categories based on the individual in the in-
terview. That was put into tables that will be shown in the thesis.

5.1 The Games

The Games that the individuals played

Table 1. It shows the games that they played when answering
both questions on non-subversive and subversive behavior for
what games they played.

he participants played primarily multiplayer games that encourage social in-
teraction, such as League of Legends (Riot Games, 2009), Super Smash Bros
(Nintendo, 2018), Etc. These games usually involve social interaction(Uyusal
Kosa,2020) with other people. Super Smash Bros Ultimate (Nintendo,2018)
included massive social interaction since the event was organized offline, and
people met up to hang out with others and compete. There was mention of
single-player games such as Binding of Isaac and Animal Crossing: New Hori-
zon(Nintendo,2018). Even though one can play multiplayer mode and seek
social interaction, it is not the main focus of the games. Animal Crossing:
New Horizon (Nintendo,2018) is mainly a single-player game with a multi-
player function where players can visit each others’ islands. Players need to
pay an extra subscription to access the online multiplayer mode, but only to
visit others’ islands and exchange items. Binding of Isaac is an offline co-op
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game where two players help each other progress in the game.

The genre of games the respondents play is Super Smash Bros Ultimate(Nintendo,
2018), a fighting game. Sea of Thieves is an online action-adventure co-op
multiplayer.

Binding of Isaac (Edmund McMillen Florian Himsl, 2011) is a roguelike
game. Splatoon 2(Nintendo, 2017) and Overwatch(Blizzard Entertainment,2016)
are shooter games. Animal Crossing is a social simulation game. League
of Legends(Riot Games, 2009) is a massive online multiplayer arena game.
Splatoon(Nintendo, 2017), Super Smash Bros Ultimate (Nintendo, 2018),
and Animal Crossing: New Horizon (Nintendo, 2020) can be played on a
Nintendo Switch and the League of Legends.

5.2 Non-Subversive Escapism

Escapist tendencies for players when playing games without subversive be-
havior

Table 2. Reasons for escaping to video games provided by
interviewees without subversive behavior

Non-Subversive escapism or non-harmful is escapism but not with the intent
of the individual conducting any activity that would be seen as harmful, ac-
cording to Uyusal and Kosa (2020). The answers given do not necessarily
point toward the individual being an escapist though they pointed towards
being could show escapist tendencies depending on the individual The respon-
dents overwhelmingly used gaming as a form of recovery when the individual
is recuperating from stress and cognitive and emotional exhaustion. Since
they were playing games as a form of taking a small break from everyday life
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by playing video games with friends as a form of resting, recovery would fall
under self-expansion because it is related to positive affective outcome and
activity engagement.(Stenseng et al 2012) The individuals that are usually
recovering are not escaping from a problem but are using it as a form of break
from everyday life (Reinecke, 2009). Person six also used it to do coping, but
in this particular instance, it could not be defined which form of coping,
which made it impossible to put a label if it was negative or positive coping.
At the same time, problem and emotion-based coping is a positive form of
coping, while avoidance-based coping is negative(Endler, N. S., Parker, J.
D. 1990). Respondent four played games for mood management which is
seen as regulating the individual’s mood and negating the negative mood. It
would be put into the self-expansion category because of its positive affective
outcome(Stenseng, Rise Kraft, 2012).

5.3 Subversive Escapism

Escapist tendencies for players when playing games when they had subversive
behavior

Table 3. Reasons for escaping to video games provided by
interviewees with subversive behavior

Subversive escapism or harmful escapism is when an individual is conducting
escapism that is seen as harmful to it and has a negative affective outcome
or the avoidance of problems. The answers could point towards escapist
behavior. Five out of seven interviewees tended to some coping when they
had subversive behavior. Three out of five did emotion-based coping, which
is inherently seen as more positive than avoidance-based coping. Because
the individuals did not discard the problems, they dislike avoidance-based
coping, where they ignore the problem entirely, which is inherently negative
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(Uyusal Kosa, 2020). Two respondents went with avoidance-based coping,
which is negative escapism. One person went with recovery, while three went
with mood management and emotion regulation. When individuals had sub-
versive behavior, they tended to use coping as a strategy for coping during
those times.

5.4 The Pandemic’s Impact on Escapism

When the study was conducted, there was an ongoing pandemic, and the
researchers wanted to determine if the pandemic impacted the seven respon-
dents. That pandemic could be a cause for individuals to use games as a
form of coping with forgetting about the pandemic. It turned out that the
seven respondents during the pandemic all used games to escape from the
pandemic. All of them thought that social interaction was the main reason
for playing games since they wanted to interact with their friends during
times of quarantine. Six of the respondents thought that escapism during
the pandemic had a positive affective outcome, while one thought it had
negative affective outcomes for them. The reason was that the respondent
procrastinated and ignored their school work resulting in worse performance
and grades.

5.5 Discussion

According to the respondents, the seven respondents’ results suggest that re-
covery was the main reason for being escapist when playing games when being
non-subversive—that relaxation and recuperating from stress and cognitive
and emotional exhaustion. The problem with recovery is that it is understud-
ied, there is no framework, and more research needs to be done to understand
the recovery experiences better when playing games. Regarding results in the
subversive questions, coping was the primary escapist strategy. Surprisingly,
only two respondents had negative affective outcomes with coping, while the
other three had positive affective outcomes with escapism. When it also came
to the pandemic, it turned out all the individuals’ gaming habits changed dur-
ing the pandemic because they could not go out. That made them play more
games in order to pass the time. Escapism during pandemics, for example,
could provide more of a positive experience since many individuals had to be

16



home and could not meet their friends(Usher et al.,2020). Playing games with
friends provided them with belonging(Gawel,1996). Also, most of the indi-
viduals that participated played games competitively, with Super Smash Bros
Ultimate (Nintendo, 2018) standing out and games like League of Legends
(Riot Games, 2009), Splatoon 2(Nintendo, 2017), and Overwatch (Blizzard
Entertainment, 2016). Super Smash Bros Ultimate(Nintendo, 2018) is also
a game that can be played online and offline, encouraging social interaction.
It is able to help the individual with a protective buffer against negative
affective outcomes through social interaction with friends and can promote
positive affective outcomes. All the games can promote social interaction
since they can be played with friends through multiplayer. Social interac-
tion is the leading cause of escape for the respondents during the pandemic,
which is more in line with the other studies that mention the pandemic.
Zhu (2020) also suggested that individuals play Animal Crossing: New Hori-
zons(Nintendo, 2020) as the leading cause of them using it as a form of coping
strategy. MMOs and the first-person shooter also suggest that social inter
could be the leading cause for using them as a coping mechanism.

By also making the interviews in-depth, we were able to find answers that
we would not otherwise find, like how someone had a negative view of their
experience during the pandemic or that many use escapism as a form of
passing the time. Two players went in-depth into their respective games and
also described how they felt during specific scenarios in the game and how
game mechanics influenced it. Person 4 and 5 had more difficulty answering
the subversive questions since they did not feel bad enough and had to think
hard about it. The major limitation with interviews is that we can not get
enough data because it takes time to interview respondents but also that if
this turns out to be similar, it can make the research data less varied. Never-
theless, the researchers only managed to get seven respondents that we could
interview. If the researchers had a bigger sample size, it could provide more
data for research and perhaps make it more varied. The research could have
been done with a questionnaire, but the limitation is that in-depth answers
would be less likely to get than interviews since we can ask follow-up ques-
tions based on the individual’s answers.

The method the researchers used to break down the data we got was made
to get a more precise answer in which category the individual would land
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and if it would adequately use the mathematical method of the study that
defined the conceptualization of self-expansion and self-suppression. The line
between positive and negative escapism, as defined by Stenseng et al. (2012),
would become blurrier, and it would be harder to define what is seen as pos-
itive and negative affective outcomes. Nevertheless, they had conceptualized
this intending to minimize ill-being, which is Self-Suppression, and the inten-
tion to maximize well-being is Self-Expansion. Stenseng et al. hypothesized
that self-suppression would be positively related to depression vulnerability
and trait emotion suppression while negatively related to self-control and
subjective well-being (Stenseng et al., 2012). The conclusion made it easier
to put a definition on what is a positive and negative effective outcome. The
researchers combined their study with the four healthy pillars of escapism
because it effectively enabled them to categorize escapism into categories
based on what the individual answered. The categories suggested have been
studied heavily except for recovery, which is understudied regarding its rela-
tion to games(Uyusal Kosa,2020).
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6 Conclusion

In conclusion, the results from the seven respondents show that there are
inherently both negative and positive affective outcomes that impact the re-
spondents when using games as a form of escapism, with the respondents
opting for recovery being the main factor in non-subversive and coping with
subversive escapism. The pandemic also impacted the respondents’ escapism,
and most thought it had an effective positive outcome on them, except for
one with an effective negative outcome. The main limitations of this study
were small data samples because we conducted interviews, and the pandemic
impacted the ability to reach individuals. This study could suggest a more
extensive study being conducted that could show more of the impact of es-
capism and games on individuals. In the future, the researchers would narrow
down the target groups and game genres even more, which could prove help-
ful for game design. It could suggest a guideline for serious games based on
escapism.
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9 Appendix

Questions for the Interviews:

• How are you today?

If the person answers everything is going well or anything positive, ask
the non-subversive question first. If not, start with the subversive ques-
tions.

Non-Subversive Escapism:

• Are there any games that you play a lot and just feel like time just flies
away?

• What game is it?

• How long did you invest in the game?

• Can you describe any emotional changes when you played the game?

• How do you feel while playing it?

• Why do you feel the way you do?

Subversive Actions and Escapism:

• Have you ever felt persistently down or have even lost interest in hob-
bies you like?

• If you did not feel that much down, are there still games that you
played when you were sad?
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• Can you remember if there’s a game that you invested a lot of time in
during those times?

• Can you describe any emotional changes when you played the game?

• How do you feel while playing it?

• How long and often did you invest your time into the game/games?

Pandemic Questions and Escapism:

Now when we are experiencing the pandemic, some of us are work-
ing/studying at home.

• Does it make any difference in your gaming habits? Could you describe
it a bit more?

• Do you think playing games for a long time during covid can have any
positive impact on you?

• Could you tell us more about it?
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